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The development of modern Ukrainian education requires the use of fundamentally new tools of activity in
the educational process. Focusing on the formation of a personality capable of independently solving situational
tasks and making the most effective decisions is the task of a modern, competent teacher. A correctly chosen
profession and the development of the necessary competencies and practical skills in the selected activity of each
person form a developed and educated society. Such a society strives for growth in all social processes of the
country, which in modern conditions needs highly qualified and modern specialists. Quest (web-quest)
technology is one of the effective tools for the comprehensive development of students.

The paper describes the approaches of scientists to defining the essence and features of the quest (web-
quest) technology. The forms of quests that solve various tasks with the help of the Internet, help students
personality development and help in career guidance activities are considered. Ways of implementing this tool
in educational activities, which are aimed at creating conditions for high-quality training and career guidance
activities that contribute to the correct choice of the future specialty of each member of society, are analyzed.
The importance of using communication technologies when using the described technology is emphasized.

The article discusses the main tasks of the technology quest, the implementation of which ensures the
development of the student's intellectual abilities and forms the necessary professional competencies for a
particular activity. The role of the quest in the career guidance activities of education representatives is also
considered.

The main competencies that develop during the use and implementation of quest technology in students and
students have been studied. It was also analyzed how the combination of play and learning contributes to the
effective interaction of the student with all elements of the educational process and the achievement of high
results in education.

The pedagogical goals of implementing educational quests are described, contributing to the correct choice
of a person's future specialty and practical training in the chosen activity.
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PROBLEM STATEMENT

Today we understand: to be an excellent professional means to be in constant search,
growth, and development. The teacher's work is characterized by high mobility and
extreme complexity. It requires deep and versatile scientific and professional knowledge,
abilities, and skills that form the basis of his professional competence. The comprehensive
and effective implementation of innovative methods in the educational process contributes
to improving its quality and the interest of students, students, and teachers, which is an
important stage of reforming the traditional education system in the context of
globalization. One technique that teaches how to find the necessary information, analyze
it, systematize and solve the tasks is the quest (web-quest) technology.
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ANALYSIS OF THE RECENT RESEARCH AND PUBLICATIONS

The use of quests is analyzed in foreign studies, particularly in the works of B. Dodge,
J. Taina, T. Kailova, T. Salomaki. A. Baranov, and Ya. Tarakanov believes that quests
develop leadership qualities. The results of G. Gadamer and J. Huizing allow us to
consider the potential of quests and the possibilities of their application to identify the
abilities and skills of students. T. March emphasizes that any web quest should not be
isolated from the educational process as a whole; it needs a direct connection with students'
previous and subsequent cognitive activities.

OBJECTIVE STATEMENT

In the modernization of the modern Ukrainian education system, knowledge, skills,
and abilities are increasingly considered not as the primary goal of education but as an
instrumental basis for the formation of student competencies. Within the new educational
paradigm of system-activity learning, the priority is the integral development of the
student's personality, ability to reflect, and independence in decision-making. In these
conditions, cognitive interest becomes a powerful means of activating competencies and
potential, and using new innovative educational technologies becomes the most important
tool. Among the innovations in the organization of the career guidance process today, we
can safely include quest technology, which in the conditions of the spread of the Internet
and the wide use of various communication technologies, can find a worthy place because
it is necessary to use the features of quest technologies as an effective tool to reveal their
potential and abilities, to make them aware of their advantages and opportunities in the
process of choosing a specialty in the future.

RESEARCH METHODS
In work, in the process of research and processing of materials, methods of comparison
and systematization were used - in the analysis of scientific research in the direction of the
development of quest technologies, structural analysis and synthesis - an analysis of the
main competencies that allow the use of quest technologies, the method of logical
generalization - in the analysis was carried out possibilities of using existing scientific and
methodological approaches to the use of quests in educational activities.

