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QUESTR USES STATE OF THE ART QR CODE TECHNOLOGY 
TO MAKE LEARNING ENGAGING AND ACTIVE 

Questr is designed to supplement your curriculum 
with interactive games that can be embedded as 
activities at any time during lessons. 

Every game follows a similar structure; just follow the 
simple steps and you’ll be playing the games in no 
time! 

      First things first. You’ll need one or more devices 
that can read QR codes. iPads work best and if they’re 
up to date with the correct software you should be 
able to scan codes just by turning on the camera, 
pointing it at the code and tapping the web link that 
appears. 

If that doesn’t work, simply download any free QR 
code scanner app from your app store. 

1. 

2.       Next you’ll need to print our unique QR codes and 
the associated worksheets.  

The codes are laid out so that they can be easily cut 
out and distributed at ‘bases’ around the 
environment.  

It may be helpful to print several copies of each code 
so that pupils can bring the codes back to a central 
location rather than charging around with expensive 
devices! 

3.       Finally, in groups or individually, set pupils off on a 
hunt to find the codes! If they are working in a group, 
you may want to encourage them to all keep a hand 
on a hoop as they move around the environment to 
prevent any pupils getting left behind. 
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GAME SUGGESTIONS 

Team Challenge 

 
- Place a selection of QR codes around the playing 
environment. Each location should have several copies 
of the same code. 

- In small groups pupils must hold a hoop (to keep them 
together) and locate the codes scattered around the 
site. 

-  Once a code is found, pupils bring it back to the 
‘scanning point’ where the  
iPads are kept 

- The code is scanned and pupils deduce the answer on 
the worksheet 

- Once the problem is solved pupils can locate the next 
code 

 

Random Shuffle 

 

- Place all codes face down in a well shuffled pile 

- Pupils stand in small groups on the perimeter of the 
playing area (use  

cones to help keep them in place) 

- Start a timer (eg. 10 minutes) 

- One person from each group runs into the centre, selects a 
code and runs back 

to their group 

- The code is scanned and the activity is completed 

- The next person in the group returns the code to the 
centre and selects a new code 

- Repeat the process until the time runs out 
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BENEFITS OF PHYSICALLY  
ACTIVE LEARNING 

Aside from the obvious benefits of being active 
such as physical fitness, being active while 
learning has been shown to impact on holistic and 
cognitive development. 

 

Questr games have been developed to enable 
young people to develop social skills such as 
communication and working as part of a team. 
Many games (and other interventions where 
pupils move around an environment) also require 
pupils to be independent learners and take risks.   

Extensive research has proven there to be a 
significant positive relationship between physical 
activity and cognitive functioning in children (1). 
Recall skills have been shown to improve after 
playing team games (2) and teaching in an 
outdoor environment results in a higher degree 
of long-term knowledge retention (3) 

 

 

 

 

 

 

 

 

References: (1) Sibley and Etnier, 2003, (2) Pesce et al, 2009, (3) Fagerstam, 2012 
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