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360-degree capture /
WOV[VNYHWO`���ÄSTVNYHWO`

360-degree capture or photography is the process of digitally capturing 
a physical scene, area or object from multiple angles. Using computer 
software, the process allows the end user to experience a complete 
360- degree view and / or navigate a scene via an electronic device (such 
HZ�ZTHY[WOVUL��7*��4HJ��[HISL[��NHTLZ�JVUZVSL�VY�=9�OLHKZL[���

����KLNYLL�WOV[VNYHWO`�PZ�HSZV�ZVTL[PTLZ�YLMLYYLK�[V�HZ������=9�
photography, 360 panoramic photography, 360 spherical photography 
VY�WOV[VZWOLYL��;OL�WYVJLZZ�PZ�VM[LU�\ZLK�[V�JYLH[L�º]PY[\HS�[V\YZ»�HUK�
there are a number of branded providers of the service. 

����JVU[LU[�PZ�UV[�SPTP[LK�[V�WOV[VNYHWO �̀�*VTW\[LY�NLULYH[LK�ZJLULZ�
or single objects can also be delivered as a 360 experience.

Applications (apps)
Applications (apps) describes a type of software that can be 
downloaded and installed on an electronic device, typically a 
smartphone or tablet, or a games console or computer.

Audio tours

An audio tour is a recorded spoken commentary, typically used to 
assist a visitor with their understanding and exploration of a venue 
Z\JO�HZ�H�T\ZL\T��H�NHSSLY �̀�H�]PZP[VY�H[[YHJ[PVU�VY�HUV[OLY�ZWLJPÄJ�
location. Audio tours are normally delivered via a personal mobile 
handheld device (for example, smartphone or dedicated headset) and 
often used for self-guided visits. They are also sometimes used as part 
of an organised tour or visit.

Augmented reality (AR)

Augmented reality (AR) is the use of digital vision, sound or other 
sensory stimulus that is overlayed on to the real physical world through 
a technological / electronic device (such as smartphone, tablet, games 
console or computer headset). It creates an enhanced version of a real 
physical space and requires the use of a screen and camera. 

Augmented reality is sometimes also referred to as MR or Mixed reality.

*\Z[VT�>LI

A customised website (custom web) describes a bespoke website, 
^OPJO�TPNO[�OH]L�ZWLJPÄJ�\UPX\L�MLH[\YLZ�VY�HJJLZZ�[V�\UPX\L�KPNP[HS�
JVU[LU[��>LIZP[LZ�JHU�IL�H�WSH[MVYT�[V�VɈLY�H\KPLUJL�TLTILYZ�
access to multimedia content, time-limited or ticketed events (such as 
single performances, digital festivals) as well as more standard features 
such as e-commerce or general information about an organisation. 

Experience Economy (EE)

Experience Economy is a term initially coined by Joe Pine and James 
Gilmore that explores the shift that occurs when an organisation 
“intentionally uses services as the stage and goods as props to 
LUNHNL�HU�PUKP]PK\HS�¹�-YVT�[OL�WLYZWLJ[P]L�VM�[OL�JVUZ\TLY��[OL�RL`�
commodity that is purchased is time well spent.

Extended reality (XR)

Extended reality (XR) refers to all real and virtual combined environ-
ments and human-machine interactions generated by computer 
technology and wearables. It includes representative forms such 
HZ�H\NTLU[LK�YLHSP[`��(9���TP_LK�YLHSP[`��49��HUK�]PY[\HS�YLHSP[`��=9���
and areas that intersect them, including all aspects of computer 
imaging. XR is a superset that includes the entire spectrum of experi-
ence from the complete real to the complete virtual.

Immersive experience

Immersive experience typically uses a mix of audio, visual and 
perhaps other sensory stimuli (for example, scent or movement) to 
engage individuals into a created environment. 

An immersive experience might be presented as an in-person event 
and may not require any technical means, or could be delivered 
remotely as a purely digital experience. 

0U�[OL�JVU[L_[�VM�KPNP[HS��=9�HUK�(9�[LJOUVSVNPLZ�HYL�MYLX\LU[S`�\ZLK�[V�
create remote immersive experiences.

Live streaming

Live streaming describes the process of simultaneously recording 
and broadcasting / sharing real-time media, video and audio via the 
internet on a one-to-many basis. Live-streamed events may have 
some limited interaction between the performer and the audience, 
typically via a live chat function. 

