M oy

iy poke spo%lp Jle slign ailS e

Jlm s Cwodlw 1 w0 pb
Slwigleyen bl
o>y ¥ oioslg olow

S g £

ST b da e slaggslid 5 Jlmms St (glos )15 g pedlin b o519 (Ui )9 (5 Su

Syl 59,15 Slas39lsSS 5 waljgy poslia b U 25t ge )] (g tlo 4 leaxd 05 (gl )3 ) ol i d T
I 2 e e p U led S5 Hbgmaiils &4 Klgs o oy ] o, A8 e Lsl das e glags 5k g Joommo Suadls
gles Sl aal LG gaoge plge arl) yo ool s

(el YF) Lo (wgdy
ek Jlams Sl glags g b Glal =

oetle olis 5 (Image Processing) ysai 2ilsp s el (Artificial Intelligence) esmae Jbos slooy,5 ©
M 039> ;o (Machine Vision)
(Deep Learning) awe s -53L s (Machine Learning) peile 5 253k
cudl o (Internrt of Things) Lsl <ozl
(Tele Care and Tele Monitoring) ;gs ¢l ;1 & jUas g 23l

(Robatic) St

0 0 0o O

RFID sl (Wireless Technology) pew o slog 5

0o O

(Big Data Analysis) sols ;) 3 por sloosls Jolov g 4220
«(Blockchain) Sk o255

o O

(Digital hospital) Jisus glagto,lous

0

(Wearable Technology) weise sle dosds

(Cloud Computing) s, <L, ©
=5 5 5 (Augmented Reality-AR) o353 ool (Virtual Reality-VR) (¢jle comsily sloo 5 paplivn b Sls]
(Mixed Reality-MR)

«Game Engine) et sle,pse glsl wsoz slag;b i Jola (Game Development) gjlogib ble b Sl —
Las e (6l 3l o 3 oS e pablio Alosg & podlie (5jluiedin 5 oisisy L

(Persuasive Technology and Behavior Change) |, o 5 5,58 o ny Jool b s

S P é.xﬂ e_.;l.}.n

1. Russell, S., & Norvig. P. Artificial Intelligence: a Modern Approach, Last Edition,

2. Gonzale, Rafael C. "Digital Image Processing, Last Edition.

3. Bishop, C. M. Pattern Recognition and Machine Learning, Springer, Information Science and
Statistics, Last Edition.

4. Goodfellow I, Bengio Y, Courville A. Deep learning. MIT press; Last Edition.

5. Farhadi, H. Medical Internet of Things (m-loT)-Enabling Technologies and Emerging
Applications. IntechOpen; Last Edition.

6. Dey N, Hassanien AE, Bhatt C, Ashour A, Satapathy SC. Internet Of Things And Big Data
Analytics Toward Next-Generation Intelligence. Berlin: Springer: Last Edition.

M

i g | gl )5 i )3 aoSas LM (g y9ld ih) (g6l 45l



iy poke pomelip Jle glygd dls o

Ma. Minhua, Jain, Lakhmi C., Anderson, Paul. Virtual, Augmented Reality and Serious Games
for Healthcare . Last Edition
Riener R, Harders M. Virtual reality for rehabilitation. InVirtual Reality in Medicine. Springer, London..
Last Edition

. Furht. B.. & Escalante, A. Handbook of Cloud Computing . New York: Springer. Last Edition.

10. Agarwal A, Henehan N, Somashekarappa V. Pandya AS, Kalva H, Furht B. A Cloud Computing
Based Patient Centric Medical Information System. In Handbook of Cloud Computing. Springer,
Boston, MA. Last Edition.

11.da Rosa Righi R, Alberti AM, Singh M. Blockchain Technology for Industry 4.0. Springer
Singapore; Last Edition.

bas o g yuiee SYlEs g Le2ols Y

:9:.9:..."1.5 LSJL.M)JJ‘G,.;—H
(oyoi VE) SbL (o35 (905! (o pmi #) o Jgbo ST 1 23 lid dha> =




