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ABSTRACT 

 
The development of Web is changed to be as an entire improvement in the present world .The World Wide Web 

as the prevalent information construct has had much progress since its initiations. The main purpose of this 

paper surrounding the developments of the web from web 1.0, web 2.0 and web 3.0. Web 1.0 first generation 

web like a web of information connections, Web 2.0 second generation web like a web of person to person 

connections , Web 3.0 like a semantic web these all web connections are explained as three generations of the 

web in this paper. This paper explains that the development of staring from the web to the future developments 

in the field of Web Technology. 
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I. INTRODUCTION  

A web service is a software system designed to support computer-to-computer interaction over the Internet. 

Web services are not new and usually take the form of an Application Programming 

Interface (API). In today’s world of extreme competition on the business front, information exchange and 

efficient communication is the need of the day. The web is an increasingly important 

resource in many aspects of life: education, employment, government, commerce, health care ,and more. With a 

web browser, a user views web pages that may contain text, images, videos,other multimedia and navigates 

between them using hyperlink. 

The web was created in 1989 by Sir Tim Berners-Lee, working at CERN (The European Organization 

for Nuclear Research) in Geneva, Switzerland.  

 

II. WEB 1.0 

Web 1.0 is a retronym referring to the first stage of the World Wide Web's evolution. 

In web 1.0, a small number of writers created web pages for a large number of readers. As a result, people could 

get information by going directly to the source. The WWW or Web 1.0 is a system of interlinked, hypertext 

documents accessed via the Internet. 
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2.1 Characteristics 

•  Some design elements of a Web 1.0 site include: 

•  Static pages instead of dynamic HTML. 

•   Content served from the server's filesystem instead of a RDBMS  

 

III. WEB 2.0 

3.1 What is Web 2.0? 

The term Web 2.0 covers a range of technologies, services and trends underpinned by the growth of a critical 

mass of internet users. It is about using the internet as a platform for simple, light-weight services that leverage 

social interactions for communication, collaboration, and creating and sharing content. Typically, these services 

develop rapidly, often relying on a large community of users to create and add value to content or data.  

The availability and ease of use of Web 2.0 tools and services has lowered the barriers to production and 

distribution of content.Some examples of Web 2.0 services include: social networking sites, blogs, wikis, media 

sharing sites. 

3.2Characteristics 

1. Folksonomy - free classification of information; allows users to collectively classify and find information 

(e.g. tagging) 

2. Rich User Experience - dynamic content; responsive to user input 

3. User Participation - information flows two ways between site owner and site user by means of evaluation, 

review, and commenting. Site users add content for others to see 

4. Software as a service - Web 2.0 sites developed APIs to allow automated usage, such as by an app or 

mashup 

5. Mass Participation - Universal web access leads to differentiation of concerns from the traditional internet 

user base 

3.3 Examples of Web 2.0 based websites 

1. Flickr  - A photo sharing website which allows users to upload their photographs and share it with anyone 

and everyone. 

2. YouTube  - It allows the users to upload their videos and share it with everyone. 

3. Google AD sense - Allows users to earn money through posting Google ads on their websites. 

4. Wikipedia - Online encyclopedia wherein the users contribute by writing the articles,definitions, etc. It is 

completely edited and maintained by the users. 

 

 

https://en.wikipedia.org/wiki/Tag_%28metadata%29
https://en.wikipedia.org/wiki/Crowdsourcing
https://en.wikipedia.org/wiki/Software_as_a_service
https://en.wikipedia.org/wiki/API
https://en.wikipedia.org/wiki/Web_app
https://en.wikipedia.org/wiki/Mashup_%28web_application_hybrid%29
https://en.wikipedia.org/wiki/Eternal_September
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IV. WEB 3.0 

Web 3.0 is a term that has been coined to describe the evolution of Web usage and interaction that includes 

transforming the Web into a database. Web 3.0 is an era in which we will upgrade the back-end of the Web, 

after a decade of focus on the front-end (Web 2.0 has mainly been about, tagging, and other front-end user-

experience innovations.).By extending Tim Berners-Lee’s explanations,the Web 3.0 would be something akin to 

a “read-write-execute” web. Web 3.0 is defined as the creation of high-quality content and services produced by 

gifted individuals using web 2.0 technologies 

as an enabling platform.  

Web 3.0 is a term that is used to describe various evolutions of Web usage and interaction along several paths. 

These include transforming the Web into a database, a move towards making content accessible by multiple 

non-browser applications, the leveraging of artificial intelligence technologies, the Semantic web, the Geospatial 

Web, or the 3D web.  

V. ENTERPRISE OPPORTUNITIES 

Real time collaboration. Complex projects can now be undertaken simultaneously by multiple people across 

vast distances. The software as a service model now so common with cloud computing services is making it so 

that documents can be synchronously changed on-line using Google docs and other services. This enables 

businesses to maintain a diverse and mobile workforce that can execute and launch projects outside the 

traditional constraints of an office. Web applications that facilitate real-time communication, such as Skype, also 

allow for non-location based business meetings between clients across the world.  

Virtual reality communities. So far, the best example we have of a vibrant virtual reality world that has bred 

its own economy, global population, currency, and infrastructure is Second Life. In the future, many people will 

conduct the majority of their business transactions through sites like this. Everything from trade shows to 

business meetings to the stock market exchange could take place in an online virtual reality space.  

Ubiquitous smartphone use. As cell phones continue to be viewed more as online tools and replace PCs as the 

preferred method of web activity, we can expect businesses to adopt their widespread use. Smartphones are also 

increasingly used for journalism, file transfers and real time communication. Expect smartphones to be the pen 

of the future. 

 

http://en.wikipedia.org/wiki/Real-time_collaboration
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VI. SUGGESTIONS AND CONCLUSION 

The web offers so many opportunities to people with disabilities that are unavailable through any other medium. 

However, if a web site is not created with web accessibility in mind, it may exclude a segment of the population 

that stands to gain the most from the internet. As organizations and designers become aware of and implement 

accessibility, they will ensure that their content can be accessed by a broader population. 

 

The Semantic Web (Web 3.0) promises to “organize the world’s information” in a dramatically more logical 

way than Google can ever achieve with their current engine design. This is specially true from the point of view 

of machine comprehension as opposed to human comprehension. 

 

The SemanticWeb requires the use of a declarative ontological language like OWL to produce domain-specific 

ontologies that machines can use to reason about information and make new conclusions, not simply match 

keywords. The effects of Web 2.0 are far-reaching. Like all paradigm shifts, it affects the people who use it 

socially, culturally, and even politically. One of the most affected groups is the social networks and Wikisare all 

products of Web 2.0 designers and developers who will be building it—not just because their technical skills 

will change,but also because they will need to treat content as part of a unified whole, an ecosystem if you will, 

and not just an island. First, knowledge of all kinds gets represented in a form that is interpretable 
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both by people and machines. Second, different forms of language in which knowledge is expressed begin to be 

interrelated and made interchangeable with each other. Third, when knowledge is encoded in a semantic form, it 

becomes transparent and accessible at any time to a variety of reasoning engines. 
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