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This is a practical book for nurses on the management of patients with
chronic cardiac disease. With the number of patients who have survived
a heart attack but need continuous monitoring increasing, the role of
nurse specialists is becoming ever more important. This book provides
the necessary information for them to fulfil the role. It complements
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4 Results and Discussion.

This book constitutes the refereed proceedings of the 6th International
Conference on HCI in Games, held as part of the 26th International
Conference, HCI International 2024, which took place in Washington
DC, USA, during June 29 - July 4, 2024. The total of 1271 papers and
309 posters included in the HCII 2024 proceedings was carefully
reviewed and selected from 5108 submissions. The two volume set of
HCI-Games 2024 proceedings were organized in the following topical
sections: Volume 14730: Part I.: Game Design and Gamification; Part Il
Game-based Learning; Part lll: Games and Atrtificial Intelligence Volume
14731: Part I: Advancing Education Through Serious Games; Part Il
Player Experience and Engagement.
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This book investigates the impact of the United Nations General
Assembly's 2010 resolution that elevated rights to water and sanitation
are stand-alone international human rights. A major goal of creating
this new human right was to incentivize governments to prioritize and
pursue policies to improve access to affordable, potable water to the
more than 750 million people worldwide who lacked access, as well as
to provide the more than 2.5 billion people with inadequate sanitation.
The book's chapters use a variety of methodological approaches
including qualitative case studies and quantitative studies that draw on
data from around the world. The chapters reveal how the global human
right to water and sanitation was created, how it has been used in
rights struggles around the world, and the extent to which it has
improved access to water and sanitation for the world's most
marginalized people.



