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Lecture 6.  
WEB 2.0 

OBJECTIVES: 

▪ Understand what is Web 2.0 and how it differs from Web 1.0 
▪ Identify the main forms of Web 2.0 
▪ Understand the main business applications of Web 2.0 

WHAT IT IS 

Web 2.0: A second generation in the development of the WWW. A combination of technologies that 
focus on user collaboration, sharing of user-generated content and social networking. Started in 2001. 

Moves on from Web 1.0’s provision of just information to users, to now a user-driven computing 
platform serving web applications. These applications deliver software as a continually-updated 
service with a benefit from increasing number of users. It consumes and remixes data from multiple 
sources, while providing their own data in a form that allows remixing by others, creating network 
effects (increasing referral strength) through participation. E.g. Facebook, Linkedin.  

 

SOCIAL BOOKMARKING/FOLKSOMONY IN WEB 2.0 

 A tag is a keyword or term that describes a piece of information (article, image, video etc.) it is 
used to categorise and find information.  

Thus, social tagging enables collaborative creations and managing tags to annotate and categorise 
online content.  

Really simple syndication (RSS) 

 A format for delivering regularly changing web content such as news and weblogs as web-
feeds. Enable users to design their own content and view it on RSS readers. E.g. Reddit 

Mashups  

Web 1.0
Controlled - users to only visit and 

view sites

Software as a product (license fees)

Based on proprietary technology - users 
can't see or change how the applications 

works
Product value is fixed

Passive consumption of information 
and products (no network effect)

"ONLINE CATALOGUE"

Web 2.0
Interactive - users generate content, 

functionality or layout of sites

Software as a free service

Based on freely available open source -
code can be viewed and changed

Product value increases with use (fb, 
netflix)

Social participation, communities, 
active consumption of info & services

"SOCIAL MEDIA"
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