RESEARCH RESULTS

For the first time, the web quest was introduced into educational practice thanks to
Bernie Dodge, a professor of educational technologies at the University of San Diego
(USA), in 1995: the scientist was looking for various ways to use the Internet for
educational purposes. He defined the following types of tasks for web quests, which later
formed the basis of their traditional classification (table 1). Scientists developed
innovative applications for the Internet for integration into the educational process when
teaching various academic subjects at different levels of education. He called the site,
which contains a problematic task and involves an independent search for information on
the Internet, a quest.

These tasks show how science actually "works"; the student can see scientific studies'
structure, put forward a hypothesis, and check and compare the final result according to
the declared results. Practice proves that most often, there is a complex combination of
various types of tasks, which makes the web journey more diverse, unpredictable, exciting,
and effective for revealing one's abilities.

Attempts to expand and supplement Bernie Dodge's definition were made by Thomas

March. He significantly detailed the concept and presented some theoretical
formulations that helped to penetrate deeper into the essence of the quest technology.
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Table 1 — The main tasks of the quest according to B. Doja [4, 5]

Category

Meaning

1) Compilation tasks
(data collection task)

The most superficial web quest, since the goal of the student's
activity, is to look through specific resources on the Internet and
select the necessary information for any compilation (cookbook,
dictionary, essay, etc.).

2) Judgment tasks -
task at your own
discretion (opinion)

The purpose of a webquest is to collect data about specific
events to present an opinion about them further.

3) Retelling tasks
(transfer task)

The process of finding information for its further transfer.

4) Persuasion tasks
(persuasive task)

Students receive an imaginary situation; after studying it, they
have to compose a convincing story for their audience.

5) Mystery tasks

(detective task)

Students are faced with a specific problem, a mysterious story,
or ariddle to solve. To find the solution, students have to participate
in the investigation, playing different roles and learning to analyze
information from other points of view. Based on the results of such
work, a convincing speech is written to defend one's point of view.

6) Creative tasks

Creating a final product of a particular format (an essay, a
drawing, a diagram, etc.).

7) Journalistic tasks
(journalistic
investigation)

Participants can feel like journalists, collecting information
about the research object, summarizing it, and presenting it as a
slide show, article, or report.

8) Design tasks

Creation of a specific, already approved product. An example
of a design task can be creating various types of brochures, layouts,
etc.

9) Analytical tasks

The analysis of any phenomenon (real or imaginary, physical
or abstract) establishes cause-and-effect relationships.

10) Self-knowledge
tasks

The least popular type of web quest is aimed at self-
development through logic, guesswork, and internal human
resources.

11) Consensus tasks
(seeking consent)

Consideration of controversial topics that are controversial by
their nature: euthanasia, legalization of soft drugs, women's army,

etc. Discussion of such issues contributes to the coverage of all
points of view, “for" and "against." A consensus can be reached on
the issue under consideration only after a thorough discussion.

It can be based on imaginary and real facts.

12) Scientist tasks

A quest (or a web quest), according to T. March [6, 7], is an educational structure built
according to the type of pillars, which uses links to significantly important resources on
the Internet and authentic tasks to motivate students to research and -what kind of problem
with an ambiguous solution, thereby developing their ability to work both individually and
in a group (at the final stage) in searching for information and transforming it into more
complex knowledge (understanding). The best quests achieve this in such a way that
students begin to understand the richness of thematic connections, are more easily
included in the learning process, and learn to reflect on their cognitive function [1, 2]. The
model was popular in Brazil, Spain, China, Australia, Holland, and America. On the
territory of the domestic educational space of the quest (web-quest), the technology is at
the stage of its formation and theoretical justification.

As noted by V.V. Schmidt, quests are mini-projects based on searching for information
on the Internet. Thanks to such a constructive approach, students not only select and
organize information from the Internet but also direct their activities to the task set before
them, related to their future profession. THEN. Kuznetsova considers the quest as an
example of organizing an interactive educational environment. A.V. Yakovenko, in his
article "The use of web quest technology in language education," reveals the concept of a
quest as a problematic task with elements of a role-playing game for the implementation
of information resources on the Internet are used. According to O.G. Shevtsova, a quest is
a problem-solving activity. If you highlight the keywords of the definitions, you can see
that the quests are: sites, activities, projects, problematic tasks, method, technology, etc.
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That is, there is no single interpretation of the concept of "quest"; therefore, many
theoretical and empirical studies are devoted to the issue of using quest technology.

