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Introduction 
Welcome to the StayWell Project!

StayWell project is an Erasmus+ Strategic Partnership project for cooperation for innovation and 
the exchange of good practices, which sets the overall aim to develop an innovative web learning 
approach for advancing and sustaining VET learners’ wellbeing and mental health through the 
acquisition of social and emotional skills that would help them study effectively, master their life 
and enter the job market.

The project has 2 innovative solutions: 

 1.  The project provides secondary VET learners, teachers, leaders, and psychologists with a 
new to-date web-based instrument for measuring, monitoring and continuously improving 
VET learners’ psychological, cognitive, social, and physical wellbeing.

 2.  The project offers a virtual challenge-based learning environment to boost and sustain VET 
learners’ wellbeing skills through web-based learning activities in the form of WebQuests. 

Through the use of WebQuests in the design of a Digital Lab, the project intends to foster VET 
learners to get aware, verify and continuously improve their level of psychological, cognitive, 
social, and physical wellbeing. On the subject matter, the Digital Wellbeing Lab Navigation Guide 
is developed to help education professionals get started with the use of the virtual challenge-based 
learning environment. 

This comprehensive guiding tool for VET learners’ wellbeing and mental health intends to enrich 
VET teachers’ pedagogical approaches related to challenge-based learning and wellbeing 
promotion in the classroom through the elaboration of a full-cycle navigation tool to support them 
in the application, adaptation, and transferability of the project innovative web approach.
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Preface 
Dear Education Professionals,

In this Guide, you will find a step-by-step guideline on how to apply the Digital Lab approach 
in practice and how to create your WebQuests (WQs) and excel in using innovative teaching 
approaches for challenge-based learning.

The Guide is comprised of two parts:

Part 1. Implementation Guide

This part is designed to navigate VET education professionals on how to use effectively and 
confidently the Digital Wellbeing Lab in the classroom to boost VET learners’ wellbeing and mental 
health.

Part 2. Development Guide

The second part is designed to support VET education professionals, teachers in particular, in the 
design and development of their WebQuest-based activities on the same or other subject areas, 
thus further improving their pedagogical approaches related to challenge-based learning.
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Part 1. Implementation Guide 
Im

pl
em

en
ta

tio
n 

G
ui

de

Introduction to WQ Methodology

Use of the Digital Wellbeing Lab

Planning and Conducting WQ Sessions

Evaluation of VET Learners’ Performance

StayWell Pilot Report

Objective: 
This part is to help you navigate how to use effectively and confidently the 
Digital Wellbeing Lab in your classroom to boost VET learners’ wellbeing 
and mental health.
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Learning outcomes of the chapters in Part 1:
Upon completing Chapter 1. Introduction to WQ teaching methodology:

 You will discover more about the project.
 You will define what WQ teaching methodology is.
  You will recognize what advantages the methodology offers to students and teachers in 

the context of wellbeing and mental health.
  You will relate to the advantages the methodology offers in the context of wellbeing and 

mental health.

Upon completing Chapter 2. Use of the Digital Wellbeing Lab
  You will recognize teachers’ roles and responsibilities in using the WebQuests elements in 

O3 with students.
  You will discover about WebQuest use from the beginning to the end in the context of 

students’ wellbeing and mental health.
  You will use the Digital Wellbeing Lab effectively by following the guidelines on how to 

work with students. 

Upon completing Chapter 3. Planning and Conducting WQ Sessions
  You will recognize some considerations in working with WQs as web resources and IT 

tools for educational purposes.
 You will explain the three approaches in choosing WebQuests.
 You will conduct WQ sessions by taking an approach.
 You will recognize some factors in choosing WebQuests. 
  You will improve your understanding of a facilitator’s role with the steps to follow in WQ 

sessions.

Upon completing Chapter 4. Evaluation of VET Learners’ Performance
  You will explain how to evaluate learners’ performance via a rubrics assessment grid 

throughout each of the WebQuests.
  You will improve your understanding of evaluation with the suggested flexible methods of 

evaluation.
 You will recognize the basics of rubric creation.
 You will give examples of rubrics meeting different criteria.
 You will create rubrics for the evaluation of WQs with multi-faceted activities.

Upon completing Chapter 5. StayWell Pilot Report
  You will discover about the pilot testing experiences and demonstrations of the StayWell 

Wellbeing Skillbox and Digital Wellbeing Lab of the project in all partner countries.
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Chapter 1: Introduction to WQ Teaching 
Methodology
Introduction 
Welcome to the Digital Wellbeing Lab Navigation Guide!
In this chapter, you will find some basic information about the WQ teaching methodology imple-
mented in the StayWell project. 

1.1. The 
2 0 2 0 - 1 - L T 0 1 - K A 2 0 2 - 0 7 8 0 1 6

 Project
The StayWell project is an Erasmus+ Strategic Partnership project for cooperation for innova-
tion and the exchange of good practices, which sets the overall aim to develop an innovative 
web learning approach for advancing and sustaining VET learners’ wellbeing and mental health 
through the acquisition of social-emotional skills that would help them study effectively, master 
their life and enter the job market.

The StayWell project has 4 key outputs, which are related to the Wellbeing Mapping Frame 
(Output 1), the Wellbeing Skillbox (Output 2), the Digital Wellbeing Lab (Output 3), and the 
Digital Wellbeing Lab Navigation Guide (Output 4). 
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1.2. The Goal of Output 4: The Digital  
Wellbeing Lab Navigation Guide
The goal of this output is to design the Digital Well-
being Lab Navigation Guide, which will be a com-
prehensive guiding tool with a twofold purpose:

1.  To navigate VET teachers on how to use ef-
fectively and confidently the Digital Wellbeing 
Lab in the classroom to boosting VET learners’ 
wellbeing and mental health.

2.  To support VET teachers in the design and 
development of their own WebQuest-based 
activities on the same or other subject areas, 
thus further improving their pedagogical ap-
proaches related to challenge-based learning.

1.3. The WQ Teaching Methodology
WebQuest is an inquiry-oriented and web-based learning activity that emphasizes the role of stu-
dents as primary agents of learning. 

WebQuest aims at reinforcing the motivation of students to seek knowledge through an online 
group activity process. During this process, students retrieve and analyse online data (resources) 
about a specific topic, transform the information into knowledge, and present the new knowledge 
and their understanding by creating a final product.

WebQuest as a teaching and learning method promotes project-based learning, as well as the 
student-centred teaching approach. Students explore real-world problems and challenges to gain 
knowledge, and skills, and obtain a deeper understanding of the topic they are studying.

2 0 2 0 - 1 - L T 0 1 - K A 2 0 2 - 0 7 8 0 1 6

Do You Feel Like You Belong? 

www.staywell-project.eu

Innovative Web Approach for Advancing and Sustaining VET Learners’ 
Wellbeing and Mental Health

 “True belonging  
only happens when we  
present our authentic, 

imperfect selves to the world, 
our sense of belonging can 
never be greater than  our 
level of self-acceptance.”

Brene Brown
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Introduction
Hello and welcome to this WebQuest! 

In this WebQuest, you are going to play the role of a journalist! You will have to write an article 
about the sense of belonging to school by analysing some of the best practices. 

People have a natural need to connect and belong. Belonging makes a person feel good 
and accepted. A sense of belonging, particularly in schools, is important for young people. 
However, many students do not feel that they belong at their schools. This feeling may only 
be temporary and can change at any time. Parents, teachers, and other students have vital 
roles in improving young people’s sense of belonging. Other factors that also influence a 
young person’s sense of belonging in school are personal characteristics, mental health, and 
academic motivation.

Belonging means that you feel accepted, included, or a part of something else. People can 
feel like they belong to a school, a friendship, a sporting group, or even a classroom. Not 
belonging can be linked to feelings of worthlessness, self-doubt, isolation, and sadness. It can 
affect your relationships with others and even your grades. Belonging is important and can 
be experienced differently by different people. Because many young people around the world 
attend school, schools are a primary place for most young people to feel a sense of belonging. 

Task
The goal of this WebQuest is to teach you the importance of the sense of belonging to school 
for your general wellbeing. When students feel that they belong, they are more likely to get 
good grades and otherwise perform well in school. A feeling of belonging also positively affects 
students’ psychosocial functioning, meaning their ability to perform daily activities and interact 
with people around them. You will play the role of a journalist and will prepare an article 
about the good practices at school, which can make students experience positive emotions 
and sense of belonging. You will find this WebQuest particularly engaging, because you will 
have to conduct interview, together with your research, and make suggestions about how to 
increase the students’ sense of belonging to school. 

Wellbeing dimension: Psychological wellbeing

Factor related to this WebQuest: Sense of belonging to school

Skills to be developed/ boosted with 
the WebQuest:

Flexibility, adaptability, coping with 
emotions, positivity, self-awareness 
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This WebQuest is suitable for groups of 3 students. You have to conduct the research, write 
the article and prepare a short PowerPoint Presentation to show your findings to the class.  

Process
Now that we have defined the task and the roles, let’s get started with this WebQuest! 

This WebQuest is all about creativity, so you have the freedom to express your creativity in the 
format of the article and the PowerPoint Presentation. In order to conduct the research, you 
can use the resources provided, but also other resources or methods. Surprise us!

Here are some crucial points, which should be included in your final product:

1. Begin with the research! 
Examine what is a sense of belonging to school and why it is important. What factors influence 
it? What is the role of the teacher? Use the resources provided in order to research the topic. 

2. Time for interviews! 
One of the most powerful predictors of school belonging is teachers. When young people feel 
liked and cared for by teachers, and think their teachers are likable and fair, they are more 
likely to report feelings of school belonging. Belonging is a unique experience and my own 
research has found that there are a lot of things that can influence it. Conduct an interview 
with teachers and students. Using the resources provided, you need to prepare an evaluation 
form or questionnaire, which you will use during the interview. For the teachers, you should 
find out which practices they use, whereas for the students, you need to assess what is their 
sense of belonging to school. 

3. Write the article! 
Gather the research you have in the first part of the WebQuest with the results from the 
interview and write your article! As I am sure you will agree, we can see from these findings 
that there are many things that can be done to help improve the sense of belonging for young 
people. We know from our own research that most schools want their students to feel a sense 
of belonging. Make suggestions! 

4. Show us the results! 
In the final step of this WebQuest you need to prepare a PowerPoint Presentation, which 
would include the contents of the article, and present it to the class. 

Resources
Explanation: 
Do You Feel Like You Belong? https://kids.frontiersin.org/articles/10.3389/frym.2020.00099 
PISA 2015 RESULTS (VOLUME III): STUDENTS’ WELL-BEING © OECD 201711 Students’ 
sense of belonging at school and their relations with teachers. https://www.oecd-ilibrary.org/

2 0 2 0 - 1 - L T 0 1 - K A 2 0 2 - 0 7 8 0 1 6

Evaluation & Learning Outcomes
Knowledge 
 

 Basic knowledge about the psychological aspects of 
the sense of belonging; 

 Knowledge about the importance of the sense of 
belonging for one’s overall wellbeing; 

 Awareness of the good practices for enhancing the 
sense of belonging

Skills  Research and systematize information; 
 Make comparative research on different aspects; 
 Enhance problem solving:
 Assess the importance of belonging to school; 
 Evaluate the resources provided;  
 Develop flexibility; 
 Creative thinking; 
 Positive outlook; 
 Develop communication skills;
 Enhance teamwork;

Attitudes  Enhance the general performance; 

 Feel more connected to the school environment;

 Improve relationships with others.

Conclusion
“Love, belonging and connection are the true universal sources of wellbeing.”

Proverb

Reflection Journal
Please, share your feelings, learning experiences and impression about the tasks implemented.

Picture: Example of a StayWell WebQuest

Each WebQuest has the following structure:
1. Introduction: The introduction includes the context, provides the students with background 
information, and captures their interest. 
2. Task: The task describes the result that must be presented by the end of the WebQuest. 
3. Process: Process outlines the steps and roles the learners need to follow to complete the 
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assigned task. Each step in the process should include links to web pages, articles, blogs, and 
videos that can be used to help students fulfil the task.  
4. Resources: The online resources the students should use. These are mainly websites, videos, 
documents, and articles. Providing these helps to focus the exercise on processing the informa-
tion.
5. Evaluation & Learning Outcomes: They are aligned with measuring students’ performance. 
It should be fair, clear, consistent, and specific to the tasks.
6. Conclusion: The conclusion includes what the learners will have learned by the end of the 
WebQuest and encourages them to extend their experience and knowledge. 
7. Reflection Journal: A separate space after the conclusion will allow VET learners to add their 
feelings and comments during or after the WQ implementation to help teachers recap students’ 
learning experiences and impressions.