4HU`�ZVJPHS�TLKPH�WSH[MVYTZ��PUJS\KPUN�-HJLIVVR��0UZ[HNYHT�HUK�
Twitch, facilitate live streaming, as do video hosting platforms, for 
L_HTWSL�@V\;\IL��]PH�@V\;\IL�3P]L��HUK�=PTLV�

In some examples, live-streamed content may be delivered after a 
short delay, to facilitate minor editorial changes in a similar way to any 
other live broadcast.
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4LZZHNPUN�WSH[MVYTZ�
+4�HUK�74

Messaging platforms allow users to direct message (DM) and private 
message (PM) their personal contacts with text, audio or visual /
WOV[VNYHWOPJ�JVU[LU[��4LZZHNPUN�WSH[MVYTZ�HYL�[`WPJHSS`�HJJLZZLK�]PH�
smartphone and tablet, and can also be used via computer. 

Some services allow users to create groups of contacts and publish 
TLZZHNLZ�[V�HSS�TLTILYZ�VM�[OL�JYLH[LK�NYV\W��4VZ[�ZLY]PJLZ�YLJVYK�
^OLU�[OL�PU[LUKLK�YLJPWPLU[�YLJLP]LZ�H�\ZLY»Z�TLZZHNL�HUK�ZVTL��Z\JO�
as WhatsApp) also notify the user when a message has been read.
4HU`�TLZZHNPUN�ZLY]PJLZ�HYL�PU[LNYH[LK�PU[V�ZVJPHS�TLKPH�WSH[MVYTZ�

Popular messaging platforms include:
Messenger�·�=VPJL��]PKLV�HUK�[L_[��TLZZHNLZ�HUK�JHSSZ���<ZLYZ�JHU�
exchange multimedia formats and can create groups. Part of the 
-HJLIVVR�ZVJPHS�TLKPH�WSH[MVYT�
WhatsApp�·�=VPJL��]PKLV�HUK�[L_[��TLZZHNLZ�HUK�JHSSZ���<ZLYZ�JHU�
create group chats and can exchange most multimedia formats. 
WhatsApp is the most popular messaging app in the world. 
Slack�·�;L_[�HUK�ÄSL�ZOHYPUN��<ZLYZ�JHU�JYLH[L�JOHUULSZ���Z\IQLJ[�NYV\WZ��
Slack is aimed at business users working on projects together. 
Discord�·�=PKLV��]VPJL�HUK�[L_[��<ZLYZ�JHU�JYLH[L�NYV\WZ�VY�J\Z[VT�
channels / topics. Popular with gamers. 
Snapchat�·�=VPJL��]PKLV��WOV[V�HUK�[L_[��TLZZHNLZ�HUK�JHSSZ���<USPRL�[OL�
other popular messaging services, messages automatically delete after 
viewing so there is no history. The service also includes Snapchat Stories, 
^OPJO�HSSV^Z�\WKH[LZ���WOV[VZ�[V�IL�ZOHYLK�HUK�]PL^LK�I`�HU�PUKP]PK\HS»Z�
group of followers; the posts expire 24 hours later.

4L[H]LYZL
The metaverse is an emerging term and concept used to describe a 
network of digitally created environments and 3D virtual worlds. It is focused 
around social connection and the interaction of users in virtual spaces. 

Nomis
(�ZLY]PJL�WYV]PKLK�I`�[OL�6ɉJL�MVY�5H[PVUHS�:[H[PZ[PJZ��65:��[OH[�
provides free access to the most detailed and up-to-date UK labour 
THYRL[�Z[H[PZ[PJZ�MYVT�VɉJPHS�ZV\YJLZ�

:0*

:[HUKHYK�0UK\Z[YPHS�*SHZZPÄJH[PVU�PZ�H�Ä]L�KPNP[�JVKL�[OH[�WYV]PKLZ�H�
framework for the collection, tabulation, presentation and analysis of data 
HIV\[�[OL�THPU�HJ[P]P[PLZ�VM�I\ZPULZZLZ��ÄYZ[�PU[YVK\JLK�PU�[OL�<2�PU�� ����
)\ZPULZZLZ�ZLSLJ[�\W�[V�MV\Y�:0*�JVKLZ�[OH[�YLWYLZLU[�[OLPY�JVYL�
I\ZPULZZLZ�HJ[P]P[PLZ�^OLU�[OL`�YLNPZ[LY�^P[O�*VTWHUPLZ�/V\ZL�

Social media

Social media describes the online digital channels used by networks of 
individuals or organisations to share, interact and exchange information, 
ideas, thoughts and option. 