Thus, it can be noted that the educational quest, as an interactive form of scholarly
activity, allows you to solve specific tasks (table 2).

Table 2 — The main tasks of the educational quest

Tasks Meaning
1. Educational Involvement of each student in an active cognitive process
(organization of individual and group activities, identification of skills
and abilities to work independently on any topic).
2. Developmental Development of interest in the process (profession), creative
abilities, the imagination of students, formation of research skills,
ability to work independently with information, broadening of
horizons, erudition, and motivation.
3. Educational Education of personal responsibility for the completed task,
respect for work and the chosen profession, discipline,
conscientiousness, initiative, respect for cultural traditions, history,
local lore, and the ability to work in a team.

Thus, a quest can be defined as an intellectual game consisting of solving specially
prepared tasks. Many kinds of quests take place in open spaces and city streets. Sometimes
quests are organized in a museum, in a historic manor house. Common quests are
introductions to the educational institution, which take place in all internal and external
spaces - classrooms, recreation areas, library halls, museums, laboratories, etc.

As a particular form of intellectual activity, the quest involves searching for
information (finding various clues) and solving the tasks set before the players.
Information search precedes decisions, but still, the main goal is the ability to use
information as a key to solving tasks and achieving the game goal [3]. The study
conditions are a simulation of a game situation that is unexpected for the players, so the
quest involves the ability to adapt to new requirements and make independent decisions
in a limited time. In this way, quests contribute to the development of analytical and
creative thinking of students and contribute to the formation of problem-solving skills and
the ability to work in a team.

Thus, the quest is a game and learning at the same time. This is an exciting and
promising type of activity and role-playing game. Performing different roles, students
consider any problem from different angles. Students work in such a variant of project
activity as a quest diversifies the educational process. It will make it lively and exciting,
and the experience gained will bear fruit in the future because some competencies are
developed when working on this project (table 3).

Table 3 — Core competencies developed by quest technologies

Competence Meaning
1. Useof IT It is used to search for the necessary information and design
technologies work results in the form of computer presentations, websites; —
self-learning, and self-organization;
2. Work in a team Planning, distribution of functions, mutual assistance, mutual
control.
3. Analytical work The ability to find several solutions to a problem, determine
the most rational option, and justify one's choice is developed.
4. Communication The skill of public speaking, preparation, and systematization
activity of communication channels.

The following pedagogical goals of using new information technologies, in particular
quest technologies, should be highlighted: - development of students' individuality and
personality; - aesthetic education; - development of thinking (visual-active, visual-
figurative, intuitive, creative); - development of communication skills; - formation of the
ability to make quick decisions or offer solutions in a difficult situation; - formation of
information culture.
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CONCLUSIONS

Because a quest is a specific form of game activity that requires participants to find a
solution to the tasks, and in current conditions, the quest becomes a new practice of social
communication, a new type of active recreation for educated youth. Quest-project activity
within the framework of an educational institution has a special educational value: it
educates personal responsibility, respect for cultural traditions, history, and local lore;
forms a culture of interpersonal relations and tolerance; strives for self-realization and self-
improvement.

Thus, the educational quest, as an interactive form of educational activity, allows you
to solve the following tasks: educational - involvement of each student in an active
cognitive process (organization of individual and group activities of students,
identification of skills and abilities to work independently on any topic); developing -
development of interest in the profession, creative abilities, imagination of students,
formation of research skills, ability to work independently with information, broadening
of horizons, erudition, motivation; educational - education of personal responsibility for
the completed task, respect for work and the chosen profession, discipline,
conscientiousness, initiative, respect for cultural traditions, history, local lore, the ability
to work in a team. That will ensure they make the right choice for their future and
maximize their potential.

