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DBHIDS Web 2.0 Steering Committee
“While the old Web was about Web sites, clicks, and ‘eyeballs’, the new Web is about communities,
participation and peering. As users and computer power multiply, and easy-to-use tools proliferate,
the Internet is evolving into a global, living, networked computer that anyone can program.”
‒ Tapscott, D. & Williams, A. D. Wikinomics: How Mass Collaboration Changes Everything (2006)
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WEB 2.0 STRATEGIC PLAN EXECUTIVE SUMMARY
There have been ongoing discussions in a number of venues and with a number of business units about
the often related topics of “Web Site Content”, “Web Presence”, “Web Interaction with Stakeholders”,
“Social Media” and various “Internet-based Collaboration Platforms” (tools and technologies). A number
of pain points have been identified related to communicating with the community and our staff,
managing calendars and event registrations, and effectively using multiple social media channels. We
have grouped these topics under an initiative entitled Web 2.0 Collaboration and Communications.
Web 2.0 is not about any particular technology. Key differentiators for Web 2.0 include:









The Web is a Strategic Platform
Users Control Their Data
Users Consume Services,
not Packaged Software
It is an Architecture of Participation
It Provides Cost-effective Scalability
It Enables Remixable Data Sources and
Data Transformations (Mash-ups)
Software Transcends Any Single Device
It Harnesses the Collective Intelligence
and Knowledge of the Users

The Web 2.0 Strategic Plan includes
Six Web 2.0 principles that inform the development of strategies to
meet the collaboration and communications needs of the organization
and will continue to guide their implementation

Nine Web 2.0 core objectives that describe
concrete, action-oriented targets that categorize
and focus collaboration and communications efforts

Four Web 2.0 technology categories that group related
collaboration and communications functionality with
common attributes or characteristics

A requirements appendix is included to capture and categorize the stated needs and desires of the
Department in the Web 2.0 space now and in the future. A glossary is included to provide definitions
for the various terms. In addition, there will be a companion Web 2.0 Implementation Plan.
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THE DBHIDS WEB 2.0 STRATEGIC PLAN
Guidelines for Aligning Collaboration and Communications Technologies for the Next Generation

WHAT IS WEB 2.0?
The first documented use of the term "Web 2.0" was in a January 1999 article by Darcy DiNucci, a
consultant on information architecture. The article was entitled "Fragmented Future". In it she wrote:
“The Web we know now, which loads into a browser window in essentially static screenfuls, is only
an embryo of the Web to come. The first glimmerings of Web 2.0 are beginning to appear, and we
are just starting to see how that embryo might develop. The Web will be understood not as
screenfuls of text and graphics but as a transport mechanism, the ether through which interactivity
happens. It will ... appear on your computer screen ... on your TV set ... your car dashboard ... your
cell phone ... hand-held game machines ... maybe even your microwave oven.”
Ms. DiNucci was very prescient! (www.darcyd.com/fragmented_future.pdf) This article was in response
to the release of the Palm VII, the first Personal Digital Assistant (PDA) with web connectivity.
The term began to appear more regularly in 2002. John Robb wrote in his blog JROBB.MINDPLEX.ORG:
"What is Web 2.0? It is a system that breaks with the old model of centralized Web sites and
moves the power of the Web/Internet to the desktop."
O'Reilly Media and MediaLive hosted the first Web 2.0 conference in 2004, firmly entrenching Web 2.0
as a term of art. John Battelle and Tim O'Reilly described Web 2.0 as "Web as Platform", where software
applications are run in the cloud instead of installed on a device. They predicted that the activities of
users generating content could be "harnessed" to create value. Web 1.0 is the online Encyclopedia
Britannica (static proprietary content); Web 2.0 is Wikipedia (dynamic, evolving crowd-sourced content).
Below is a “tag cloud” for Web 2.0 (a tag cloud graphically represents a weighted list of words).

