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The TERENCE Idea in a Nutshell

‣ Primary school children from the age of 7-8 year old develop as independent 

readers. However, many of them do not. 

‣ In particular, c.a 10% of 7-8 year old children become poor text 
comprehenders.
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‣ If good comprehenders are able to 

- understand the main arguments of a story’s event, 

- correlate a story’s events,

- reconstruct the temporal flow of the story’s events,

- recognise the main events of a story,

‣ poor comprehenders are generally unable to do it.



The TERENCE Project in a Nutshell

‣ Who breaks the big eggshell? 

‣ Does the big eggshell crack before Mummy Duck watches it? 

Mummy Duck watches the big egg but sees 
no signs of cracking. So she decides to keep 
sitting on it. After some days, while she is 
sitting on it, an ugly gray duckling cracks the 
big eggshell…
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‣ If good comprehenders are able to 

- understand the main arguments of a story’s event, 

- correlate a story’s events,

- reconstruct the temporal flow of the story’s events,

- recognise the main events of a story,

‣ poor comprehenders are generally unable to do it.

‣ TERENCE is an FP7 European project for the development of an adaptive 
learning system (ALS) for poor comprehenders, with adequate stories and 
games as learning material.
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Usage Scenario

‣ Carol is a 9 year old poor comprehender. She plays with her Xbox console 1 
hour a day; interactive videogames interest her more than reading books of 
stories. 
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‣ Going through their long sentences that make no 
sense to her is frustrating! Still, mom expects     
Carol to understand them all...
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‣ She lives in a big town and likes fantasy books that have children as 
protagonists. She chooses such a book of stories in TERENCE and Layla as 
avatar. The spatial map of the book shows Carol the location of the first 
story. Carol starts reading this, and playing with its smart games... 

‣ However, TERENCE tells her stories in a video-game 
like environment. Her teacher set it for her at school. 
Now, Carol is at home and wants to use it by herself.