1.4. Advantages of Applying WQ Methodology for Teachers
WebQuests have significant advantages for teachers’ lessons. First, WebQuests have a specific 
design process, and the teachers follow a similar structure to develop their lessons. Moreover, the 
WebQuest methodology offers them the opportunity to make a structured use of the Internet since 
the inquiry-based lessons aim to guide students meaningfully. Also, teachers can more easily 
design lessons considering diverse learning needs and learning styles, keeping all students on 
task, and embracing personalized learning. Lastly, the teachers can become more creative and 
find alternative ways of meeting the lesson’s objectives. 

Training VET teachers in innovative web chal-
lenge-based methodologies will boost VET 
learners’ wellbeing, help them develop their 
inquiry-based activities, and blend them intel-
ligently into curricula. In this way, they will en-
hance their capacity to create an engaging 
learning environment and practice student-cen-
tred teaching in the classroom, and have more 
motivated and better-performing students. 

1.5. Advantages of Applying WQ Methodology for Students

The WebQuest methodology has benefi-
cial effects on students. WebQuest is a stu-
dent-centred technique appealing to students 
of different learning styles (e.g., visual, ki-
naesthetic). Moreover, students are more 
focused during the lesson and embraced to 
develop their soft skills (e.g., critical thinking 
and creativity). Also, the studies revealed that 
WebQuests help students learn new compe-
tencies, develop computer literacy, and then 
apply, synthesize, analyse, and evaluate what 
they are learning. Last but not least, the stu-
dents consider WebQuests a fun learning pro-
cess and opening their horizons. 
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Implementing WebQuests acquaints VET learners primarily on finding, analysing, classifying, 
synthesizing, and evaluating the information they source on the Internet and integrating new 
ideas into the established knowledge. Secondly, VET learners acquaint themselves with handling 
adversities and schoolwork-related anxiety, dealing with bad physical habits and conflicts, and 
demonstrating self-efficacy, empathy, and sociability.

References 
 Amini, M., Asgari, M., and Asgari Z. (2020) Advantages and Disadvantages of Using Webquests 
in Junior High School English Classes in Iran. Journal of Critical Studies in Language and Litera-
ture, 1(1), 47-55 https://dx.doi.org/10.2525/jcsll.v.1n.1.2020 P.47 
Bessie Mitsikopoulou. (n.d.). Unit 6.1 Introduction to WebQuests. Retrieved from https://open-
courses.uoa.gr/modules/document/file.php/ENL10/Instructional%20Package/PDFs/Unit6a_
Webquests.pdf 
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Chapter 2: Use of the Digital Wellbeing 
Lab
Introduction
This chapter provides guidelines to teachers on how to effectively use the Wellbeing Digital Lab 
in the classroom to boost students’ wellbeing and mental health.  

The Digital Wellbeing Lab is an open educational resource containing web-based learning activ-
ities in the form of WebQuests to help VET learners develop and maintain positive wellbeing and 
mental health. It aims to create a challenge-based learning environment fostering cooperative 
learning through guided discovery. 

2.1. Access to the Digital Wellbeing Lab 
The Digital Lab is accessible through the StayWell project platform that is available on the project 
website: https://staywell-project.eu/platform/ 
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Once clicked on the platform button the interactive project platform appears with the 6 flags 
corresponding to the 6 partner countries involved in the StayWell consortium. Depending on the 
chosen language the system asks for registration to allow access to the Wellbeing Skillbox and 
the Digital Wellbeing Lab.

In “User type” as part of the registration window teachers should choose “VET teacher” from the 
drop-down menu, then decide on the “Account type” – it could be an individual account or group 
account. The choice between an individual and group account is significant in cases when teach-
ers would like to start with the work on the Wellbeing Skillbox and ask students to fill out the Self-
Test. The group account will allow for displaying the test results for the whole class together. In the 
cases, when teachers would like to use only the Digital Wellbeing Lab there is no difference if they 
will choose the individual or group account once registering on the platform. After the registration 
teachers can change their account data from the “My details” section next to the logout button.
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2.2. Main Features of the Digital Wellbeing Lab
After logging in to the StayWell platform and clicking on the Digital Wellbeing Lab, teachers will be 
given access to all 24 WebQuests covering the four dimensions of VET learners’ wellbeing and 
the skills associated with each of them:

1. Psychological wellbeing
2. Cognitive wellbeing
3. Social wellbeing
4. Physical wellbeing

Each dimension contains 6 WebQuests on topics relevant to students’ everyday life. Every 
WebQuest fosters the development of a series of wellbeing skills among students, as it requires 
a combination of multiple actions to carry out a task, which contributes to building different types 
of skills. 

For each of the listed WebQuests in the four wellbeing dimensions, there are specified the fac-
tors and skills covered by the Quest, a short introduction, and a link to download the WebQuest 
in a PDF format. WebQuests can be used in electronic or paper versions per teachers’ choice.

2.3. Work with the WebQuests in the Lab 
Most WebQuests in the Lab ask for collaborative work with each learner responsible for a por-
tion of the whole, thus reinforcing a sense of responsibility in students towards the group and 
individual learning, as well as dependency on one another. While implementing the tasks in the 
WebQuests students will be engaged in an active, constructive process of learning, which creates 
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positive associations in their minds and helps them gain knowledge and skills authentically and 
sustainably. This is crucial when it comes to building a wellbeing skill set.

Depending on the specific case, VET learners will have to complete a WebQuest activity or 
several activities with the teacher only scaffolding them through the Quest. The role of the teach-
er here turns into a facilitator’s one. This means that they support the learning process through 
monitoring, questioning, and feedback provision to the students. The teacher must find the right 
balance between providing the necessary freedom to the students to actively participate in the 
WebQuest implementation and controlling the whole process so that the learning approach will be 
meaningful for the VET learners. This will enable students to learn about wellbeing through their 
discovery, imagination, creativity, research, and building their own understanding of the topics at 
focus. As a result, a positive memory of the learning process in VET learners’ minds will be creat-
ed, which makes the knowledge and skills acquired long-lasting. 

The beginning of the WebQuest session provides a good opportunity for activating the students 
and capturing their interest (and attention). The teacher can use the introduction part to build a 
catchy and engaging environment in the classroom that will get students hooked and encourage 
them to immerse themselves in the WQ experience until its very end.
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“Apart from education, 
you need good health 
and for that, you need 

to play sports.” 
Kapil Dev
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Introduction
Hello and welcome to this WebQuest!

In this WebQuest, you are going to become a journalist. You will have the opportunity to 
interview sports groups and athletes about the students’ participation in sport activities. 

“Sports play a vital role in students’ life. Playing sports on a regular basis can reduce the risks 
of obesity, anxiety disorders, low self-esteem and bullying among adolescents, and it can 
help them live a more active and healthy life as adults. But physical education classes and 
extracurricular sports activities compete for time with many other important pursuits, including 
homework and study. Educators and parents may ask whether their children spend enough 
time (or perhaps too much time) in physical activities, and to what degree participation in 
sports is associated with students’ academic performance and well-being”, according to PISA 
in Focus.

Task
The goal of this WebQuest is to help you understand the importance of participating in sports 
and how beneficial it might be for your mental and physical health and school performance. 

Participation in sport activities among adolescents is positively related to their physical, 
social and emotional wellbeing, irrespectively of gender, social background or health status. 
Among the health benefits of team sports are a sense of belonging, social network, and 
social interaction among others. There is also a strong correlation between participation of 
adolescents in team sports and the level of their self-esteem and life satisfaction. Team sport 
participation reduces chances of psychological distress and increases psychosocial maturity 
and social competence. Sport participation may also help students to achieve better academic 
outcomes and avoid risky behaviours, such as alcohol or drug taking, that may negatively 
affect their wellbeing.

This WebQuest is suitable for groups of 4 students. The students will make research on the 
students’ participation in sports, and will create a presentation with the key findings. 

Wellbeing dimension: Physical wellbeing

Factor related to this WebQuest: Participation in Sport Activities

Skills to be developed/ boosted with 
the WebQuest:

Metal health & well-being literacy

During the planning and introductory part, it is very important to form the right groups to work 
collaboratively and voluntarily. Some students are more interested than others to take part in the 
activities, and the teacher has to do the grouping in a way that makes synergies between their 
needs, learning styles, and other traits that can affect the effectiveness of the group. In addition, it 
is significant to clarify students’ roles and make sure that they are aware of what they are expect-
ed to do, why they are doing it, and what the benefits will be for them.

In order to increase and maintain the engagement of the learners during the task explanation 
and process implementation, a good facilitator creates a supportive and safe atmosphere in the 
group, so that VET learners can freely express their opinions and exchange meaningful experi-
ences. The teacher-facilitator assists learners throughout the implementation of the WebQuests 
challenging them to reflect on each other’s opinions, statements, perceptions, etc., thus helping 
the students to explore the topic concerned in an experience-based way. The facilitator must 
explain to the students that there are no right or wrong answers in the implementation of the 
WebQuests, but  importance is given to personal perceptions, argumentations, and shared expe-
riences among the group members, voicing one’s opinion as well as hearing others. In this way, 
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students who do not feel comfortable with their knowledge and skills are encouraged to express 
their opinion and participate in the tasks.

Since there is limited time for the implementation of the WebQuests in the classroom the 
teacher-facilitator is advised to do some preparatory work before the session starts:

  A pre-selection of the WebQuests to be executed, taking into account VET learners’ needs 
and learning styles.

  A pre-check of the resources and links from the selected WebQuests, and in case of 
non-working links, others should be searched for.

 A pre-planning of the groups and team pairs so that crucial working time is saved.
  A pre-organization of paper sheets, markers, and other necessary materials for the imple-

mentation of the WebQuests. 

The whole class should work on the same WebQuest at the same time and when there is an 
introductory video at the beginning of the process, it is better to view it all together, at once. 
The teacher-facilitator has to guide the learners during their online journey encouraging them 
to get acquainted with all resources in the respective WebQuest section while limiting the use 
of non-trusted links and materials. The teacher can also provide them with an additional list of 
resources for homework or extra work after the classes so that they continue gaining knowledge 
on the WebQuest topic. The use of links that contain more dynamic and interactive content (not 
just videos) is highly suggested.

Here are some useful tips for a successful WebQuest session in the classroom: 

  Try to avoid the domination of some students in the sessions and the hiding of less confi-
dent ones behind their more confident peers. 

  Try to not put students or groups in uncomfortable situations that may bring conflicts 
among them.

  Try to not rush students to finish with the WebQuest and allow adequate time for explora-
tion. 

 Try to not only focus on group activities but engage in some individual work as well.
 Let the students have fun, and explore the topics and each other’s interaction.
  Try to give more freedom to students, which will surely stimulate them to be creative and 

to openly express themselves.

Once completed the WebQuest by the students, the teacher-facilitator should proceed with 
the evaluation of the learning outcomes. Each WebQuest contains the knowledge, skills, and 
attitudes that are supposed to be gained by the VET learners as a result of the WebQuest com-
pletion. Evaluation can be done in the form of a self-assessment by the learners themselves or 
their performance can be solely assessed by the teacher-facilitator based on the rubrics provided 
in Chapter 4. Evaluation of VET Learners’ Performance.
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Introduction
Hello and welcome to this WebQuest! 

In this WebQuest, you are going to play the role of a journalist! You will have to write an article 
about the sense of belonging to school by analysing some of the best practices. 

People have a natural need to connect and belong. Belonging makes a person feel good 
and accepted. A sense of belonging, particularly in schools, is important for young people. 
However, many students do not feel that they belong at their schools. This feeling may only 
be temporary and can change at any time. Parents, teachers, and other students have vital 
roles in improving young people’s sense of belonging. Other factors that also influence a 
young person’s sense of belonging in school are personal characteristics, mental health, and 
academic motivation.

