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1) RFID Technology for Libraries

2) Blockchain Technologies in Libraries

3) Cloud Computing Solutions for Library Data Storage

4) Big Data / Data Mining for Libraries

5) Data-driven Management and Data Visualization for Libraries

6) User Authentication and Access Control in Digital Libraries

7) Implementing Open Source Software in Library Automation

8) Mobile Technologies for Library Outreach and Engagement

9) Virtual Reality (VR) and Augmented Reality (AR) Applications in Libraries
10) Artificial Intelligence (Al)

11) Machine Learning

12) Internet of Things (IoT) for Smart Libraries

13) Enhancing Search and Discovery with Semantic Web Technologies
14) Computer Network and Network Security
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