HTTP://UPLOAD.WIKIMEDIA.ORG/WIKIPEDIA/COMMONS/A/A7/WEB_2.0_MAP.SVG
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KEY DIFFERENTIATORS AS DRIVERS
These are the Key Differentiators identified by Tim O’Reilly at the first Web 2.0 conference in San
Francisco in October 2004 (www.oreilly.com/pub/a/web2/archive/what-is-web-20.html).

1. The Web is a Strategic Platform
Web 1.0 was a collection of discrete, unrelated, silo-ed applications and
data. Web 2.0 is a huge range of interconnected devices and services which
can provide a new level of rich and immersive experiences.

2. Users Control Their Data
Web 1.0 placed data under the control of the applications and the web
sites. Web 2.0 publishes data in open and consumable formats. It enables
users to control their personal data through federation agreements.

3. Users Consume Services, not Packaged Software
Web 1.0 enabled users to interact with monolithic web applications using
desktop client software. Web 2.0 provides Software-as-a-Service (SaaS)
requiring nothing more than a web browser on the client device.
4. It is an Architecture of Participation
Web 1.0 enabled users to read content. Web 2.0 provides users the ability
to comment on content, to have their behaviors and choices add value to
other users and, perhaps most significantly, create content.
5. It Provides Cost-effective Scalability
Web 1.0 was built on the traditional deployment model of applications
hosted on servers in a data center. Web 2.0 amalgamates services,
infrastructure and data in the cloud into a seamless set of functionality.

6. It Enables Remixable Data Sources and Data Mash-ups
Web 1.0 hid data from users behind a rigid user interface. Web 2.0 enables
data as a service using open data web services and application programming
interfaces to enable machine-to-machine data interchange.

7. Software Transcends Any Single Device
Web 1.0 applications were built for desktop web browsers – often for a
particular browser version. Web 2.0 applications are built to run effectively
on a variety of devices regardless of screen size or browser.
8. It Harnesses the Collective Intelligence and Knowledge of the Users
Web 1.0 was based upon the intelligence and knowledge of the web
designers. Web 2.0 leverages the amassed knowledge of everyone as well as
group intelligence that emerges from collaboration and competition.
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WHY IS THIS IMPORTANT TO DBHIDS?
The purpose of the Web 2.0 Strategic Plan is to document principles and objectives to support an
ongoing process of evaluating and implementing web technologies. The purpose of those technologies is
to enable better service delivery and more efficient operations. In the same way that web technologies
have evolved in the new millennium, the manner in which we use these technologies must evolve.
Web 1.0 technologies enhanced functionality
through substitution and augmentation of
business processes. A paper form or an existing
process was “web-enabled” without any business
process reengineering. This provided some value
as it reduced somewhat the cost of the existing
business process. Today, however, users expect a
better web experience, and Web 2.0 provides it.

Web 1.0 was about COMMERCE
Web 2.0 is about PEOPLE

Web 2.0 technologies are transformative, enabling
the modification and redefinition of business
processes. The manner in which users interact
with the organization is completely redefined. This
provides tremendous value by eliminating costs
associated with bureaucracy. More importantly,
these technologies enable modification and even
redefinition of the way services are provided. The
organization is more efficient, more effective,
more responsive and more agile.

http://cooltownstudios.com

DBHIDS WEB 2.0 STRATEGIC PLAN COMPONENTS
The DBHIDS Web 2.0 Strategic Plan includes the following
Six guiding principles that inform the development of strategies to meet the collaboration and
communications needs of the organization and will continue to guide their implementation
Nine core objectives that describe concrete, action-oriented targets that categorize and focus
collaboration and communications efforts
Four Web 2.0 technology categories that group related collaboration and communications
functionality with common attributes or characteristics
A steering committee charter that establishes governance for this initiative
A requirements appendix that captures and categorizes the stated needs and desires of the
Department in the Web 2.0 collaboration and communications space now and in the future
A glossary that defines the Web 2.0 terminology used in this document
The principles, objectives and technology categories are enumerated briefly on the next page.
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Principles, Objectives and Categories
Web 2.0 Guiding Principles
1. Begin with a Department Focus
2. Address Unique Needs
3. Embrace Inclusive Agility
4. Act Deliberately and Informed
5. Address Immediate Needs
6. Start Small, Fail Quickly

Web 2.0 Core Objectives
1. Findability of Information
2. Collaboration Support
3. Create Once, Publish Many
4. Organize by Audience
5. Single Sign-on User Experience
6. Crowd-Sourced Content
7. Designated Content Stewardship
8. Web-based Interaction
9. Common Hosting Platform

Web 2.0 Technology Categories
1. Collaboration Tools

2. Communication Tools
3. Portal/Interaction Platforms
4. Social Media Tools

These are described in more detail in the sections that follow.

