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‘Cognitive space’, 6
Collaboration, 6—7
Collaged faces, 37
Community literacy, 163—164
Composing, 92—93
Concept mapping, 104
Connecting literacy, 31—-33
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(TRAC+), 166—167

TRAC+. See Total Reading
Approach for Children
Plus (TRAC+)

Traditional alphabetic text, 85

Traditional literacy activities, 111

Transactional distance (TD)
theory, 6

Transparent orthography, 167

TTS tools. See Text-to-speech
(TTS) tools

Twitter, 87

2-in-1 devices, 4

Typology of play, 18
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