Belonging means that you feel accepted, included, or a part of something else. People can 
feel like they belong to a school, a friendship, a sporting group, or even a classroom. Not 
belonging can be linked to feelings of worthlessness, self-doubt, isolation, and sadness. It can 
affect your relationships with others and even your grades. Belonging is important and can 
be experienced differently by different people. Because many young people around the world 
attend school, schools are a primary place for most young people to feel a sense of belonging. 

Task
The goal of this WebQuest is to teach you the importance of the sense of belonging to school 
for your general wellbeing. When students feel that they belong, they are more likely to get 
good grades and otherwise perform well in school. A feeling of belonging also positively affects 
students’ psychosocial functioning, meaning their ability to perform daily activities and interact 
with people around them. You will play the role of a journalist and will prepare an article 
about the good practices at school, which can make students experience positive emotions 
and sense of belonging. You will find this WebQuest particularly engaging, because you will 
have to conduct interview, together with your research, and make suggestions about how to 
increase the students’ sense of belonging to school. 

Wellbeing dimension: Psychological wellbeing

Factor related to this WebQuest: Sense of belonging to school

Skills to be developed/ boosted with 
the WebQuest:

Flexibility, adaptability, coping with 
emotions, positivity, self-awareness 

The WebQuest session should end up with a meaningful 
conclusion encouraging VET learners to reflect on the subject 
raised and to gain a deeper understanding of what they have 
done during the implementation of the Quest. 

An important part of the conclusions is to give time to the 
students to provide feedback on the process and build it into 
future activities. At the end of each WebQuest, there is a sec-
tion that allows VET learners to add their feelings and com-
ments during or after the WQ implementation, thus helping 
the teacher-facilitator to recap students’ learning experiences 
and impressions.

The reflection session can be also done altogether in the 
form of a common discussion providing opportunities to all 
students engaged in the implementation of the WebQuest to 
express their views and to share personal opinions about the 
undertaken activities.

2.4. Final Remarks
The list of WebQuests provided in the StayWell Digital Wellbeing Lab represent a powerful web-
based tool to support VET learners to acquire long-lasting knowledge and skill set associated with 
mental health and wellbeing thanks to the discovery- and challenge-based WebQuest methodol-
ogy, which significantly increases their motivation and active engagement in the learning process. 
On the other hand, the WebQuests equip VET teachers with a set of wellbeing learning activities 
to effectively promote wellbeing practices at school, improving at the same time their teaching 
approaches through the use of innovative web challenge-based methodologies.
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Chapter 3: Planning and Conducting WQ 
Sessions
Introduction
This section aims to assist VET teachers and trainers (from here on facilitators) to choose and 
plan WebQuest sessions with VET learners using the resources available in the Digital Wellbeing 
Lab by pointing to important considerations when working with web resources and IT tools for 
educational purposes.

The four overall dimensions of wellbeing promoted by 
the WebQuests in the Digital Wellbeing lab are: psy-
chological, social, cognitive, and physical, 
and each WebQuest aims to promote and develop 
different skills within those dimensions.

3.1. Choosing WebQuests - Different Approaches 
There are different approaches the facilitator can adopt in choosing which WebQuests to use with 
learners. 

A) WebQuests can be chosen based on: 
  The overall dimensions of wellbeing they promote (psychological, social, cognitive, or 

physical). This is the dimension-approach.
  The individual skills they develop (e.g., flexibility, coping with emotions; healthy lifestyles; 

empathy). This is the skills-approach.
  A combination of the above approaches. This is the combined approach.

3.1.1. The Dimension-Approach
If you wish learners to develop skills within one of the four dimensions, you can assign WebQuests 
from within that section only.
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By clicking View Quests in 1, 2, 3, or 4, you will be offered a selection of WebQuests relevant to 
that dimension of wellbeing. Here are those for no. 2 Cognitive Wellbeing:

3.1.2. The Skills-Approach
If you wish learners to develop a particular skill (or a skill set), assign those WebQuests which 
practise the target skills. Here you can see that, amongst others, the WebQuests Creating Inti-
macy to See that We Have More Similarities than Differences (from Psychological Wellbeing) 
and How to Overcome Challenges Life Throws at You (from Social Wellbeing) are designed to 
develop the skill of flexibility.
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3.1.3. The Combined-Approach
This approach is a useful starting point for: 

  facilitators who have groups of learners who have scored differently in the Skill box self-
test, and/or 

  facilitators who wish to put together their own programme of WebQuests to develop the 
key essential skills for wellbeing and positive mental health. 

With this approach, depending on the time and resources available to the facilitator, at least one 
WebQuest is chosen from each of the different Dimensions of Psychological, Cognitive, Social, 
and Physical Wellbeing. The facilitator also ensures that the WebQuests chosen focus on the 
development of a cross-section of key skills. In this way, learners are exposed to as broad a base 
of wellbeing-building tasks and skills work as possible. 

3.2. What are the other factors to consider in choosing WebQuests? 
WebQuests can be chosen:

  by the facilitators (based on the needs of the learners or the learning objectives of the 
sessions or programmes they are facilitating) or 

  by the individual learners (through completing the self-test scenarios in the Wellbeing Skill 
box).

WebQuests can also be chosen depending on whether:
  the WebQuest tasks are to be completed by individuals or groups and
  the WebQuests are stand-alone, 
  or if they will form part of a longer, integrated programme of wellbeing skills development. 

3.3. Facilitating and Running WebQuests – Some Practical Considerations
As a facilitator, it is important to bear in mind the before, during and after phases of WebQuests. 
Like any training, class, or sessions you deliver, preparation and familiarity with the teaching and 
learning resources are key to success. In this section, we will use examples from the We Can 
Work it Out! WebQuest which is from the Social Wellbeing Dimension of the Digital Lab. 

Before/At the beginning

1)  As a facilitator, conduct technical preparation to make sure that there are adequate com-
puter resources (PCs, tablets, Smart Phones, etc), a stable internet connection, and all 
hyperlinks and resource websites that are necessary to complete the WebQuest func-
tion properly. You can find the full list of these resources hyperlinked at the end of each 
WebQuest, like this: 
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From the We Can Work it Out! WebQuest which is from the Social Wellbeing Dimension of the 
Digital Lab. 

2)  When you open the WebQuest, at the start you can see a concise overview of the Dimen-
sion, Factor, and Skills that are focused on in that particular website, like this:

Wellbeing dimension: Social wellbeing 

Factor related to this WebQuest: Poor student-teacher relationships

Skills to be developed/ boosted with 
the WebQuest:

Self-awareness, flexibility/adaptability, 
communication, empathy, problem-
solving

From the We Can work it Out! WebQuest which is from the Social Wellbeing Dimension of the Digital Lab. 

It is important to make sure that both you and the learners are clear as to why the particular 
WebQuest has been chosen and how the learning outcomes align with their needs (e.g., is it part 
of a prescribed programme; how does it align with the skills or topics to be developed, or was it 
recommended as a result of the Skill box Self-Test, etc).  

3)  With the learners, negotiate and/or establish the expectations and parameters in terms of 
completion dates; how their work will be evaluated (see following 4.0 Evaluation of Learn-
er’s Performance); your role as a facilitator and how they can ask for help, etc.

During 
As a facilitator, your role during the process stage of the WebQuest is to manage time and techni-
cal resources while allowing the learners to get on by themselves, as much as possible, with the 
activities at hand. The activities are designed and sequenced so as to logically lead the learners 
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towards meeting the Learning Objectives, which you will find at the end of the WebQuest, like this:

From the We Can work it Out! WebQuest which is from the Social Wellbeing Dimension of the 
Digital Lab. 

After: Evaluation and Reflection
This phase is where facilitator-to-learner and / or peer feedback is given on the outcomes of the 
WebQuest. See Chapter 4. Evaluation of Learners’ Performance.

Knowledge 
 

 Knowledge of how people have differing outlooks and 
perspectives;

 Knowledge of the importance of taking problem-
solving action for yourself

Skills  To be able to identify the source of relationship 
problems;

 To be able to set-up a meeting with, and clearly 
communicate and explain their problem to their 
teacher;

 To be able to reach a consensual solution through 
flexibility and negotiation

Attitudes  To understand the importance and value of improving 
and maintaining good relationships with teachers.
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Chapter 4: Evaluation of VET Learners’ 
Performance
Introduction
This section aims to help facilitators evaluate learners’ performance with the use of rubrics as-
sessment grid throughout each of the WebQuests in the Digital Wellbeing Lab. 

By their very nature, WebQuests represent a constructivist teaching methodology with the aims 
of promoting high-level thinking skills in learners as well as integrating technology into the teach-
ing and learning process. WebQuests are cross-curricular, inquiry-based activities in which learn-
ers aren’t provided with the “right” answers. Rather, they are encouraged to search resources on 
the web and to reflect and form their understanding of the topics and subjects they present.

WebQuests can contain a variety of task types depending on what the “process” part includes. 
These tasks can include conducting research, analysis, and presentation of information (all with 
the use of different digital tools), teamwork or individual work, development of projects, and other 
assignments speaking in front of an audience, etc. Therefore, WebQuests represent multifaceted 
activities that can involve a wide range of activity types – and this can make it difficult to evaluate 
learners’ performance in more traditional ways. Such diverse tasks require flexible methods of 
evaluation which should be based on the learning outcomes of each WebQuest, and it is our ad-
vice that facilitators and evaluators use the rubric evaluation method.

4.1. Rubrics Assessment Grid as an Evaluation Method 
Rubrics will help you to define clear evaluation criteria for each part of the WebQuest’s process, 

taking into consideration the type of tasks and activities they include.
Different rubrics can be applied to each learning outcome, or one rubric can be used to give an 
overall or global evaluation of the work completed. Each rubric consists of a performance rating 
scale which can use scores such as “Excellent” through to “Poor”, or it could use a numeric or 
points scale (see Davidson et al., 2011).
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The learning outcomes for the WebQuests in the Digital Wellbeing Lab can be found at the end 
of each WebQuest and can span different areas. Here is an example of the Learning Outcomes, 
and what will be evaluated, in the WebQuest entitled One Step at a Time. Here the Learning Out-
comes are knowledge, skills, and attitude-based:

Evaluation & Learning Outcomes
Knowledge  Knowledge of the effect of motivation on levels of 

engagement

Skills  To be able to identify root causes of low / non-
engagement in school / study within own personal 
context;

 To be able to set goals and write a personal action 
plan to remedy this

Attitudes  To appreciate the role of the individual student in 
addressing, alleviating and /or solving the problems of 
disengagement;

 To reframe problems in situations where other factors 
cannot be changed.

4.1.1. Creating a Rubric
  Preparation 

There are 4 important steps to complete before writing your evaluation rubric. 
1) Start by thoroughly reading the chosen WebQuest. 
2) Be very clear as to what the intended learning outcomes are (see 4.1 above).
3) Familiarise yourself with the tasks and activities involved in the process stage* then…
4)  …decide which are the most essential tasks and activities needed to achieve the learning 

outcomes.

Only when these steps are completed, you can create your rubric(s).

*The WebQuest tasks and activities of the Digital Wellbeing Lab can be found in the Process 
section of each WebQuest. Here is an example from the WebQuest entitled Want to Change your 
Class / School / Friends?
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  Elements of the Rubric

Each of the WebQuests in the Digital Wellbeing Lab has different tasks and activities within the 
process stage. Therefore, as a facilitator/evaluator, if you have decided to evaluate and give feed-
back to the learners on each learning outcome, you must first identify the main activities in the 
process stage that are directly linked to meeting those learning outcomes. 

There are 4 steps in creating a rubric.
1) In the 1st column, list the criteria that will be used in assessing performance.
2)  In the 1st row, insert the performance ratings you have chosen (e.g., “Excellent” to “Poor” 

or numerical or points values).
3) Write a descriptor for each performance level.
4) After use, evaluate and revise the rubric as needed.

Source: Rubric Tool, Utah Education Network. Available at: https://www.uen.org/rubric/know.shtml

  Examples of Rubrics
If the WebQuest Process includes research tasks, then a rubric could be developed to evaluate 
the research undertaken by the learner(s). For example:

Criterion Poor
(0 Points)

Average
(2 Points)

Good
(4 Points)

Excellent
(6 Points)

Research Learner(s) used 1 
or 2 resources.