2 February 2015
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DBHIDS WEB 2.0 GUIDING PRINCIPLES
A guiding principle is a comprehensive and fundamental law, doctrine, or assumption that provides
overarching guidance for development of a solution. A good principle is not outdated by advancing
technology and, more importantly, provides objective reasons for advancing it instead of alternatives.
The following six guiding principles provide focus for the identification of goals and objectives for our
Web 2.0 initiative and the formation of strategies to achieve those goals and objectives.
1. Begin with a Department Focus
All things being equal, a solution or solutions will be chosen taking into account
the needs of the entire Department consistent with the DBHIDS Web 2.0
Collaboration and Communications Strategic Plan.

2. Address Unique Needs
Where there are unique needs for a DBHIDS business unit, component or
program, every effort will be made to normalize those needs within the
Department strategic plan. Where true unique needs exist, however, those
needs will be met and not be compromised for the sake of a single approach.
3. Embrace Inclusive Agility
We will work quickly to include all stakeholders, identify priorities, perform
research and make decisions. Inclusive Research Groups and Work Groups will
address specific topics quickly, with agility.

4. Act Deliberately and Informed
If there is no urgency for a particular solution, we will not implement
something quickly. Rather, we will research options quickly and make informed
decisions quickly. Technologies will not be adopted as strategic solutions just
because they are expedient, inexpensive or already present.
5. Address Immediate Needs
For urgent functionality, if a comprehensive solution is not imminent, we will
choose the best available technology with the understanding that it could
change in the future. This decision-making must still be informed by the
strategic needs of the Department.
6. Start Small, Fail Quickly
Because of the rate of change in Web 2.0 technologies, extended research into
potential solutions is counterproductive, which also makes implementing a “big
bang” initiative extremely risky. We will make informed solution choices and
implement small-scale pilot efforts to either create quick success or fail quickly.
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DBHIDS WEB 2.0 CORE OBJECTIVES
These nine core objectives are the heart of the department’s Web 2.0 initiative. Each objective aligns
with one or more of the guiding principles.
1. Findability of Information
Solutions need to support the ability to locate content, resources, anything –
both internally and externally as appropriate. We must be able to “google”
within our own content libraries and knowledge bases to find information or
data of any kind related to the search term(s), regardless of the content format.
2. Collaboration Support
Both internal and external users need to be able to collaborate as appropriate.
It shall be expected that any new functionality will engage colleagues and
community partners and will need to provide all of the collaboration tools and
functionality expected of contemporary web solutions.
3. Create Once, Publish Many
Content creation can be federated or distributed, but content and
communications management should be centralized. Calendar events, press
releases, announcements and other official content should be managed in one
place and published into the channels or onto sites that require it.
4. Organize by Audience
Information should be arranged by audience rather than by organizational
structure. Visitors should be able to find what they are looking for through
natural affinities of related services using intuitive navigation, not by having
knowledge of how we are organized at that moment in time.
5. Single Sign-on User Experience
Visitors should be treated as a single customer of many services, not many
customers. There should be portals for various communities that enable
authentication of the user in a secure and trusted way and that then provide
access to all functionality intended for that user requiring authentication.
6. Crowd-Sourced Content
We need governed but agile creation of content by multiple audiences and
audience types. Some content must be tightly governed in a create-reviewpublish model, but other types of content can be crowd-managed with
minimum review. Different communities can manage different types of content
using different review mechanisms.

