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Glossary from FOLDOC (Imperial)
1. storage

<storage> A device into which data can be entered, stored, and retrieved at a later time. The distinguishing characteristics of such a device are its capacity (the number of bytes it can store), its access speed, and whether it is volatile (loses data when the electrical power is turned off), removeable and/or writeable. Common examples of storage are DRAM, hard disk, buffer, cache, CD-ROM, and flash memory.
2. buffer

<storage> An area of memory used for storing messages temporarily. Typically, a buffer will have other attributes such as an input pointer (where new data will be written into the buffer), and an output pointer (where the next item will be read from) and/or a count of the space used or free.
3. cache
<memory management> /kash/ A temporary small fast memory  for storing recently accessed data, designed to speed up subsequent access to the same data. When an item (data or instruction) is read from - or written to - main memory, a copy is also saved in the cache along with the associated main memory address.
4. virtual memory

<memory management> A system design allowing a computer program to behave as though the computer's memory was larger than the actual physical RAM. The excess is stored on hard disk and copied to RAM as required. Virtual memory is much larger than physical memory, making it possible to run several programs for which the total code plus data size is greater than the amount of the physical RAM available. This is known as "demand paged virtual memory".
5. interface

<jargon> A boundary across which two diferent systems communicate. An interface might be a hardware connector used to link to other devices, or it might be a convention used to allow communication between two software systems. Examples of hardware interfaces are keybords, mouses, monitors, and modems. The operating system (OS) might also be seen as a software interface between a system and its users.
6. clock

<processor> A circuit in a processor that generates a regular sequence of electronic pulses used to synchronise operations of the processor's components. The time between pulses is the cycle time and the number of pulses per second is the clock rate or frequency. The speed of a modern processor is measured by the rate at which it executes instructions. The unit commonly used is known as MIPS  or millions of instructions per second.
7. benchmark

<software > A standard program or set of programs which are run on different computers to compare their performance. A benchmark attempts to indicate either the overall power of a system, by including a "typical" mixture of programs, or it may attempt to measure more specific aspects of performance, like graphics, input/output or computation (integer or floating-point). While no benchmark can fully characterise overall system performance, the results of a variety of benchmarks can give valuable insight into real performance.
______________________________________________________________________________
[image: image1][image: image2][image: image3]
