R:da A F&-FYHEF X
UERS BEE L2
(1158 2=~ B34 %)
AL IIE A PR R 0 (F)308 A 0 B3F A > FB2TH A o

BAZR F ¢ F P RS 2T
Pro T LAY S A B TR

A7 3t P EEEY i
SRR - S A
AL aRBEITE 4 BR T

- S EFBEI(5)308A

~EEYE 3128 5 -

I Ay AERETLEE G A II'\'#;]%?IJECR” s BEL RN AR
AR R AP L A LB E L FAANM G EI A AR B R » i
BEL B IRELEFr Bz 2 - (T87)

> 2 & 12 . e
ﬁﬂtfi : : ?ﬂ‘fir’ﬁ- — : ‘,‘5/35 51-\ B?gt f;ﬁ;j‘_
55 LY+ 4 E~ L i3 &
NS Research Methods &
Lt Advanced Statistics E
o A i Tech_nical Writing in = 3 3
BRAL English

U E Y Qualitative Research E 3 3

S Human-Machine Interaction | ¥ 3 3

FEARE % Intelligent Tutoring Systems| i | 3 3

FEgY Mobile Learning E 3 3

BEREY AR Virtual Learning Systems # |3 3

Computer Supported
LiITEY Collaborative Learning % 3 3
AR I Systems
¢ lweaypags  eESOELEmG | g ||
gt:’ B EFE Advanced Algorithms # | 3 3

[ Data Mining F |3 3

$z23+% Pervasive Computing iE 3 3

A e B Wireless Networks iF 3 3

- - IR W% Digital Image Processing F 3 3

BETHRE R Advanced Database Systems| £ 3 3




iy e oS e e (i
e R * e 3 5] "
R Multimedia Design i 3 3
op 2L . |Interactive Design and -
535 e .. 3
T B e Digital Arts = 3 3
Networked Learning -
33 Ak 2y
BV Community €383
: Knowledge Management -
fe,\‘ 33
TR and E-Learning * 3 3
Bt g Data Science # | 3 3
e , Affective Computing and -
A BN B s o~ g ) ~
EEE S AR Artificial Intelligence ® 3 3
Al 38 & & dc = | A| Affective Computing and g | 3| 3
s Digital Arts ‘
, Generative Artificial
4 AN R g FrE ) Y
A Intelligence ® 3 3
, e-Sports Theory and
T EID g £y P y iE 3 3
Research
= ¢ Kvg ~ ¢ L8 E-Learning Strategies, 2 | 3 3
B Management and Systems ‘
BB Y pF R E-learning Content Design E 3 3
P Artificial Intelligence and E-| ...
A1FES Y : :
1A E S g Learning E 3 3
, s Computer-Aided Testing -
R 4B Bk pe T B ]
LG RIS R Assessment © | 3] 3
BB Y TS E-Learning Theory iF 3 3
_ Information Technology- -
3l
Pt 3o Applied Instructions *
L om Theory and Application of -
Vg _ : ‘
4738 TV ERHE Learning Objects ® |3 3
- REpEEy Cognitive Science E 3 3
& |FREY Affective Computing F 3 3
BY |5 segrmie ge pe gl op 20 Design of Computer =
N GRS SRR S lations and Games © 3] 3
e B 9 ., |[Research Issues and
Al 33 = 7 5,5: ° . o~
?;L FEPRER Applications of Digital % 3 3
B Learning Technologies
s - Cognition and Semantic -
v )_L
SERE LR Computing b 3 3
T T Computer-Assisted -
P 4 2T = 33
L A Language Learning 2 |3 3
Fh s limgE Mobile Digital drawing E 3 3
T F A IFE R & | Applications and Researches| 3 3
, . - 2
Ly on Educational Data Mining
# i 3 A ¥ 5 ¥ & |Digital Content Industry and| £ 3 3




il BAe A % /3§
) ¢ 2 2 g 8 3 5

Fr Pk Fik

= &l Marketing

Research Issues and
Applications of Digital
Learning Technologies

FEREEYRESEFY
a

o]
w
w

Y