2 February 2015
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DBHIDS Web 2.0 Core Objectives, continued
7. Designated Content Stewardship
Responsibilities for creating, updating and removing official content must be
understood by those responsible. Official content should never be out-of-date,
inaccurate or stale. Changes to official content must be through a controlled
process that provides auditability of who, what and when.
8. Web-based Interaction
This must be the new normal. Any process or form that is created or modified in
the future should not only be web-enabled, but leverage existing functionality
and information. Business processes need to be reimagined to evolve from the
bureaucratic, assembly-line, silo-ed millennium into the collaboration and
ubiquitous information access millennium.
9. Common Hosting Platform
We do not need a separate hosted site every time we need a new web site. The
Department requires only one web hosting platform onto which all functionality
can be mapped. A single robust hosting platform simplifies administration,
reduces costs, and optimizes version control and content consistency.

DBHIDS WEB 2.0 TECHNOLOGY CATEGORIES
These technology categories are somewhat arbitrary as technologies will overlap multiple categories.
They do however indicate the breadth of what is meant by Web 2.0 and how almost all technology now
and in the future will be Web 2.0-related.
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WEB 2.0 STEERING COMMITTEE CHARTER
BACKGROUND
As a result of a Joint Requirements Development Session held January 13, 2015 to discuss the role of
Web 2.0 technologies at DBHIDS, the need for a Steering Committee was determined to be essential to
guiding and prioritizing the many related initiatives that were identified by forty-five participants.

PURPOSE
The Steering Committee will have the following responsibilities:
 Serve as the central clearinghouse for DBHIDS Web 2.0 initiatives.
 Identify and prioritize DBHIDS Web 2.0 initiatives and activities.
 Develop a Strategic Plan for DBHIDS Web 2.0 implementation.
 Empower Research Group and Work Group teams to address Web 2.0 initiatives.
 Receive recommendations from Research Group and Work Group teams.
 Monitor and encourage progress by the Research Group and Work group teams.
 Approve activities where appropriate.
 Forward recommendations to Executive Management as necessary.

METHODOLOGY
This Steering Committee will meet in person or electronically. Dan Paolini will serve as chairperson until
such time as another chairperson is selected by the Committee. Decision-making will be by consensus.
Where clear consensus cannot be reached, the Steering Committee will summarize the issues and
forward to Executive Management for guidance.

TIMELINE
This Steering Committee is a standing committee that will continue to provide guidance to Web 2.0
initiatives now and in the future. Members may rotate on and off but the purpose of the Steering
Committee will continue.

MEMBERS
Name
Dr. Arthur C. Evans ex officio
Dan Paolini chairperson
Christine Drake analyst
Maria Cabiya
Dana Careless
David Kim
Sabrina Nansteel-Bunt
Larry Pace
Abigail Pol
Missy Robinson

2 February 2015

Unit
Commissioner
Chief Information Officer
Web 2.0 Coordination
Strategic Planning Division
Health Promotion
Communications
NIAC
IDS
Network Development
CBH Training & Operations

Email
ARTHUR.C.EVANS@PHILA.GOV
DANIEL.PAOLINI@PHILA.GOV
CHRISTINE.DRAKE@PHILA.GOV
MARIADELMAR.CABIYA@PHILA.GOV
DANA.CARELESS@PHILA.GOV
DAVID.KIM@PHILA.GOV
SABRINA.NANSTEEL-BUNT@PHILA.GOV
LARRY.PACE@PHILA.GOV
ABIGAIL.POL@PHILA.GOV
MARYELLEN.ROBINSON@PHILA.GOV
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REQUIREMENTS APPENDIX
The following requirements, concerns, principles and desired features and behaviors were identified by
participants in a Joint Requirements Development session held on January 13, 2015.