Learner(s) used 3 
to 5 or more re-
sources including 
a bookshelf and 
online resources.

Learner(s) used 
a good variety of 
both bookshelf 
and online re-
sources.

Learner(s) went 
out of their way 
to find a good va-
riety of resources 
from different 
sources.

Adapted from An Education World WebQuest: “Women of the Century”. Gary Hopkins, Ed. Edu-
cation World, 2017.
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TIP: This criterion could be graded by the facilitator, or by the facilitator and the learners 
together.

If the WebQuest tasks involve learner(s) working together, then a rubric can be created to as-
sess team efforts. For example:

Criterion Poor
(0 Points)

Average
(2 Points)

Good
(4 Points)

Excellent
(6 Points)

Group Work
Student(s) did not 
participate.

Student(s) partic-
ipated to a small 
degree.

Student(s) par-
ticipated and 
offered a few 
helpful ideas and 
thoughts.

Student(s) of-
fered ideas and 
thoughts that 
helped others a 
great deal.

Adapted from An Education World WebQuest: “Women of the Century”. Gary Hopkins, Ed. Edu-
cation World, 2017.

TIP:
The criterion of Group Work is best graded by the learners themselves within their 
peer groups. Each learner is graded by their teammates who have the best knowl-
edge on how the individual’s contributions did, or did not, contribute to the success-
ful completion of the WebQuest.

An essential part of the WebQuest process is the creation of written materials or presentations. 
These can also be evaluated. Look at the example below:

Criterion Poor
(0 Points)

Average
(2 Points)

Good
(4 Points)

Excellent
(6 Points)

Written Work
Student(s) made 
a minimal effort. 
Much material 
was copied from 
sources.

Student(s) made 
some effort to 
put information 
into her/his own 
words.

Student(s) had 
original thoughts 
and took time 
to organise and 
write the materi-
als.

Student(s) wrote 
and clearly organ-
ised their materi-
als, drawing on a 
good number of 
primary sources.

Adapted from An Education World WebQuest: “Women of the Century”. Gary Hopkins, Ed. Edu-
cation World, 2017.

TIP: This criterion needs to be evaluated by the facilitator.

If the process involves making and delivering a presentation, then criteria relating to presenta-
tion skills can be used. For example:
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Criterion Poor

(0 Points)

Average

(2 Points)

Good

(4 Points)

Excellent

(6 Points)

Presentation

Student(s) made 
minimal effort to 
prepare. Stum-
bled over the 
material. 

Student(s) made 
some effort in 
preparation. The 
main points were 
quite clear.

Student(s) gave 
an informative 
and well-planned 
presentation.

Student(s) put 
in extra effort 
and gave a very 
informative and 
engaging pres-
entation.

Adapted from An Education World WebQuest: “Women of the Century”. Gary Hopkins, Ed. Edu-
cation World, 2017.

TIP: This criterion could be evaluated by the facilitator and/or the learners themselves, 
with all reaching a consensus.

The final assessment of the learner(s) is reached by totaling all the points scored for each crite-
rion. The complete evaluation Rubric would look like this:

Criterion Poor
(0 Points)

Average
(2 Points)

Good
(4 Points)

Excellent
(6 Points)

Research

Learner(s) used 
1 or 2 resources.

Learner(s) used 
3 to 5 or more re-
sources including 
a bookshelf and 
online resources.

Learner(s) used 
a good variety of 
both bookshelf 
and online re-
sources.

Learner(s) went 
out of their way 
to find a good 
variety of resourc-
es from different 
sources.

Group Work

Student(s) did 
not participate.

Student(s) partic-
ipated to a small 
degree.

Student(s) partici-
pated and offered 
a few helpful ide-
as and thoughts.

Student(s) of-
fered ideas and 
thoughts that 
helped others a 
great deal.

Written Work

Student(s) made 
a minimal effort. 
Much material 
was copied from 
sources.

Student(s) made 
some effort to 
put information 
into her/his own 
words.

Student(s) had 
original thoughts 
and took time 
to organise and 
write the materi-
als.

Student(s) wrote 
and clearly organ-
ised their materi-
als, drawing on a 
good number of 
primary sources.

Presentation

Student(s) made 
minimal effort to 
prepare. Stum-
bled over the 
material. 

Student(s) made 
some effort in 
preparation. The 
main points were 
quite clear.

Student(s) gave 
an informative 
and well-planned 
presentation.

Student(s) put 
in extra effort 
and gave a very 
informative and 
engaging pres-
entation.

In the above example rubric, a total of 4 criteria relating to the successful completion of the 
learning outcomes were used. For each criterion, the learner(s) can score either 0, 2, 4, or 6 
points. Therefore, the most that can be scored is 24 points, which represents an Excellent score.
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Score Points

Excellent 19 - 24

Good 13 - 18

Average 7 - 12

Poor 1 - 6

A rating table like the one below can be created to define the final grade for the learner(s)

Learners should be shown the rubric and evaluation system before they start their WebQuest to 
ensure transparency in the assessment process.

Good Luck! ☺
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Chapter 5: StayWell Pilot Report
Introduction

 
This chapter contains all partner countries’ reports on national field try-out experiences and 
demonstrations of the StayWell Wellbeing Skillbox and Digital Wellbeing Lab among project tar-
get groups (VET learners and teachers). 
 
5.1. Field Try-Outs of the StayWell Wellbeing Skillbox and the Digital Wellbeing Lab

The pilot testing and field try-out activities were undertaken within the development phase of 
the StayWell Wellbeing Skillbox and the Digital Wellbeing Lab with the primary goal to test their 
relevance, usefulness, applicability, and validity, as well as showcasing the benefits of using them 
for VET learners and teachers and the opportunities for their further adaptation and transferability.

The two project outputs were tested in all partner countries – Lithuania, Slovenia, Greece, 
Bulgaria, Turkey, United Kingdom, among VET learners and teachers. In order to increase the 
sample for pilot testing and diversify it by the type of VET, partner organizations involved learners 
from different vocational education programmes and/or different age groups in the same type of 
VET. A total of 108 learners and 20 teachers took part in the pilot testing experiences on a con-
sortium level.

Figure 1. Number of VET learners and teachers per country
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The age of the students attending the testing activities in all partner countries ranges from 
14 to 30. They study various vocational education programmes: “International Business”; “For-
warding Agent of Logistics”; “Electrical Equipment of Production”; “Economics and Management”; 
“Computer Engineering”; “Agriculture and Livestock“; “Animal Welfare“; “Mechanics and Design“; 
“Electrical and Electronics“; “Travel and Tourism”, “Hospitality and Catering”, “Health and Social 
Care”.

Figure 2. Distribution of VET learners per age range and country

During the field try-outs VET learners in all partner countries were acquainted with the Stay-
Well Wellbeing Skillbox and asked to complete the Self-Test as part of the Skillbox containing 30 
scenarios rooted in the context of teenagers’ day-to-day activities and covering the four domains 
of wellbeing (psychological, social, cognitive and physical). After receiving and commenting on 
test results, students were further shown the Digital Wellbeing Lab and the specially designed 
WebQuests aiming to help them improve their wellbeing skills in an engaging way through inter-
active content, games, and exercises. In the end, VET learners had the opportunity to express 
their opinions and impressions about the demonstrated web-based instruments.  

The results of the pilot testing phase in all partner countries show wide approval of the StayWell 
Wellbeing Skillbox and the Digital Wellbeing Lab among the main project’s target groups. Most of 
the VET learners find the Skillbox useful for getting insights about the wellbeing importance and 
for assessing their wellbeing skills. They also consider the WebQuest situations very helpful for 
achieving/upgrading their wellbeing skills. Moreover, students think that the StayWell platform is 
well-designed, looks good, and is user-friendly, and they would definitely recommend it to their 
fellows and peers.

All VET teachers who participated in the pilot testing activities consider the topic of VET learn-
ers’ wellbeing relevant to their schools. Moreover, they find it necessary to have access to tools 
such as the StayWell Wellbeing Skillbox and the Digital Wellbeing Lab that would help them as-
sess and boost students’ wellbeing and mental health. Most of the participating teachers consider 
the real-life based scenarios of the StayWell Wellbeing Skillbox to be beneficial for learners to 
receive accurate results about their level of wellbeing. In addition, the high-quality content of the 
WebQuests and the significant number of videos allow students to improve the skills that are not 
well developed in an interesting and engaging way. In addition, teachers believe that schools can 



2 0 2 0 - 1 - L T 0 1 - K A 2 0 2 - 0 7 8 0 1 6

31

Innovative Web Approach for Advancing and Sustaining VET Learners’ Wellbeing and Mental Health

easily integrate the StayWell approach into their teaching programmes since the platform is very 
user-friendly with a lot of useful functionalities, full access to all StayWell materials, and flexibility 
in the way they use them. They feel like they can easily implement the StayWell instruments into 
their classes and they like that there is a variation between collaborative working and self-study. 
Also, they can use the materials for class study and homework. All teachers confirm that they 
would recommend other VET schools to implement the StayWell Wellbeing Skillbox and Digital 
Wellbeing Lab in their organizations.

Summary
StayWell field try-out evaluation results show a wide approval of the StayWell innovative ap-
proach among the project’s main target group. The significant number of positive answers from 
the participants in all testing activities confirms the high quality and applicability of both instru-
ments - the StayWell Wellbeing Skillbox and the Digital Wellbeing Lab. They bring added value 
to teaching VET learners the importance of developing and maintaining positive wellbeing and 
mental health, with a focus on the four main domains of wellbeing – psychological, psychical, 
cognitive, and social.  
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Part 2. Development Guide 
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WQ Pedagogy

Why to Engage in WQs

How to Create Your Own WQs

Tips and Tricks on How to Overcome 
Common Pitfalls in WQ Creation

Wellbeing Resource Pack

Objective: 
This part is to support you in the design and development of your WebQuest-
based activities on the same or other subject areas, thus further improving 
your pedagogical approaches related to challenge-based learning..
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Learning outcomes of the chapters in 
Part 2:
Upon completing Chapter 1. WQ Pedagogy: 

  You will explain the WebQuest approach with different types of WQs.
  You will explain the educational goals that WebQuests support.
  You will identify the basic principles of designing and implementing any type of WebQuest.
  You will give examples of the other types of WebQuests.

Upon completing Chapter 2. Why to Engage in WQs:
  You will explain what teaching methods WebQuests bring together.
  You will explain why WQs are such an important tool with the benefits they provide to stu-

dents. 
  You will explain why WQs are such an important tool with the benefits they provide to 

teachers.
  You will give examples of WQ methodology in teaching & learning with different types of 

WQs usage.
  You will improve your instructional practices through the use of the four underlying con-

structs of WebQuests.
Upon completing Chapter 3. How to Create Your Own WQs:

  You will describe the steps in WebQuest creation.
  You will explain the specifics of each WQ section in creation.
  You will give examples to each section in WQ creation in the context of mental health and 

wellbeing.
  You will create your own WQs.

Upon completing Chapter 4. Tips and Tricks on How to Overcome Common Pitfalls in WQ 
Creation:

  You will improve your understanding of how to avoid common obstacles or pitfalls in WQ 
creation.

  You will employ some basic tips and tricks to overcome common pitfalls.
Upon completing Chapter 5. Wellbeing Resource Pack:

  You will find useful references, links, and resources in the context of mental health and 
wellbeing.

  You will develop the skills required to regularly promote students’ wellbeing in the class-
room.

  You will use further resources to improve WQs.
  You will show a desire to raise awareness about WQs in the school with your peers.
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Chapter 1: WQ Pedagogy 
Introduction
In this chapter, you will find some basic information related to WebQuests, including 
1) how can we define the WebQuest approach with different types of WQs in use? 
2) why this technology – what educational goals does it support? 
3) what are the basic principles of designing and implementing different types of WebQuests?
4) what are some examples of other types of WebQuests?

