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Glossary from FOLDOC (Imperial)

1. Coder/Decoder 
<communications> (CODEC) An electronic device combining the circuits needed to convert digital signals to and from analog form, e.g. pulse code modulation.
2. Pulse Code Modulation

<data> (PCM) A method by which an audio signal is represented as digital data.

3. network

<networking> Hardware and software data communication systems. Networks are often classified according to their geographical extent: local area network (LAN), metropolitan area network (MAN), wide area network (WAN), and also according to their protocols.
4. Open Systems Interconnection

<networking>  (OSI-RM, OSI Reference Model, seven layer model) A model of network architecture and a suite of protocols to implement it, developed by ISO as a framework for international standards in heterogeneous networks. The OSI architecture has seven layers, from lowest to highest: 1. physical , 2. data link,  3. network,  4. transport,  5. session,  6. presentation, and  7. application layer. Each layer uses the layer immediately below it, and provides a service to the layer above. Apart from its actual application to real protocols, it also serves as a useful teaching model in computer networks.
5. Application Protocol Data Unit

<networking>  (APDU) A packet of data exchanged between two application programs across a network infrastructure. This is the highest level view of communication in the OSI seven layer model, and a single packet exchanged at this level may actually be transmitted as several packets at a lower layer as well as having extra information (headers) added for routing purposes.
6. packet

<networking> The unit of data sent across a network infrastructure. Packet is a generic term used to describe a unit of data at any layer of the infrastructure.
7. frame

<networking>  A data link layer packet which contains the header and trailer information required by the physical medium. That is, network layer packets are encapsulated to become frames.

8. datagram

<networking> A self-contained, independent entity of data carrying sufficient information to be routed from the source to the destination computer without reliance on earlier exchanges between source and destination.
9. Automatic Repeat Request

<communications> (ARQ) An error control procedure allowing only one packet to be in transit between the receiver and the transmitter. Also known as stop and wait. Each packet is acknowledged by the receiver by sending back a special ACK character. In the event of packet loss, the receiver sends a NACK (negative ACK) character. ARQ was developed many years ago when line speeds were low. This technique is now considered inefficient because it results in poor link utilization. Today, we need to allow many packets in transit at the same time to increase utilization. Window flow control is used to regulate the traffic between the two ends.

10. Multiplexing
10a. time division multiplexing

<communications> (TDM) A type of multiplexing where two or more channels transmit over the same link, by allocating a different time interval ("slice") for the transmission. Some periodic synchronising signal or distinguishing identifier is usually required so that the receiver can tell which channel is which. TDM becomes inefficient when traffic is intermittent because time slices is allocated even when a channel has no data to transmit. Statistical time division multiplexing was developed to overcome this problem.
10b. statistical time division multiplexing

<communications> (STDM, StatMUX) A system developed to overcome inefficiencies of time division multiplexing, where time slices are still allocated to channels, even if they have no information to transmit. STDM allocates time slices only to active channels.
11. silence suppression (VoIP)
<communications> When a normal voice conversation takes place, time is wasted on silence from one or both ends. Network bandwidth can be conserved, if during periods of silence, packets are sent with silence-encoded signals. At the beginning of a silence period, a packet will be sent to the distant end to inform it that a period of silence is being entered. Silence suppression can be enabled or disabled on an established connection.

12. Asynchronous Transfer Mode

<communications> (ATM, or "fast packet") A method for the dynamic allocation of bandwidth using a fixed-size packet (called a cell). The cell length is 48 bytes for data plus 5 bytes for the header. Bytes are also known as octets. Another name for ATM is cell relay. This is a modern protocol which was developed after the TCP/IP protocol suite. Cell relay has much less overhead than any previous communication technology and operates within the range of hundreds of Mbps.
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