Social media platforms typically allow users to share multimedia formats 
(audio, photography, video) as well as written comment or use of 
iconography to express their thoughts or emotions.

Popular social media platforms include:
Facebook — focused on networking people socially.
Instagram — focused on sharing imagery and photography.
TikTok�·�MVJ\ZLK�HYV\UK�ZOVY[�MVYT�]PKLV���ÄST��;PR;VR�PZ�RUV^U�PU�*OPUH�
as Douyin).
LinkedIn — focused on professional networking.
Twitch — focused on live-streaming content, particularly around
video games. 
Twitter — focused on networking / grouping topics with each post (called 
a tweet) limited to 140 characters. 
Discord — voice chat and video, text chat merging from PlayStation. 
Discord can create events. 
Weibo�·�*OPULZL�ZVJPHS�TLKPH�WSH[MVYT�
Pinterest — focused on creating groups of photographs, following 
ºIVHYKZ»�HUK�]PZP[PUN�YLSH[LK�^LIZP[LZ�VU�[OL�\ZLY»Z�ZLSLJ[LK�[VWPJ�HYLHZ�
�ºWPUUPUN»�P[LTZ�[V�[OLPY�IVHYK��·�\USPRL�V[OLY�WSH[MVYTZ��\ZLYZ�KV�UV[�
JVTTLU[�VU�[OL�WVZ[�P[ZLSM��*VU[LU[�JHU�IL�ZOHYLK�]PH�KPYLJ[�TLZZHNL�
using other messaging platforms such as WhatsApp.
Reddit — a socially curated social news / forum website

4HU`�VM�[OL�HIV]L�ZVJPHS�TLKPH�WSH[MVYTZ�OH]L�KPYLJ[�TLZZHNL�
facilities —either linked to the same provider or accessible to multiple 
messaging services.

Streaming

Streaming refers to the broadcast of pre-recorded content via the internet. 

In some examples, pre-recorded content might be delivered as a single 
L]LU[��H[�H�ZWLJPÄJ�[PTL�HUK�MYVT�H�ZWLJPÄJ�WSH[MVYT��Z\JO�H�J\Z[VTPZLK�
website). This might be the case where content is, for example, part of an 
online festival, or where content is a single pay-to-view performance. 
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Streaming services

Streaming services describes the media platforms and providers that 
VɈLY�JVU[LU[�]PH�[OL�PU[LYUL[��<ZLYZ�JHU�UVYTHSS`�JOVVZL�^OH[�[OL`�]PL^�
and access content on demand, at a time of their choosing. 

;`WPJHSS �̀�Z[YLHTLK�ZLY]PJLZ�VɈLYPUN�WYL�YLJVYKLK�JVU[LU[�HSSV^�\ZLYZ�[V�
pause, play and rewind media; viewers are unable to participate in any 
real-time interaction with the broadcaster. Popular streaming services 
PUJS\KL�Z\IZJYPW[PVU�IHZLK�WYV]PKLYZ�Z\JO�HZ�5L[ÅP_�HUK�+PZUL`���HZ�^LSS�
HZ�MYLL�[V�HJJLZZ�WYV]PZPVU�Z\JO�HZ�))*�P7SH`LY��))*�:V\UKZ��0;=�/\I�
HUK�4VYL��

=PKLV�JVUMLYLUJPUN

Video conferencing describes technology / software that allows 
individuals to meet remotely using video and audio, without being in a 
ZOHYLK�WO`ZPJHS�SVJH[PVU��=PKLV�JVUMLYLUJPUN�WSH[MVYTZ�[`WPJHSS`�LUHISL�
users to interact together in real time, also allowing them to share screens 
HUK�WYLZLU[�ZSPKLZ��KVJ\TLU[Z�HUK�ÄSLZ��4HU`�TLL[PUN�ZVM[^HYL�WHJRHNLZ�
integrate or interact with digital diaries, so that meeting invitations appear 
VU�\ZLYZ»���H[[LUKLLZ»�JHSLUKHYZ��7VW\SHY�JVUMLYYPUN�WSH[MVYTZ�PUJS\KL�
4PJYVZVM[�;LHTZ��AVVT��:R`WL��.VVNSL�4LL[��>LIL_�HUK�:SHJR��

