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Explains what RDA is, its basic features, and the main factors in its
development; describes RDA's relationship to the international
standards and models that continue to influence its evolution; provides
an overview of the latest developments, focusing on the impact of the
3R Project, the results of aligning RDA with IFLA's Library Reference
Model (LRM), and the outcomes of internationalization; illustrates how
information is organized in the post 3R Toolkit and explains how to
navigate through this new structure; and discusses how RDA continues
to enable improved resource discovery both in traditional and new
applications, including the linked data environment.