AHOTAIIA

Po3zeumok cyuacHoi yKpaiHcvkoi oceimu nompebye GUKOPUCMAHHS NPUHYUNOBO HOBUX IHCHMPYMEHMIE
oisibHocmi 8 HaguanbHomy npoyeci. Opienmayis Ha BOPMYSAHHS OCOOUCMOCNHIL, KA 30AMHA CAMOCMIUHO
BUPIULY8amMU CUMYAMUGHI 3a60aHHs MA NPUIMAMU MAKCUMATILHO eQheKMUBHI pilueHHsl € 3a80aHHAM CYUACHO20
KoMnemenmHozo neoazoza. Ilpasunbno obpana npogpecis ma po3eumox HeoOXIOHUX KoMnemeHmuocmell i
NPAKMUYHUX HABUYOK 6 0OpaHOMY 6uUOi OiANbHOCMI KOXMCHOI NOOUHU (OpMy€e po3euHyme ma ocgioueHe
cycninbemeo. Taxe cycninbcmeo npazne 00 po36UmKY 6 YCUX CYCRIIbHUX Npoyecax Kpainu, AKa 8 CYYaCHUX
yMo8ax nompebye SUCOKOKBANIPIKOBAHUX ma cyuacHux cneyiaricmie. OOHUM 3 OIEGUX [THCMPYMEHMI8 Ol
8CeOIUHO20 PO3BUMKY VUHIB € Kéecm (6eb-Keecm) mexXHON02Is.

B pobomi onucaui nioxoou Haykoeyie 00 6U3HAYEHHA CYMHOCMI ma ocodausocmi keecm (eeO-keecm)
mexHoaozii. Posensnymo hopmu keecmis, siki 3a 00nomo2oio Inmepremy supiutyioms pizHi 3a60aHHsL, CRPSIOMb
PO36BUMKY 0COOUCMOCMI YuHI8 ma donomazaroms & npogopicnmayitinii dianbrocmi. Ilpoananizoeari winsaxu
peanizayii ybo2o IHCMPYMeHmy 8 OCGIMHIl OIANIbHOCMI, KA HAYINeHAd HA CMBOPEHHA YMO8 Ol AKICHO20
HABYAHHI MA NPOYOPIEHMAYINIHIL OIALHOCI, KA CAPUSE NPABUILHOMY 8UOOPY MAUOYMHbOI CneyiarbHoCmi
KOJICHO20 uNleHa cychnintbemea. Hazonoueno na ascaugocmi GUKOPUCANHSA KOMYHIKAYIHUX MeXHONI02il npu
BUKOPUCMAHHT ONUCAHOT MEXHONO02II.

B cmammi posensinymo OCHOSHI 3a60aHHA Keecm MeXHONO0z2ii, 6UKOHAHHA AKUX 3a0e3nedye po3eumox
iHmenekmyansHux 30i0HoCcmel yuHs ma Gopmyc y Hb020 HeoOXiOui npogeciini 011 neeHoi OisibHOCHI
xomnemenmnocmi. Takoolc pozensnymo ponv keéecmy 6 npoghopicnmayitiniii OisIbHOCMI NPeoCmaHUKIG
oceimu.

Hocnioxceno ocrogHi KomnemeHmHocmi, AKi pO36USAIOMbCA NI YaC BUKOPUCMAHHA | peanizayii keecm
mexHon02ii 6 yunie ma 3000y8auie. Takoxc NPOAHANI308AHO, AKUM YUHOM NOEOHAHHS 2PU | HABUAHHS CRPUSE
echexmueHitl 63a€MO0il yuHA 3 YCUMA eNeMEHMAMU HABYATLHO20 NPOYECY Ma OOCACHEHHIO BUCOKUX Pe3YIbInamie
6 HABUAHHI.

Onucarno nedaeo2iuni yini peanizayii 0c8imHIx Keecmis, AKi CHPUAIOMb NPABUTLHOMY 8UOOPY MAUOYMHbLOI
cneyianbHOCMI TI0OUHYU MA ePeKMUSHOMY HAGUAHHI 8 0OPAHOMY BUOI OIATLHOCHI.

Kniouoei cnosa: keecm-mexnonozii, 6e6-keecm, Komnemenmnocmi, npogheciiing OisibHicnmy, 30i6Hocmi ma
HABUYKU.
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