Better Collaboration

















Internal Collaboration (Intranet)
The ability to locate updated information on all DBHIDS employees
Location to advertise open positions on work groups committees
Ability for work groups to collaborate electronically
External Collaboration (extranet)
Portal to interact with providers and employees
Way for providers and employees to electronically submit complaints, grievances,
A way for providers and employees to update current contact information
A way for providers and employees to give feedback and suggestions
Ability to share and work on large files
Internal Room Scheduling
Wiki-based Knowledge Management : for internal and external users
The ability to manage current documents such as PDF’s, but also currently updating live
documents.
Software suggested: Wiki – allows for a document to see constant change, without losing its
accessibility.
Allows for DBHIDS and providers to share information and templates
Surveys

Better Communications








Multi-role Email Distribution
Newsletter Publication
Multi-role Contact Management
Voice conferencing
Video conferencing
Coordinated Broadcast Communication
Surveys

Social Media Management








Blogging
YouTube
Twitter
Facebook
LinkedIn
Pinterist
Etc.
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Cohesive Website











The website being organized not by Units, but by services and needs
DBHIDS website updated constantly to show correct contact information and services
offered.
The ability to manage content on Website so users have confidence they are receiving the
most up to date information.
Consumer able to navigate website and services available with no knowledge of DBHIDS
Units
Listing of providers information
Provide referral list for the specific need the consumers is requiring about
Web Content that does not require knowledge of the organization
Provide referral list for the specific need the consumers is requiring about
Ability to navigate website and services available with no knowledge of DBHIDS Units
Branding (The ability to show users that the website is official is by using the logo, certain
colors)

Multi-role Calendar



Agenda of the Day for DBHIDS: One process that shows all events for DBHIDS at all locations
A single event management system that enables publication of different calendars
customized for different audiences without having to duplicate event data

Event Registration





The ability to see all events going on at DBHIDS and register
The ability to see who has registered for the DBHIDS
The ability to allow internal and external to register for events
Better Communications

Learning Management System






Training services for DBHIDS
The ability to display training scheduled for internal and external users
Allow for DBHIDS, providers and consumers to participate
The ability to create trainings for internal and external users
Trainings on how to use website and software

Other Principles/Suggestions







Role-based Security
Search and Findable: Web presence: How is DBHIDS found
Access to Research Libraries
Resource Bank
Skills Bank
Access to Home Drive from anywhere
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GLOSSARY
(All definitions are from Wikipedia unless otherwise noted.)

Application
See Application Software.

Application Programming Interface
An application programming interface (API) is a set of routines, protocols, and tools for building
software applications. An API expresses a software component in terms of its operations, inputs,
outputs, and underlying types. An API defines functionalities that are independent of their
respective implementations, which allows definitions and implementations to vary without
compromising each other. A good API makes it easier to develop a program by providing all the
building blocks. A programmer then puts the blocks together.

Application Software
Application software is a set of one or more programs designed to carry out operations for a
specific application. Application software cannot run on itself but is dependent on system
software to execute. Examples of application software include MS Word, MS Excel, a console
game, a library management system, a spreadsheet system etc.

Authentication
Authentication is the act of confirming the truth of an attribute of a single piece of data (datum)
or entity. In contrast with identification which refers to the act of stating or otherwise indicating
a claim purportedly attesting to a person or thing's identity, authentication is the process of
actually confirming that identity.

Business Communications
Business communication (or simply "communication", in a business context) encompasses
topics such as marketing, brand management, customer relations, consumer behavior,
advertising, public relations, corporate communication, community engagement, reputation
management, interpersonal communication, employee engagement, and event management. It
is closely related to the fields of professional communication and technical communication.
Media channels for business communication include the Internet, print media, radio, television,
ambient media, and word of mouth. Business communication can also refer to internal
communication that takes place within the organization.

Cloud
See Cloud Computing.

Cloud Computing
Cloud computing is a recently evolved computing terminology or metaphor based on utility and
consumption of computing resources. Cloud computing involves deploying groups of remote
servers and software networks that allow centralized data storage and online access to
computer services or resources. Clouds can be classified as public, private or hybrid.