1.1.The WebQuest Approach 
As technology develops, the emphasis on technology increases. With a wide variety of educa-
tional tools around us, it is not difficult to get frustrated easily. According to an OECD report, most 
teachers and school leaders think that their colleagues have the capacity to adopt innovative 
practices. Nevertheless, this view is lesser in European countries than in the rest of the world 
(OECD, 2018). To find our path in this chaotic environment, science comes to our help. Only 
a small portion of tools have a robust scientific base, and the WebQuest approach is among 
this small portion (Bender & Waller, 2013). One of the best and most widely used internet/com-
puter-based learning environments, the WebQuest approach was developed by an American 
educational technology professor Bernie Dodge (1995). In the beginning, Dodge explained the 
motivation behind creating WebQuests as a tool to help increase students’ effective thinking, 
analysis, synthesis, and evaluation skills regarding provided information (Dodge, 2001). After 
a while, March (2008) defined WebQuests as scaffolds between resources and understanding. 
OECD report also indicated that practices that require student cognitive activation are less com-
mon even though it has a high potential for learning (OECD, 2018). WebQuests are a possible 
tool for this kind of cognitive activation.

Definition: It is a teacher-structured research experience for the students that are pri-
marily based on the use of the internet and computer technologies; it is an 
inquiry-oriented activity, and learners interact with the information that they 
face and typically takes one or more instructional periods (Bender & Waller, 
2012; Dodge, 1995).
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The WebQuest approach with the use of various WQs provides many opportunities and advan-
tages for learners and educators. The learners will have an authentic environment to increase 
their problem-solving and information-processing skills. In contrast, the educators will have an 
organized framework and structure to develop learning activities through different types of WQs 
serving their educational goals, e.g., on wellbeing and mental health, the course(s)/subject(s) 
such as language learning or with specific programs such as learners with disabilities (Billings & 
Kowalski, 2004; Philips, 2005; Scholl, 2007; Sparling, 2001).

A WebQuest,
  is grounded on the problem and enquiry-based learning methodology;
  has a well-defined objective;
  provides a structured learning environment and processes;
  uses creativity to promote knowledge construction.

(Adapted from Demetriadis, Papadopoulos, Stamelos, & Fisher, 2008).

According to a study on teachers’ perceptions of WebQuests (Zheng et al., 2008), teachers con-
sidered three critical constructs of WebQuests, which support educational goals: constructivist 
problem-solving, social interaction, and scaffolded learning. As suggested, constructivism is 
one of the essential elements of WebQuests. Although it sounds like a philosophical approach, 
it is also a theory of learning (Burns, Burniske & Dimock, 1999). According to this, learners con-
struct their knowledge. They are not passive receivers; they are actively building their knowledge 
and ideas. Via the use of different types of WebQuests, learners interact with the information and 
gain experience. Because of this focus of WebQuests, assigning a research topic to a student 
cannot be considered WebQuest. Teachers should develop a platform to gradually introduce in-
formation based on students’ learning rates and experiences. 

A balance between structure and freedom in a given task is important in designing any 
type of WQs (Bender & Waller, 2012). Different types of WebQuests can be used in almost 
all levels of education serving various educational goals from supporting students’ life 
competencies to subject-curriculum-related goals. Structured WebQuests are the most ef-
fective with using scaffolding and adjusted support (Brush & Saye, 2000; Milson, 2002; Saye & 
Brush, 2006). Related to constructivism, scaffolding is an essential instrument for WebQuests. 
Scaffolding is, basically, a temporary support structure for students to achieve a task. In terms of 
WebQuests or other technology-based learning environments, using scaffolding to activate cog-
nitive processes has been found to be effective (Demetriadis et al., 2008).

A balance between structure and freedom is important. Self-directed learning could strength-
en both autonomy and motivation. 

1.2.Basic Principles to Consider in Developing Different Types of WebQuests
Incorporating computer technologies and the internet into daily teaching practice requires content 
knowledge, pedagogical knowledge, and technological knowledge (Marcelo & Yot, 2015). 



2 0 2 0 - 1 - L T 0 1 - K A 2 0 2 - 0 7 8 0 1 6

36

www.staywell-project.eu

How can we incorporate technology into our daily teaching practice?

Knowledge and experience on content to be taught

Pedagogical basis of this application

Which technologies are you going to use?

Any type of WebQuest should be well-structured around research and/or learning tasks; hence 
an optimum WebQuest contains (1) an introduction, (2) an interesting task, (3) information sourc-
es such as websites and videos, (4) a description of the process, (5) performance evaluation, and 
(6) conclusion to support educational goals (Zheng et al., 2008). Nevertheless, according to the 
educational goals, these elements can take various weights in a WebQuest. 

Task

2
Information
Sources

3

Description

4

Evaluation

5

Conclusion

6

Introduction

1

Focused 
analysis

Evaluation Synthesis

Figure 1. Solving problems in 
WebQuests. 

A well-designed WebQuest will en-
gage students in these processes: 
focused analysis, evaluation, and 
synthesis. 

The objective is to focus on using 
the information, not looking for it 
(Skylar et al., 2007).  

Using the internet as an intercultural tool requires providing some structure and organization. In-
stead of randomly surfing the internet, WebQuest delivers a tool for effective navigation through-
out websites, which enables it to support the determined educational goals (Skylar et al., 2007). 

All types of WebQuests should be related to the students’ life to support the educational 
goals. An isolated topic and assignment will not transfer to students’ life, and vice versa. A rele-
vant topic or assignment might relate to curricula or students’ personal life, such as their mental 
wellbeing. The students will have more knowledge and experience when a WebQuest is used in 
real situations (Chang, Chen & Hsu, 2011). Another area that uses WebQuests as a tool in lan-
guage education. As suggested by a review, WebQuests improve the students’ English learning 
skills and components (Irzawati, 2021). Specifically, WebQuests contribute to students’ listening, 
reading, speaking, and writing skills as well as grammar and vocabulary masteries.
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What to check when designing different types of 
WebQuests: 

  Is the topic of the WebQuest and students’ curricula or 
life matching?

  Is the subject or task appropriate for the student’s cogni-
tive level?

 Are the words easily understandable?
 Are the web sources still available?
  If necessary, do the tasks require cooperative group 

work?
(Adapted from Skylar et al., 2007.)

1.3.Examples of Other Types of WQ Usage 
There are numerous real-time usage examples of WebQuests. This wide variety implies that 
using WebQuests is a handy and practical way of teaching. Whenever you want to design a stu-
dent-centred and activity-based learning environment, the WebQuest approach comes to help.

Researchers used a WebQuest approach to improve problem-solving skills in secondary edu-
cation (Argelagos & Pifarre, 2011). They compared the WebQuest approach with the traditional 
approach. The study results suggested that students in the WebQuest group showed better per-
formance than the control group.

“A WebQuest involves students working on a task that is broken down into clearly de-
fined steps”. 
(Skylar et al., 2007, p. 20).

There are examples of using WebQuests in special populations, such as children with learning 
disabilities (Skylar et al., 2007, p.20). According to the results, strategies for adapting WebQuests 
for students with learning disabilities would be helpful. For instance, “advance organizers, graphic 
organizers, hypertext study guides, outlines, vocabulary definitions, annotated lists of websites, 
and templates for compiling information.”

“Educators use WebQuests as a way to make efficient use of the Internet while engaging 
their students in critical thinking, knowledge application and scaffolded learning.” (Kurtu-
lus & Ada, 2012, p. 215)

In another study, a group of nurses had continuing education via WebQuests (Maxwell, 2009). 
According to the results, the WebQuest approach proved to be an innovative and creative ap-
proach to providing information and increasing a higher level of thinking skills and confidence with 
computer technology. There is also an example of using WebQuests as a tool for art teachers’ 
education (Kundu & Bain, 2006). 

Summary
Although there are many technological educational tools around us, only some have a scientific 
base. WebQuest approach is one of these scientifically sound tools to provide a practical learning 
environment. WebQuest approach was developed by an American educational technology pro-
fessor Bernie Dodge to help increase students’ effective thinking, analysis, synthesis, and eval-
uation skills regarding the provided information. To achieve this goal, we should be careful when 
designing any type of WebQuest and have well-established information about the technology, 
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knowledge, experience on the content, and pedagogical knowledge to support the educational 
goals effectively.
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Chapter 2: Why to Engage in WQs
Introduction 
In this chapter, you are going to study why WQs are such an important tool and what teaching 
methods they bring together with the benefits of WQ methodology in teaching & learning process-
es for teachers and students. You will also find some examples & ideas of different usages for 
further development in the processes that you lead.

2.1. Why to Engage in WQ Methodology
The use of WebQuest (WQ) methodology provides a combined student-centred, inquiry-ori-
ented, and project-based approach for teaching and learning environments. Since the late 
1990s when they were introduced to educational areas, WebQuests have been recognized as an 
important instructional tool (Zhou et al., 2012).

2.1.1. Student-centred, inquiry-oriented, and project-based teaching methodologies

Student-centred and inquiry-based teaching strategies have been found to be of utmost impor-
tance for improved student achievement in numerous research studies. That kind of combined 
approach builds upon students’ prior knowledge & experiences, encourages active construction 
of knowledge, and social interaction, activates curiosity to learn, and makes use of learning steps/
bits toward the learning goal (Kaya et al., 2015). Project-based learning provides a comprehen-
sive approach to teaching and learning which is designed to engage students in the investigation 
of authentic problems or projects. Here, the project starts with a driving question or a problem that 
serves to organize and drive activities. Next, these activities result in a series of artifacts/products 
which in the end reach the final product addressing back to the driving question (Yang, 2010). The 
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approach focuses on skills such as critical thinking, problem-solving, and collaboration.

With the use of WebQuests in classroom teaching and learning, it is aimed to boost student 
engagement in learning by encouraging them to be active learners throughout the teaching & 
learning process. Furthermore, since WebQuests are mostly based on authentic issues/problems 
and real-world context (which is meaningful to the students), it gets easier to engage students in 
WQ use. Thus, as a teacher, you can more easily activate your students’ curiosity and interest in 
the learning goal via this tool.

2.1.2. Short-term or long-term WQs depending on learning goals

Following a student-centred, inquiry-oriented, and project-based teaching methodologies, two 
types of WebQuests are engaged in student learning: short-term WebQuests and long-term 
WebQuests:
 

Short term WQs Long-term WQs

Duration 1-3 days/1-3 class periods At least 3 days

Why to engage introduce new ideas to students to build on students’ existing knowl-
edge

Instructional 
goal

the acquisition & integration of 
knowledge

to extend and refine the knowledge

Outcome Learners are expected to have 
gained a significant amount of new 
information and made sense of it.

Learners are expected to have ex-
amined a body of knowledge, trans-
formed it in some way, and shown 
an understanding of the material or 
knowledge gained by creating any 
kind of work

Source: Adapted from Dodge, 1997; Zhou et al., 2012 into the table.

Depending on the learning goal, either short-term or long-term WebQuests can be preferred; or 
they both can be used in steps.

2.2. WQs as an Effective Tool in Teaching & Learning 
There are four underlying constructs of WebQuests that make them an effective tool in teaching 
& learning:

1. Critical thinking 
2. Knowledge application 
3. Social skills 
4. Scaffolded learning
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Critical thinking: WebQuests require students to use their critical and creative thinking skills 
to fulfil the task. The use of WQs in learning supports students’ critical 
thinking through analysing, creating, and evaluating while it integrates 
technology into learning and fosters collaborative and cooperative learning 
(Abuhasnah, 2015)

Knowledge ap-
plication:

Knowledge application is not a passive but rather an active phase; it in-
cludes information processing skills, effective use of information, retrieval 
of prior knowledge to new learning, knowledge association, and transform-
ing knowledge into something new. It is “beyond retelling and mastering 
factual information” (Dodge, 2001; Zheng et al., 2008).

Social skills: The process of WebQuest completion and cooperative learning theory 
have similar concepts. They both value positive interdependence, in-
dividual and group accountability, and interpersonal and group skills in 
learning (Dodge, 2001). Social skills support the learning activities/steps 
in WebQuests such as through a task completion of peers; the involved 
learning activities in the process support positive interdependence, individ-
ual accountability, and interpersonal skills of students (Zheng et al., 2008).

Scaffolded 
learning:

Scaffolding plays an important role in student achievement, which includes 
providing students with some temporary levels of support/frameworks 
to support their performance and it unlocks their capacities. It is in con-
nection with some other “approaches such as constructivist strategies, 
differentiated learning, situated learning, thematic instruction, and authen-
tic assessment”. With a simple definition of practice, a teacher gradually 
removes those scaffolded levels of support “as students internalize more 
advanced intellectual skills” through their ongoing practice (March, 2003).

