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DIGITAL AGENDA FOR EUROPE
Glossary

This glossary includes words, phrases and abbreviations used on this website and elsewhere. It reflects the diversity of our activities, covering a wide range of scientific, technological, policy and regulatory domains.
Active Assisted Living (AAL) / Active Ageing

A combination of intelligent systems, products and services, integrated into the living environment, to compensate predominantly age-related functional limitations and to support an independent, active and healthy course of life.
Broadband

A term applied to high speed telecommunications systems, i.e. those capable of simultaneously supporting multiple information formats such as voice, high-speed data services and video services on demand.
Cloud Computing

Model for enabling convenient on-demand network access to a shared pool of configurable computing resources, e.g. networks, servers, storage, applications and services. Users do not need to invest in their own infrastructures (sites). Storage and processing takes place in the cloud rather than at the user's premises or on the user's devices. Cloud services can scale up or down according to demand, giving the "illusion of unlimited resources".
Digital Agenda for Europe
The Digital Agenda is the European Union's strategy which ensures that digital technologies, including the internet, are used to stimulate Europe's economy and help Europe's citizens and businesses to get the most out of these technologies.
Digital Agenda Scoreboard

The Digital Agenda Scoreboard assesses progress with respect to the targets set out in the Digital Agenda. In addition, it provides analysis and detailed data on all the policy areas covered by the Digital Agenda.

Digital Economy & Jobs

The digital economy is a major source of global growth. In Europe, we must create the right conditions for exploiting this source of growth. This will in turn boost competition, trigger investments and innovation resulting in better services and more choice for consumers and create new jobs. The digital economy currently represents (7.0%) of the EU GDP and is a major source of yearly employment growth (4.1 %).
Digital Single Market

The Digital Single Market could be defined as an area where individuals and businesses can exercise online activities under conditions of fair competition, irrespective of their nationality or place of residence. The overall objective should be a “single market ready for the digital age”, where the free movement of goods, persons, services and capital is enhanced by digital technologies.

eCommerce
Generic term used to describe trade over the internet. The activities concerned include selling goods online, offering online information or commercial communications, providing tools allowing for search of products and services, access and retrieval of data.
eGovernment

Use of ICT systems to provide better public services to citizens and businesses. ICTs are already used by government and businesses. Effective eGovernment also involves rethinking organisations and processes and changing behaviour so that public services are delivered more efficiently to people.
eHealth

Refers to ICT tools and services which can improve prevention, diagnosis, treatment, monitoring and management. It can benefit the entire European community by improving access and quality of care and making the health sector more efficient.
eInclusion (Digital Inclusion)
Refers to achieving an inclusive information society. New developments in technology turn the risk of a digital divide all segments of the population, including age, gender, disabilities, ethnicity, and/or those living in remote geographical regions. E-Inclusion mainly covers the development of policies, maintenance of a knowledge base, research and technology development, deployment and dissemination of best practices.

Europe 2020

A 10-year strategy proposed by the European Commission on 3 March 2010 for advancing the economy of the European Union. It aims at "smart, sustainable, inclusive growth" with greater coordination of national and European policy. It follows the Lisbon Strategy for the period 2000–2010. The strategy identifies five main targets the European Union should take to boost growth and employment.
Future and Emerging Technologies (FET)

The area for new ideas and themes for long-term research. Its mission is to promote high risk research offset by potential breakthrough with high technological and/or societal impact.

Green Computing/ICT

Together with reducing ICT's own energy footprint it is about assuring a positive contribution of digital technologies to improving energy security and resource utilisation and reducing carbon emissions across the EU.
Horizon 2020 (H2020)

The financial instrument implementing the Innovation Union, a Europe 2020 flagship initiative aimed at securing Europe's global competitiveness.
Internet of Things (IoT)

Dynamic global network infrastructure with self-configuring capabilities based on standard and interoperable communication protocols.
Machine-to-Machine (M2M)

Paradigm in which the end-to-end communication is executed without human intervention connecting non-IT objects to an IT infrastructure. The basis of the Internet of Things (IoT).
Robotics

The science of design, engineering and use of increasingly intelligent machines that sense, act purposefully and perform work autonomously. Robots are used for repetitive, dull, dirty or dangerous tasks, and to assist humans in e.g. healthcare, agriculture and domestic activities.
Smart Cities

A city becomes smart when ICT infrastructures and applications deliver benefits to its citizens. Mentioned benefits include making a city more sustainable and greener through less energy consumption and more of it from renewable sources, improving the efficiency of transport and public services, and rendering a city's administration more responsive. A developed urban area creates sustainable economic development and high quality of life.
Voice over Internet Protocol (VoIP)

A technology used for transmitting telephone calls over the Internet using packet-linked routes, from any device, including mobile and fixed line phones.

Web 2.0

Refers to an incremental development of the technologies behind the World Wide Web, allowing the user to participate and contribute directly to the production of information, rather than being a mere passive receiver of it.