2 February 2015
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Collaboration Platform
Collaborative software or groupware is application software designed to help people involved in
a common task to achieve goals. One of the earliest definitions of collaborative software is
“intentional group processes plus software to support them”. Understanding the differences in
human interactions is necessary to ensure that appropriate technologies are employed to meet
interaction needs.
Software products such as email, calendaring, text chat, wiki, and bookmarking belong to this
category whenever used for group work, whereas the more general term social software applies
to systems used outside the workplace, for example, online dating services and social
networking sites like Twitter and Facebook.
Groupware can be divided into three categories depending on the level of collaboration:
1. Communication-level can be thought of as unstructured interchange of information.
Phone calls, texts and instant message discussions are examples of this.
2. Collaboration-level refers to interactive work toward a shared goal. Brainstorming,
shared document editing and voting are examples of this.
3. Coordination-level refers to complex interdependent work toward a shared goal. A
good metaphor for understanding this is to think about a sports team; everyone has to
contribute the right play at the right time as well as adjust their play to the unfolding
situation – but everyone is doing something different – in order for the team to win.
This is complex interdependent work toward a shared goal: collaborative management.
The use of collaborative software in the work space creates a collaborative working
environment (CWE). A collaborative working environment supports people in both their
individual and cooperative work thus evolving into a new class of professionals, e-professionals,
who can work together irrespective of their geographical location.

Communications
See Business Communications.

Content Management
Content management (CM), is a set of processes and technologies that supports the collection,
managing, and publishing of information in any form or medium. When stored and accessed via
computers, this information has come to be referred to, simply, as content or, to be precise,
digital content. Digital content may take the form of text (such as electronic documents),
multimedia files (such as audio or video files), or any other file type that follows a content
lifecycle requiring management. The process is complex enough to manage that several large
and small commercial software vendors such as Interwoven and Microsoft offer content
management software to control and automate significant aspects of the content lifecycle.
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Crowdsourcing
Crowdsourcing is the process of obtaining needed services, ideas, or content by soliciting
contributions from a large group of people, and especially from an online community, rather
than from traditional employees or suppliers. While this definition from Merriam Webster is
valid, a more specific definition is heavily debated. The process of crowdsourcing is often used
to subdivide tedious work and has occurred successfully offline. It combines the efforts of
numerous self-identified volunteers or part-time workers, where each contributor of their own
initiative adds a small portion to the greater result. The term "crowdsourcing" is a portmanteau
of "crowd" and "outsourcing"; it is distinguished from outsourcing in that the work comes from
an undefined public rather than being commissioned from a specific, named group.

Crowd-Managed Content
Crowd-managed content extends the capability of crowdsourcing to include decision making
about the use and lifecycle of the content. “For example, a crowd-managed business, unlike a
traditional business, encourages a large group of people to decide on business matters. Thus,
effective communication is extremely important. The only way for a large group of people from
all over the world to communicate efficiently is through web-based communication supported
by Web 2.0 technologies”. (www.leadershiptrainingtutorials.com) YOLO Repo, a repository
managed by the crowd, is an example. (www.reddit.com/r/yolorepo)

Crowd-sourced Content
See Crowdsourcing.

Data Mash-Up
See Mash-up.

Document Management System
A document management system (DMS) is a system (based on computer programs in the case
of the management of digital documents) used to track and store documents. It is usually also
capable of keeping track of the different versions modified by different users (history tracking).
The term has some overlap with the concepts of content management systems. It is often
viewed as a component of enterprise content management (ECM) systems and related to digital
asset management, document imaging, workflow systems and records management systems.

Event Management
Event management is the application of project management to the creation and development
of large scale events such as festivals, conferences, ceremonies, formal parties, concerts, or
conventions. It involves studying the brand, identifying the target audience, devising the event
concept, planning the logistics and coordinating the technical aspects before actually launching
the event.
Event management is considered one of the strategic marketing and communication tools by
companies of all sizes. From product launches to press conferences, companies create
promotional events to help them communicate with clients and potential clients.
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Event managers may also use news media to target their audience, hoping to generate media
coverage which will reach thousands or millions of people. They can also invite their audience to
their events and reach them at the actual event.

Event Management System
An event management system is application software that supports event management.

Federation
A Federation is multiple computing and/or network providers agreeing upon standards of
operation in a collective fashion. The term may be used when describing the inter-operation of
two distinct, formally disconnected, networks or systems that may have different internal
structures. The term may also be used when groups attempt to delegate collective authority of
development to prevent fragmentation.