Those four underlying constructs of WebQuest usage are in connection with critical thinking, 
deep learning, cooperative learning, and transformative learning theories. With WQs, students 
use their higher-order thinking skills; the knowledge application process supports students to fos-
ter knowledge association; it promotes meaningful and deep learning while it also leads to trans-
ferring/transforming knowledge into new learning; students collaborate and cooperate with peers/
others to find solutions/meanings/product creation; (Brucklacher & Gimbert, 1999; Erlandson et 
al., 2010; Zheng et al., 2007).

2.2.1. Benefits of WQ methodology in teaching & learning processes with examples 
of different usages

WQs bring a lot of benefits to your teaching processes such as utilizing technology, fostering 
interpersonal skills in learning, making use of different teaching methods, and working with stu-
dents who are more eager and motivated to learn, as the research shows (Briggs, 2013). Here 
are some benefits of WQ methodology in teaching & learning processes with some examples & 
ideas to make use of.

1.  It allows integrating/gathering different teaching methods into one relatively simple and 
engaging format.

 e.g. Project-based learning, inquiry-based learning, and cooperative learning.

2.  It allows utilizing technology in the teaching & learning environment. 
“A more useful way of using the Internet for individuals from the early years on.”
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3.  It results in an increase in student motivation, which means working with students who 
have a higher level of curiosity to discover and learn. 

The focus of WQs on authentic problems and team problem-solving influence student motivation.

4. The use of authenticity elements in learning. 
This increases the alertness level of students to discover and make connections between real-life 
issues and the knowledge & skills they are developing. It “transforms assignments from hypothet-
ical, classroom-only tasks to issues that students face in life” (Thombs et al., 2008: 21).

TIP: 

Design your WQs around current real-world events or areas of interest. 
e.g. Topics dealing with issues currently in the news, and likewise represented on 
the Internet, provide an exciting and motivating lesson for students to explore on 
the web (March, 1998).

5. WQs foster the development of thinking skills
A well-designed WQ provides students with a framework to conduct research, compare & con-
trast, and analyse a topic.

TIP: 

1.  Provide a framework (a structured environment for research; a list of tools/
websites, etc.)

2. Provide specific steps for completing the task
3.  Make sure your instructions for compiling data for the research project are 

clearly understood. (Adapted from Skylar et al., 2007).

6. Improving interpersonal skills; fostering cooperative learning
Students work both individually and with peers depending on the steps of the task and learn from 
& with each other. They can be given specific roles or tasks in their groups. Each member fulfils a 
task like bringing a particular piece of information/a tool/a creative idea/puzzle piece back to their 
group to proceed where each member is valuable to the group (Briggs, 2013).

7. Autonomous learning
Students are encouraged to take responsibility for their learning & make informed choices and 
benefit from online technologies in doing so (Aydin, 2016).

8. Flexibility in the classroom
WebQuests can be designed as short-term or long-term WQs covering a single subject or inte-
grating several disciplines, depending on the learning goals and the planning of the teacher(s).

TIP 1:

You can focus on a historical period or a thematic strand; you can ask for research 
on the relationships between the historical events in the period and medical ad-
vances, economical changes, art movements, or any other subject that you need 
to combine (Thombs et al., 2008).

TIP 2:
You can brainstorm on WQs creation with your fellow teachers to combine-merge 
different subjects into one WebQuest or a series of WebQuests throughout an 
educational term.
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9. Focus on complex problem solving
WQ methodology, with a constructivist approach, focuses on complex problem solving as it is 
required in real-life issues/problems. Thus, students are required to “move from the facts they 
research to the formulation of ideas and solutions”, not merely to remember what the fact is 
(Thombs et al., 2008: 21).

A question to think about:

What kinds of real-world problems could you encourage your students to solve in your subject/
curriculum, or an educational term? What combinations of disciplines/subjects can you think of?

10. Measurable results
With the use of rubrics that describe “the performance criteria required to achieve proficiency 
across a scale from beginner level to exemplary”, outcomes can be measured in a standard and 
practical way (Thombs et al., 2008).

11. Adaptability & usability in different subjects/disciplines
To reach the learning goal through individual, collaborative, and cooperative work, WebQuests 
encourage an inquiry-based approach to find information on the internet. Through several struc-
tured questions, learners are guided toward specific websites that require them to gather, synthe-
size and repurpose information in a new form (Pim, 2012). This kind of approach can be used in 
different subjects/disciplines. 

e.g., When learning the English language as an additional language/foreign language: conduct  
survey research on a given topic practising the grammatical & lexical structures. Another exam-
ple, in a geography lesson, to learn about the characteristics of countries. Here, it is important to 
make sure that students are given a focus, relevant structured steps toward the goal, and signifi-
cant questions to respond to in the process. Merely naming a task would not be sufficient because 
students would lose track.

TIP:

  You can make use of Bloom’s Taxonomy to decide on the levels of learning 
steps and activities.  Here is a sample presented below.

 It is suggested to provide a clear explanation of each level of activity.
  You can provide some supplementary tools, such as schema maps, and 

KWL*/KWHLAQ** charts to support your students’ organisation of their 
thoughts and ideas.

  You can also provide a copy of the rubric (that you are going to use) adapted 
to students’ use to keep them on track with the focus.

Taxonomy levels to develop 
thinking skills in the task

Steps/Activities to be done in the task

Create 

(Transform knowledge into 
something new)

Accompanying the visuals and notes on the brochure, 

Write a persuasive letter encouraging people to visit the 
country

Synthesize Acquire knowledge and record interesting information about 
the country from a number of websites 
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Evaluate Peer review other groups’ travel brochures

Analyse Research the features of travel brochures on the internet

Apply Use information to plan and create a travel brochure

Comprehend Examine information for relevance (a list of useful websites 
is suggested to be provided by the teacher)

* KWL chart: A chart with the specific questions: what I Know, what I Want to know, what I Learnt

**KWHLAQ chart: A chart with the specific questions: what I Know, what I Want to know, How I 
will find out, what I have learnt, what Action I will take, and what further Questions I have.

Source: Adapted from Pim, 2012.

2.2.2. Summary of the benefits of WQs for students and teachers

Benefits of WQs for students Benefits of WQs for teachers

1. WQs are fun, and students enjoy learn-
ing with them. 
2. WQs are student-centred. 
3. WQs appeal to students’ various learn-
ing styles (visual, audio, tactual, kinaes-
thetic) 
4. WQs provide efficient use of class time. 
5. WQs help students meet learning com-
petencies. 
6. WQs encourage critical thinking skills. 
7. WQs promote students’ digital compe-
tencies. 
8. WQs help students focus on tasks. 
9. WQs stimulate the learner’s imagina-
tion. 
10. WQs help students apply, synthe-
size, analyse, and evaluate what they are 
learning. 

1. A similar structure in all WQs makes it practical 
and manageable. 
2. Emphasis on teaching skills required to read 
WQs. 
3. WQs encourage effective and structured use of 
Internet time (inquiry-based lessons are designed 
to guide students meaningfully). 
4. WQs accommodate learners’ diverse learning 
needs (individual and group work). 
5. WQs keep students on task in class. 
6. WQs ensure the teacher that all students are on 
the sites they should be on. 
7. Through WQs teachers can address the individ-
ualization element in teaching & learning to support 
the student’s success in the general curriculum. 
8. Teachers can incorporate instructional support 
into the design of the WQ in the form of readability, 
larger text, and simpler directions. 
9. WQs improve the teachers’ technical and infor-
mation literacy skills synchronically. 
10. WQs support teachers to use various approach-
es and implement new methods, techniques, and 
tools.

Taken & adapted from Amini et al., 2020.

Summary 
In this chapter, you have studied why WQs are such an important tool; what teaching methods 
they bring together; what benefits the WQ methodology brings into teaching & learning process-
es.  You have also examined some examples & ideas of different WQ usages for further develop-
ment in the processes that you lead.
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Chapter 3: How to Create Your Own WQs
Introduction 
This chapter contains the specifics of each WQ section to encourage teachers to create their own 
WQs as follows:

 A description of the eight steps teachers/facilitators should follow to create a WebQuest.
 Four characteristics of WebQuests. 
 Ten rules for WebQuest quality.

3.1.How to Create Your Own WQs
When creating a WebQuest, it is advantageous to be able to create your own web pages. How-
ever, this is not necessary. Teachers can create a WebQuest using a variety of programs, but the 
most common and easiest method is to simply create a Word document that contains links to Web 
pages. 
If you want to create a WebQuest, you should first browse some existing WebQuests. A number 
of excellent WebQuest outlines will help you be better prepared. Some examples can be found 
at: http://zunal.com/. 

Below are more details on the 8 suggested steps to follow when creating a WebQuest. These 
key elements are a combination of Dodge’s theories from 1995, 1997, and 1999. 
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3.1.1. 8 steps you should follow to create a WebQuest

Step 
No. 

Name Goal Explanation and tips Example of the psycho-
logical wellbeing factor 
– a sense of belonging 
to the school

1 Topic/title To define the 
topic and the 
“end prod-
uct” of the 
WebQuest 
based on the 
factor to be 
covered.

The title should be short, 
meaningful, fun, and 
eye-catching.

Do you feel like you be-
long? 

“True belonging only hap-
pens when we present our 
authentic, imperfect selves 
to the world, our sense of 
belonging can never be 
greater than our level of 
self-acceptance.”—Brene 
Brown

2 Introduc-
tion

To present 
the topic con-
cisely and 
engagingly to 
capture learn-
ers’ attention 
and motivate 
them.

This step is about building 
a catchy and engaging in-
troduction that will get stu-
dents involved actively in 
the WQ experience from 
the beginning to the end.

The introduction should 
draw the reader into the 
lesson by addressing 
the learners’ interests or 
goals and/or describing 
an intriguing question or 
problem. 

It should build on learners’ 
prior knowledge and ef-
fectively prepare learners 
by giving them a taste of 
what the lesson is about. 

You can start with a simu-
lation that helps learners 
understand the problem 
they are facing and piques 
their interest. 

Also, this stage often in-
troduces keywords and 
terms that help students 
understand the topic and 
search the Internet.

You are going to play the 
role of a journalist! You 
will have to write an article 
about the sense of belong-
ing to school by analysing 
some of the best practic-
es.

Belonging means that you 
feel accepted, included, 
or a part of something 
else. People can feel like 
they belong to a school, 
a friendship, a sporting 
group, or even a class-
room. Not belonging can 
be linked to feelings of 
worthlessness, self-doubt, 
isolation, and sadness… 
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Step 
No. 

Name Goal Explanation and tips Example of the psycho-
logical wellbeing factor 
– a sense of belonging 
to the school

3 Task To set a for-
mal descrip-
tion of what 
students will 
produce in the 
WebQuest.

To develop an effective 
WebQuest, you must de-
velop challenging ques-
tions. 

This means that you 
should come up with 
questions that require stu-
dents to find and analyse 
a variety of information. 

You can also develop a 
role-play scenario that 
gives students the task. 

The task should be mean-
ingful and fun. 

Creating the task is the 
most difficult and crea-
tive part of developing a 
WebQuest. 

Highly motivating and in-
teresting tasks should be 
suitable for group activities 
and based on real-life sit-
uations.

You can create different 
types of tasks in WQs de-
pending on the learning 
outcomes to be achieved, 
including activities, for 
instance, retelling, solv-
ing a mystery, journalistic 
activities, design-related, 
requiring consensus build-
ing, analytical, supporting 
self-knowledge, support-
ing high-level thinking 
and communication skills 
throughout scientific and 
creative tasks.

The goal of this WebQuest 
is to teach you the im-
portance of the sense of 
belonging to a school for 
your general wellbeing. 
When students feel that 
they belong, they are 
more likely to get good 
grades and otherwise 
perform well in school. A 
feeling of belonging also 
positively affects students’ 
psychosocial functioning, 
meaning their ability to 
perform daily activities 
and interact with people 
around them. You will play 
the role of a journalist 
and will prepare an article 
about the good practices 
at school, which can make 
students experience posi-
tive emotions and a sense 
of belonging. You will find 
this WebQuest particu-
larly engaging because 
you will have to conduct 
interviews, together with 
your research, and make 
suggestions about how 
to increase the students’ 
sense of belonging to the 
school. 

