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The main research goals of this study are 1) to analyze the predictive role of linguistic (word decoding, comprehension-based print reading) and non-cognitive factors (Internet frequency of use for social and informational purposes, Internet self-efficacy) on comprehension-based Internet reading, and 2) to characterize the development of comprehension-based Internet reading skills across adolescence. 

The research project main goals are:

1.Develop an Intelligent Teaching Device in a Virtual environment that advances on the current development of an intelligent reading tutor called TuinLEC2.
2. To develop a reading competence test in a digital environment called WebLEC2, whose pilot version was developed in a previous project.
3. Advance knowledge of the content and conditions of application of feedback in intelligent teaching devices.
4. Develop an instructional research tool that allows the design of teaching experiments in an electronic environment.
5. Develop an application to generate educational games for the assessment and training of basic reading skills that complement TuinLEC2.
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