Information Architecture
Information architecture (IA) is the structural design of shared information environments; the
art and science of organizing and labeling websites, intranets, online communities and software
to support usability and findability; and an emerging community of practice focused on bringing
principles of design and architecture to the digital landscape. Typically, it involves a model or
concept of information which is used and applied to activities that require explicit details of
complex information systems. These activities include library systems and database
development.

Infrastructure (Computing)
Infrastructure is the basic physical and organizational structure needed for the operation of a
computer system. It can be generally defined as the set of interconnected structural elements
that provide a framework supporting an entire structure of development. The term typically
refers to the technical structures that support a society … and can be defined as "the physical
components of interrelated systems providing commodities and services essential to enable,
sustain, or enhance societal living conditions.” Computing infrastructure is the physical
computing environment.

Mash-Up
A mash-up, in web development, is a web page, or web application, that uses content from
more than one source to create a single new service displayed in a single graphical interface. For
example, you could combine the addresses and photographs of your library branches with a
Google map to create a map mash-up. The term implies easy, fast integration, frequently using
open application programming interfaces (open API) and data sources to produce enriched
results that were not necessarily the original reason for producing the raw source data.
The main characteristics of a mash-up are combination, visualization, and aggregation. It is
important to make existing data more useful, for personal and professional use. To be able to
permanently access the data of other services, mash-ups are generally client applications or
hosted online.
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Mash-up composition tools are usually simple enough to be used by end-users. They generally
do not require programming skills and rather support visual wiring of GUI widgets, services and
components together. Therefore, these tools contribute to a new vision of the Web, where
users are able to contribute.

Normalization (Sociology)
Normalization refers to social processes through which ideas and actions come to be seen as
"normal" and become taken-for-granted or natural in everyday life.

Normalize
See Normalization (Sociology).

Platform
A computing platform is, in the most general sense, whatever pre-existing environment a piece
of software is designed to run within, obeying its constraints, and making use of its facilities.
Typical platforms include hardware architecture, operating system (OS) and runtime libraries.
See also Platform Technology.

Platform Technology
Platform technology is a term for technology that enables the creation of products and
processes that support present or future or past development. It establishes the long-term
capabilities of research and development institutes. It can be defined as a structural or
technological form from which various products can emerge without the expense of a new
process/technology introduction. In computing platforms, for example, computer hardware
serves as platform for an operating system which in turn is a platform for Enterprise
Infrastructure Software which in turn is a platform for application software.

Platform-as-a-Service
Platform-as-a-Service (PaaS) is a category of cloud computing services that provides a platform
allowing customers to develop, run and manage Web applications without the complexity of
building and maintaining the infrastructure typically associated with developing and launching
an application. PaaS can be delivered in two ways: as a public cloud service from a provider,
where the consumer controls software deployment and configuration settings, and the provider
provides the networks, servers, storage and other services to host the consumer's application;
or as software installed in private data centers or public infrastructure as a service and managed
by internal IT departments.

Portal (Web)
A web portal is most often one specially designed Web page which brings information together
from diverse sources in a uniform way. Usually, each information source gets its dedicated area
on the page for displaying information (a portlet); often, the user can configure which ones to
display. Variants of portals include mash-ups and intranet "dashboards" for executives and
managers. The extent to which content is displayed in a "uniform way" may depend on the
intended user and the intended purpose, as well as the diversity of the content. Very often
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design emphasis is on a certain "metaphor" for configuring and customizing the presentation of
the content and the chosen implementation framework and/or code libraries. In addition, the
role of the user in an organization may determine which content can be added to the portal or
deleted from the portal configuration.