=PKLV�OVZ[PUN�ZOHYPUN�WSH[MVYTZ

Video hosting and sharing platforms allow users to broadcast and / or 
view video via the internet. The most popular platforms are YouTube and 
=PTLV��;OL`�HYL�WLYOHWZ�ILZ[�RUV^U�MVY�[OLPY�ZVJPHS�TLKPH�HUK�I\ZPULZZ�
to-customer content respectively. A huge range of other platforms is also 
H]HPSHISL"�[OLZL�PUJS\KL�)YPNO[JV]L��+HJHZ[��2HS[\YH��0)4�*SV\K�=PKLV�HUK�
>PZ[PH��4VZ[�]PKLV�WSH[MVYTZ�JHU�IL�LTILKKLK�PU[V�H�^LIZP[L�

YouTube allows users to access video on demand (when they choose) 
HUK�ZLHYJO�MVY�[VWPJZ��[P[SLZ��VY�I`�[OL�JYLH[VY»Z�UHTL��4HU`�]PKLV�OVZ[PUN�
platforms also facilitate live streaming. 

=PY[\HS�[V\Y

A virtual tour typically employs 360 photography to create a digital 
opportunity for users to experience a physical location remotely, via an 
LSLJ[YVUPJ�KL]PJL��Z\JO�HZ�H�7*��4HJ��[HISL[�VY�ZTHY[WOVUL���>OLU�����
[V\YZ�HYL�VɈLYLK��\ZLYZ�HYL�UVYTHSS`�HISL�[V�UH]PNH[L�[OLPY�]PL^�VM�[OL�
location using their chosen device.

=PY[\HS�[V\YZ�JHU�HSZV�IL�H�SP]L�Z[YLHTLK�VY�WYL�YLJVYKLK�L_WLYPLUJL��
^OLYL�H�OVZ[�ÄSTZ�[OL�SVJH[PVU�[OL`�HYL�PU�HUK�\ZLYZ�HJJLZZ�[OL�WPJ[\YLZ�
�HUK�H\KPV��YLTV[LS`�]PH�HU�LSLJ[YVUPJ�KL]PJL��;OLZL�[`WLZ�VM�ÄSTLK�[V\YZ�
TH`�OH]L�KPɈLYLU[�SL]LSZ�VM�PU[LYHJ[PVU�^P[O�[OLPY�H\KPLUJL�

=PY[\HS�[V\YZ�JHU�IL�OVZ[LK�I`�H�]HYPL[`�VM�WSH[MVYTZ��MVY�L_HTWSL�VU�
customised websites, or via social media, apps or video conferencing 
software.

=PY[\HS�YLHSP[`��=9�

Virtual reality (VR) is the use of digital visual, sound and other sensory 
stimulus to create a wholly computer-generated environment accessed 
via an electronic device, typically using a headset (in order to achieve a 
M\SS`�PTTLYZP]L�L_WLYPLUJL���=9�JHU�HSZV�IL�]PL^LK�]PH�H�ZTHY[WOVUL��
[HISL[�VY�7*��

;OLYL�HYL�H�U\TILY�VM�=9�OLHKZL[Z�YLHKPS`�H]HPSHISL�[V�JVUZ\TLYZ�
MVY�\ZL�PU�[OLPY�V^U�OVTLZ��;OLZL�=9�KL]PJLZ�PUJS\KL�IYHUKZ�Z\JO�HZ�
6J\S\Z��HUK�6J\S\Z�8\LZ[���/;*�=P]L�HUK��MVY�[OL�7SH`:[H[PVU�NHTLZ�
JVUZVSL��7SH`:[H[PVU�=9�

Webinar

A webinar or web seminar is an online video workshop, lecture, 
seminar or formal teaching/educational presentation. It is a one-
to-many event attended exclusively by an online audience, and 
KPɈLYZ�MYVT�H�]PKLV�TLL[PUN�HZ�H�WYLZLU[LY�TH`�IL�\UHISL�[V�ZLL�
their audience and by the formality, level of interaction, and focus 
on a limited number of speakers. Webinar software often provides 
functionality for users to conduct polls or surveys during a presentation 
and for audience members to submit questions via text chat. Webinars 
may be real-time events (which can be recorded and made available to 
view by others later) or delivered as pre-recorded content.

A webcast also describes a seminar-type event, broadcast online, but 
also attended by a physical audience.