This WebQuest is suitable 
for groups of 3 students. 
You must conduct the re-
search, write the article, 
and prepare a short Pow-
erPoint Presentation to 
show your findings to the 
class.
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Step 
No. 

Name Goal Explanation and tips Example of the psycho-
logical wellbeing factor 
– a sense of belonging 
to the school

4 Process To provide a 
step-by-step 
description of 
how students 
should com-
plete the as-
signment and 
instructions 
on how to re-
search on the 
Internet, col-
lect data, work 
in groups, and 
resolve con-
flicts to solve 
the assigned 
task.

The “Process” step clearly 
describes what students 
are to do and the order 
in which the task is to be 
completed. 

Each step should be clear-
ly stated so that most stu-
dents know exactly where 
they are in each step of 
the process and what they 
need to do next without 
needing further instruction. 

Different roles can be as-
signed in this section to 
help students understand 
different perspectives and/
or share responsibility for 
completing the task. 

Each step of the process 
should include links to 
websites, articles, blogs, 
videos, etc. that can help 
students complete the 
task.

Different types of steps in 
processes can be integrat-
ed into WQs depending on 
learning objectives.

This WebQuest is all about 
creativity, so you have the 
freedom to express your 
creativity in the format of the 
article and the PowerPoint 
Presentation. To conduct the 
research, you can use the 
resources provided, but also 
other resources or methods. 
Surprise us!
Here are some crucial 
points, which should be in-
cluded in your final product:
1. Begin with the research! 
Examine what is a sense of 
belonging to the school and 
why it is important. What 
factors influence it? What is 
the role of the teacher? Use 
the resources provided to 
research the topic. 
0. Time for interviews! 
One of the most powerful 
predictors of school belong-
ing is teachers. When young 
people feel loved and cared 
for by teachers, and think 
their teachers are likeable 
and fair, they are more likely 
to report feelings of school 
belonging. Belonging is a 
unique experience, and my 
research has found that 
there are a lot of things that 
can influence it. Interview 
with teachers and students. 
Using the resources pro-
vided, you need to prepare 
an evaluation form or ques-
tionnaire, to use during the 
interview. For the teachers, 
you should find out which 
practices they use, whereas 
for the students, you need 
to assess their sense of be 
longing to the school. 
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Step 
No. 

Name Goal Explanation and tips Example of the psycho-
logical wellbeing factor 
– a sense of belonging 
to the school

Different needs and styles 
of VET learners should be 
considered in setting the 
steps of the process. For 
instance, print-oriented 
learners (who prefer see-
ing

the written word); aural 
learners (prefer listening); 
haptic learners (prefer 
hands-on approach); in-
teractive learners (prefer 
verbalizing); kinaesthetic 
learners (learn by doing); 
visual, etc. (Institute for 
Learning Styles

Research, 1996).

0. Write the article! 
Gather the research you 
have in the first part of the 
WebQuest with the results 
from the interview and write 
your article! As I am sure 
you will agree, we can see 
from these findings that 
many things can be done to 
help improve the sense of 
belonging for young people. 
We know from our research 
that most schools want their 
students to feel a sense of 
belonging. Make sugges-
tions! 

0. Show us the results! 
In the final step of this 
WebQuest you need to 
prepare a PowerPoint 
Presentation, which would 
include the contents of

5 Resources To provide 
students with 
useful online 
tools and 
websites to 
find informa-
tion on their 
topic.

The teacher will give stu-
dents directions on how to 
find and use appropriate 
resources, which sets the 
criteria for choosing relia-
ble web-based information 
sources.

These are mainly web-
sites, videos, documents, 
articles, etc. as contempo-
rary IT tools to support the 
teaching process.

Providing these resources 
helps focus the exercise 
on processing information 
rather than just finding 
it so that you avoid the 
resources which may en-
courage students to mere-
ly copy and paste. 
Resources should be rel-
evant to the content and 
should not exceed 3 re-
sources per step (process 
and resource phases).

Do You Feel Like 
You Belong? https://
kids.frontiersin.org/
articles/10.3389/
frym.2020.00099

Chapter 9. Sense of be-
longing at school. https://
www.oecd-ilibrary.org/
sites/d69dc209-en/index.
html?itemId=/content/com-
ponent/d69dc209-en  

5 ways to boost students’ 
sense of school belonging. 
https://www.monash.edu/
education/teachspace/
articles/5-ways-to-boost-
students-sense-of-school-
belonging 

A pedagogy of belonging. 
https://cyc-net.org/cyc-on-
line/cycol-0303-belonging.
html 
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Step 
No. 

Name Goal Explanation and tips Example of the psycho-
logical wellbeing factor 
– a sense of belonging 
to the school

6 Evaluation 
& Learning 
Outcomes

To develop 
an evaluation 
tool to eval-
uate not only 
the product as 
the end result 
but also the 
process.

This step highlights defin-
ing learning outcomes in 
accordance with the WQ 
task and process from the 
start.
The outcome of a 
WebQuest is usually a 
written or oral product or a 
multimedia presentation. 
A good idea is to develop 
a WebQuest rubric that 
makes clear the teacher’s 
expectations for students 
and measures student 
performance through mul-
tifaceted challenge-based 
tasks.
The assessment step, ei-
ther by building your own 
rubrics or other possible 
assessments, should 
evaluate both student per-
formance and the tangible 
products that students 
create during the session 
(these can be reports, 
presentations, etc.). 
At the end of the session, 
the teacher/facilitator 
should distribute the eval-
uation sheet/questionnaire 
to the students to assess 
their learning and the ses-
sion in general. 
How student performance 
is evaluated should be fair, 
clear, consistent, and spe-
cific to the tasks set. 
It also needs to outline 
the knowledge, skills, and 
attitudes that will be de-
veloped/promoted through 
the implementation of the 
WebQuest.

Knowledge
  Basic knowledge 

about the psycho-
logical aspects of 
the sense of be-
longing; 

  Enhance the gen-
eral performance;

Skills
  Research and sys-

tematize informa-
tion; 

  Make comparative 
research on differ-
ent aspects; 

  Enhance prob-
lem-solving:

  Assess the impor-
tance of belonging 
to school; 

  Evaluate the re-
sources provided;  

  Develop flexibility; 
  Creative thinking; 
  Positive outlook; 
  Develop communi-

cation skills;
  Enhance team-

work.
Attitudes

  To learn the impor-
tance of the sense 
of belonging for 
our overall wellbe-
ing; 

  To learn good 
practices to en-
hance the sense of 
belonging;
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Step 
No. 

Name Goal Explanation and tips Example of the psycho-
logical wellbeing factor 
– a sense of belonging 
to the school

7 Conclusion To summarize 
what students 
have learned 
after com-
pleting the 
assignment in 
an encourag-
ing way that 
inspires them 
to continue 
learning about 
the topic.

This step is about making 
a meaningful conclusion 
that encourages the learn-
er to reflect on the subject 
and gain a deeper under-
standing.

It reminds students what 
they have learned and 
summarizes the lesson. 

Students reflect on the 
knowledge and learning 
they have acquired and 
are encouraged to expand 
their knowledge and ex-
perience in other areas as 
well.

“Love, belonging and 
connection are the true 
universal sources of well-
being.” – Proverb

8 Reflection 
Journal

To allow learn-
ers to add 
their feelings 
and com-
ments during 
or after doing 
the WebQuest.

A separate space after 
the conclusion to help 
teachers recap  students’ 
learning experiences and 
impressions. 

It encourages students to 
reflect on the process and 
results and allows them to 
share their feelings, learn-
ing experiences, and im-
pressions about the task 
performed.

Throughout the process of creating a WebQuest, remember the following 4 characteristics of 
WebQuests (Keller’s ARCS Model of Motivational Design Theory, 1979):

  Attention. It should be interesting so that it grabs learners’ attention.
  Relevance. The task set should be relevant to learners’ needs, interests, and motivations.
  Confidence. Learners should feel confident that they can work on the task because they 

will receive effective guidance and support from the teacher/facilitator at all stages of the 
process.

  Satisfaction. Learners should be satisfied with the process, the outcome, and the level of 
communication and collaboration.
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3.1.2.Ten rules for a quality WebQuest 

Those rules can be used as a checklist as shown below:

1.  It relies on a clearly defined structure, based on a fixed set of steps that students can easily 
understand and follow 

2. It is cross-curricular yet meets curriculum standards 

3. It uses a motivating introduction 

4. It suggests realistic and creative activities

5. It requires the acquisition, selection, and organization of new data

6.  It includes a common base of activities for group work and a specialized portion based on 
shared work

7.  It provides guidance and instructions on different parts of the process related to cognitive 
tasks

8. It requires common agreement on the acquired knowledge to create the final product

9.  It is a guided and efficient use of the resources of the Internet and the tools for access and 
data processing 

10. It is easily adaptable due to its didactic indications

Summary 
Creating a WebQuest is easier than you might think! Just follow the eight building blocks:

  The attention-grabbing topic - relevant to learners.
  The introduction that orients learners and piques their interest.
  The task that describes the end product of the activity.
  The process that explains the steps learners should go through to complete the task.
  The resources are the websites that students use to complete the task.
  The assessment and learning outcomes that measure the results of the activity.
  The conclusion summarises the activity and encourages students to reflect on the process 

and outcomes.
  The Reflection Journal, which allows students to add their feelings and comments.

WebQuests should always be designed based on your students’ specific needs and learning 
styles and can provide students with a variety of sensory experiences.
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Chapter 4: Tips and Tricks on How 
to Overcome Common Pitfalls in WQ 
Creation
Introduction 
This chapter contains the following:

  How to avoid common obstacles or pitfalls in WQ creation;
  Tips and tricks to overcome common pitfalls;
  A checklist for the WQ creator (what to do, what not to do, how to overcome).

In this section, you can find some useful guidelines (what to do and what to avoid) when using 
WQ for learning purposes. Facilitators should follow them when creating a WebQuest. 

4.1.Some Tips and Tricks to Consider/Overcome in WQ Creation
One should have some general hints in mind when creating a WebQuest:

  WebQuests are best suited as group activities although one can imagine individual inquir-
ies, making the activity applicable in distance education.

  WebQuests can be expanded by involving motivational elements in their basic structure, 
giving learners a role to play (e.g., scientist, detective, reporter), and stimulating exchang-
es between them.

  WebQuests can be designed within a single discipline or can be interdisciplinary. Where-
as the latter is more challenging both for learners and trainers, beginners should stick to 
single-subject WebQuests.

  Understand your learners and target group - understand their expected level of knowl-
edge, skills, and motivation so you can effectively plan the activities suitable for them.

  Do not over-pitch the language level for less able learners.
  Create a system for monitoring students’ progress and inform them of the results - feed-

back encourages learning and motivation. 
  Brainstorm all the possible problems that might arise during the delivery of the WebQuest 

and try to provide the solutions for the facilitator in advance. 
  Put effort into validating each contribution in order to encourage participants to share and 

to create a safe environment. 



2 0 2 0 - 1 - L T 0 1 - K A 2 0 2 - 0 7 8 0 1 6

56

www.staywell-project.eu

Before/At the Beginning of a WebQuest:
  Activating the students and capturing their interest and attention, which will motivate 

them to participate in the following activities. You can use: energizers, get-to-know activ-
ities, icebreakers, brainstorming sessions on the subject of the WebQuest (writing on a 
flipchart, or the board) in smaller groups or everyone together

  Knowing each other - participants should know each other, so starting with get-to-know 
activities is a very good practice. This creates a more accepting and comfortable environ-
ment where everyone can collaborate seamlessly. 

  Guidelines for safe and proper web-searching - since WebQuests are based on in-
ternet research, the information about how to use the search engines, what keywords to 
include, which sources and websites are trustworthy and how to critically evaluate the 
content of the websites should be provided to the participants. 

  Group rules - plan a few minutes, in the beginning, to brainstorm some group rules (no 
phones during sessions, when someone talks others listen, being respectful…) and get 
everyone to agree with them. If the participants have a chance to take part in the rule-mak-
ing process they are more likely to follow them as they can relate to them more personally.