Role-Based Access Control
In computer systems security, role-based access control (RBAC) is an approach to restricting
system access to authorized users. It can implement mandatory access control (MAC) or
discretionary access control (DAC). RBAC is sometimes referred to as role-based security.
Within an organization, roles are created for various job functions. The permissions to perform
certain operations are assigned to specific roles. Members or staff (or other system users) are
assigned particular roles, and through those role assignments acquire the computer permissions
to perform particular computer-system functions. Since users are not assigned permissions
directly, but only acquire them through their role (or roles), management of individual user
rights becomes a matter of simply assigning appropriate roles to the user's account; this
simplifies common operations, such as adding a user, or changing a user's department.

Role-Based Security
See Role-Based Access Control.

Server
A server is a running instance of an application (software) capable of accepting requests from
the client and giving responses (serving) accordingly. Servers can run on any computer including
dedicated computers, which individually are also often referred to as "the server". In many
cases, a computer can provide several services and have several servers running. The advantage
of running servers on a dedicated computer is security.
Servers are computer programs running to serve the requests of other programs, the clients.
Thus, the server performs some tasks on behalf of clients. The clients typically connect to the
server through the network but may run on the same computer. Servers often provide essential
services across a network, either to private users inside a large organization or to public users
via the Internet. Typical computing servers are database server, file server, mail server, print
server, web server, gaming server, and application server.

Social Media
Social media are computer-mediated tools that allow people to create, share or exchange
information, ideas, and pictures/videos in virtual communities and networks. Social media is
defined as "a group of Internet-based applications that build on the ideological and
technological foundations of Web 2.0, and that allow the creation and exchange of usergenerated content." Furthermore, social media depend on mobile and web-based technologies
to create highly interactive platforms through which individuals and communities share, cocreate, discuss, and modify user-generated content. They introduce substantial and pervasive
changes to communication between businesses, organizations, communities, and individuals.
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Software-as-a-Service
Software-as-a-Service (SaaS) is a software licensing and delivery model in which software is
licensed on a subscription basis and is centrally hosted. It is sometimes referred to as "ondemand software". SaaS is typically accessed by users using a thin client via a web browser. SaaS
has become a common delivery model for many business applications, including office and
messaging software, payroll processing software, database management software, management
software, CAD software, development software, virtualization, accounting, collaboration,
customer relationship management (CRM), management information systems (MIS), enterprise
resource planning (ERP), invoicing, human resource management (HRM), content management
(CM) and service desk management.
SaaS is considered to be part of the nomenclature of cloud computing, along with
Infrastructure-as-a-Service (IaaS), Platform-as-a-Service (PaaS), Desktop-as-a-Service (DaaS),
Backend-as-a-Service (BaaS) and Information Technology Management-as-a-Service (ITMaaS).

Tag Cloud
A tag cloud (word cloud, or weighted list in visual design) is a visual representation for text data,
typically used to depict keyword metadata (tags) on websites, or to visualize free form text. Tags
are usually single words, and the importance of each tag is shown with font size or color. This
format is useful for quickly perceiving the most prominent terms and for locating a term
alphabetically to determine its relative prominence. When used as website navigation aids, the
terms are hyperlinked to items associated with the tag.

User Interface
A user interface is a point of interaction between a computer and humans; it includes any
number of modalities of interaction (such as graphics, sound, position, movement...) where data
is transferred between the user and the computer system.

Web 1.0
Web 1.0 is a retronym referring to an early stage of the World Wide Web's evolution. Personal
web pages were common, consisting mainly of static pages hosted on ISP-run servers, or on free
hosting services. The vast majority of users were simple content consumers.

Web 2.0
Web 2.0 describes World Wide Web sites that use technology beyond the static pages of earlier
Web sites. The term was coined in 1999 by Darcy DiNucci and was popularized by Tim O'Reilly at
the O'Reilly Media Web 2.0 conference in late 2004. Although Web 2.0 suggests a new version
of the World Wide Web, it does not refer to an update to any technical specification, but rather
to cumulative changes in the way Web pages are made and used.
A Web 2.0 site may allow users to interact and collaborate with each other in a social media
dialogue as creators of user-generated content in a virtual community, in contrast to Web sites
where people are limited to the passive viewing of content. Examples of Web 2.0 include social
networking sites, blogs, wikis, folksonomies, video sharing sites, hosted services and mash-ups.
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