During the WebQuest:
  Everyone needs to get a chance to express their opinion to avoid inactive and passive 

participants. This can be achieved by working in smaller groups, by going around the 
group where everyone shares something about the subject, by throwing a ball to the per-
son, who should speak next until everyone is connected, etc. 

  Do not seek right or wrong answers but rather originate from students’ personal experi-
ences, perceptions, and argumentations. This helps the students who are not as confident 
with their knowledge and skills to express their opinion and participate in the tasks and 
encourages creativity and pre-knowledge activation. 

  Time management is important - task time limits encourage participants to work effec-
tively on the task and allows the whole group to finish on time, avoiding tiredness and lack 
of energy. But…

  It is better not to have a too strict schedule. Let the participants explore, enjoy, and 
partly create the flow of the session. 

  Make it fun – This is the only chance for the groups to be engaged in an open, safe, and 
supportive environment

  Make variety – use links that contain more dynamic and interactive content (not just vid-
eos).

  Do not only focus on group activities as they are time-consuming. Individual work 
should come more often to save time.

  Include a variety of different stimuli; some students might remember the vocabulary 
words from acting them out, others remember reading the clues and watching a diagram, 
and other students remember hearing classmates call out answers. So, aim to provide a 
variety of sensory experiences for students to give them a chance to learn in their pre-
ferred learning style. 

  Before beginning the task, make sure everyone understands it.
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After the WebQuest:
  Digital evaluation - all the participants can do this quickly and online. A suggested tool is 

Microsoft Forms.
However, it has some disadvantages - participants can click through the questions, without 
thinking about them, resulting in a shallow review. Therefore, it is suggested to combine 
the in-person evaluation with asking more in-depth questions and encouraging partici-
pants to argue, explain their answers, and ask more general questions in an online form. 

  During the evaluation, ask open-ended questions, but let them be specific enough not to 
feel overwhelming and for you to get the information you are interested in.

4.2.A Checklist for the WQ Creator 
Introduction
Check, if the activity(ies):

  activates the student’s prior knowledge.
  encourages them to think and gather their ideas about the WQ.
  capture their interest.
  grabs their attention.
  encourages them to get to know each other. 
  introduces them to Web searching guidelines.
  introduces them to the group rules during the WQ.

Tasks
Check, if the activities/tasks:

  help achieve the learning outcomes of the WQ.
  include group work or/and individual work.
  are connected to the WQ’s subject.
  include sharing students’ opinions and personal experiences on the subject.
  don’t include right or wrong answers.
  include different types of tasks, to keep the students interested.
  are time-limited, but not restrictive.
  are comprehensive for everyone.

Process
Check, if the process:

  includes representation of the WQ’s subject to accommodate different learning styles. 
  includes representation of the WQ’s subject to accommodate different VET learners’ 

needs.
  includes multimodal teaching strategies.
  encourages a relaxed and fun atmosphere.

Resources
Check, if recommended resources:

  are comprehensive for learners’ different language and knowledge levels.
  are reliable.
  are scientifically acclaimed.
  introduce the students to contemporary IT tools.
  discourage students to copy and paste.
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Evaluation
Check, if the evaluation of the WQ:

  (the individual evaluation) is web-based.
  (the group evaluation) is held as an in-person debate.
  includes a relaxed and open atmosphere.
  includes open questions. 
  gives participants a chance for free commentary.
  are questions specific enough?

Conclusion
Check, if the conclusion includes:

  connecting different topics comprehensively included in WQ. 
  reflection on the subject.
  encouragement to gain a deeper understanding.

Summary 
When preparing the WebQuests, you have to be mindful of 3 stages: the beginning, during, and 
after. In the first stage, it is important to think of preparing the students; in the second stage, 
making sure they feel comfortable, safe, and included, and in the after stage, do a wrap-up and 
follow-u.p. 
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Chapter 5: Wellbeing Resource Pack
Introduction 
Being a teacher and interacting with students almost every day, you might be one of the best to 
see what your students’ strengths and weaknesses are. Thus, being able to create your own new 
WebQuests can be a useful tool that would help to accurately address students’ needs, and ef-
fectively improve their wellbeing skills and consequently their mental health as a whole. To make 
sure the WebQuest you create contains trustworthy information, are designed in a way that would 
resonate with learners and target their wellbeing skills, we provide you with a list of references 
that contains reliable and easy-to-read information about mental health and ways to promote it. 

This list of useful references, links, and resources related to learners’ wellbeing is a useful tool 
that will help you gain substantial knowledge on the topic of wellbeing and mental health which 
can be beneficial in two ways: 

 1.  You will be able to use this knowledge to create new WebQuests-based activities that 
will prompt learners to delve into the topic of mental health deeper and develop the skills 
needed to sustain it.

 2.  You will develop skills required to regularly promote students’ wellbeing in the classroom, 
note when they are experiencing difficulties, and be able to provide sufficient help for 
them. 

5.1. Learning about Mental Health
Below you will find a table with a list of links. The first part of the table contains links that will 
give you a broad overview of the mental health topic and everything you need to know to boost 
your and learners’ mental health literacy. In the second part of the table, you will find a list of 
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wellbeing skills on which the WebQuests were built on. Each skill has a corresponding link con-
taining information about its effects on learners’ wellbeing together with tips on how to promote it. 
Each WebQuest thematically covers one skill. You can follow this logic when creating your own 
WebQuests.

Topic Links About

How do we un-
derstand mental 
health?

1. https://delphis.org.uk/men-
tal-health/continuum-men-
tal-health/  

2.  https://delphis.org.uk/men-
tal-health/the-biopsychoso-
cial-model-of-mental-health/ 

1. Mental health is a spectrum; 
 
2. What influenced mental health – 
a biopsychosocial model of mental 
health;

Mental health 
problems

https://www.mind.org.uk/in-
formation-support/types-of-
mental-health-problems/men-
tal-health-problems-introduction/
about-mental-health-problems/ 

An overview of the most common 
mental health problems, possible 
causes, and recovery.

Resilience https://www.apa.org/topics/resil-
ience/guide-parents-teachers 

Definition of resilience and tips for 
teachers on how to build resilience 
in students.

Mental health 
stigma

https://www.psychiatry.org/pa-
tients-families/stigma-and-discrim-
ination 

What is mental health stigma? How 
does it affect people experiencing 
mental health problems? How to 
address it?

Taking care of 
your wellbeing 
– for young peo-
ple

https://www.mind.org.uk/infor-
mation-support/for-children-and-
young-people/looking-after-your-
self/ 

https://www.mind.org.uk/
information-support/for-chil-
dren-and-young-people/under-
standing-my-feelings/#When-
ShouldIAskForHelp 

Information presented in a way that 
would resonate with young people. 
From the teacher’s perspective – it 
gives a good glimpse of what infor-
mation is relevant for young people 
and what is an effective way to 
structure it.

How to get help 
and support – 
for young peo-
ple

 https://www.mind.org.uk/infor-
mation-support/for-children-and-
young-people/how-to-get-help-and-
support/ 

A comprehensive overview of 
where young people can find sup-
port for their mental health – from 
self-help approaches to available 
types of mental health services and 
useful contacts. Being a teacher, it 
is essential to know how to advise 
and direct learners to seek support 
for their mental health.
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Links containing information about skills or factors on which the WebQuests were built 
and which have a significant impact on learners’ wellbeing: 
*not addressed by the links above

Psychological trauma: https://www.mind.org.uk/information-support/types-of-
mental-health-problems/trauma/about-trauma/ 

Sense of belonging at school: https://www.panoramaed.com/blog/stu-
dent-sense-of-belonging 

Emotional regulation: https://www.verywellmind.com/emotion-regula-
tion-skills-training-425374 

Non-discrimination and accept-
ance of diversity

https://www.coe.int/web/campaign-free-to-speak-safe-
to-learn/tackling-discrimination 

Promoting healthy relationships https://learning.nspcc.org.uk/safeguarding-child-pro-
tection-schools/promoting-healthy-relationships 

Social media literacy https://www.helpguide.org/articles/mental-health/so-
cial-media-and-mental-health.htm 

Bullying and cyberbullying https://www.stopbullying.gov/ 

The whole page is designated for the topic of bullying. 
Check different sections for definitions, prevention, 
and responses.

Adequate cognitive load https://blog.innerdrive.co.uk/using-cognitive-load-theo-
ry-in-the-classroom 

Decision making https://ohioline.osu.edu/factsheet/HYG-5301 

Talking about substance use with 
students

https://www.hazeldenbettyford.org/articles/prevention/
talk-about-addiction-with-students 

Empathy https://youtu.be/1Evwgu369Jw 

5.2. Creating Your Own WebQuests Using the Wellbeing Resource Pack
After going through so many links you might be asking yourself – what do I do with all this infor-
mation now? There are two ways to put all this information into practice and benefit from it and 
they both revolve around WebQuests – an interactive and practical way to talk about and promote 
learners’ wellbeing in the classroom.



1. Change and improve the existing WebQuests. 
Maybe there are WebQuests that you think do not fully grasp the idea or lack important aspects. 
Maybe you have an exercise in mind that you want to add to a certain WebQuest? Feel free to 
change the details of the WebQuests by using information from the links above. The links con-
tain trustworthy information that reflects a modern approach to mental health, so you can be 
sure that your changes will be in line with the other WebQuests.  You can find guidelines on how 
to update the WebQuests in Chapter 4 and Chapter 5.

2. Create your own WebQuests.
Maybe you notice specific wellbeing skills that your students need to improve the most. Or do 
you think that certain wellbeing skills require more attention? Or they can be presented in a dif-
ferent way than an existing WebQuest? Go on and create a whole new additional WebQuests. 
Put the information from the links into practice and create interactive and meaningful exercises 
that fit your students’ cognitive load. Also, you have a unique opportunity to consult with the 
learners themselves – what are the topics and wellbeing skills they want to touch upon? What 
kind of exercises are the most effective for them? You can find guidelines on how to create your 
own WebQuests in Chapter 4 and Chapter 5.

5.2.1. The Benefits
If you start creating, updating, and using WebQuests regularly in your teaching practice, it will 
become an effective Wellbeing promotion tool. Completing WebQuests in class not only prompts 
learners to familiarize themselves with mental health topics and wellbeing-promoting practices 
but also creates opportunities to discuss personal experiences, feelings, and mental states. In 
other words, completing WebQuests gives the possibility to create an open and accepting envi-
ronment in class. 

In addition, having familiarized with the mental health topic in previous activities, now you are 
well equipped to note when students might need some help and to react to their concerns and 
states in an empathetic way. Such positive environments with attentive and approachable teach-
ers can have immense positive effects on students’ wellbeing, make them feel supported and 
confident in the decisions they make, thus become more proactive about their life and be resilient 
when facing different life challenges.

5.3. Involving Others/Peers
To implement effective mental health promotion strategies, we need a whole school approach. 
Even though it is a long process that depends on school policy, you can start by introducing more 
teachers to WebQuests and wellbeing promotion in class. Invite them to collaborate on creating 
the new WebQuests, explain how they work, and encourage them to use them in their classes. 
It is a great way to emerge into the topic of mental health, and share experiences, difficulties, 
or good practices with each other. Collegiality and support are powerful tools for enhancing ex-
pertise and providing emotional support when managing not only work-related but also personal 
stresses. In the end, we could all benefit from the information provided in the WebQuests.
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Summary 
Mental health is a very versatile and sensitive topic and requires a delicate approach. You need to 
have the background to address youngsters’ needs and support them when needed. There is a lot 
more information available about youth mental health. Keep searching for reliable sources that:

 1. Do not contradict the information presented in the provided links;
 2. Promote a human-rights-based and person-centred approach towards mental health 

and relies on a biopsychosocial rather than a biomedical model;
 3. Is not stigmatizing in any way. 

Deepening your understanding of the topic will make you more confident in creating the 
WebQuests and promoting a good, accepting, and understanding environment in your classroom 
on a daily basis. Completing the WebQuests and discussing those topics together with the learn-
ers can help them become active agents of their life that know how to take care of their wellbeing 
and become ready to enter adulthood and tackle the natural challenges occurring in life!
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