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This book, authored by Adidas Wilson, provides a comprehensive guide
to cryptocurrency investment. It delves into the fundamentals of
cryptocurrency, offering insights into blockchain technology, digital
currency trading, and strategies for maximizing investment returns.
The author aims to educate readers on the evolving landscape of
cryptocurrencies, addressing both beginners and experienced
investors. The book explores the potential risks and rewards associated
with cryptocurrency markets, emphasizing the importance of informed
decision-making. Through detailed explanations and practical advice,
the book serves as a valuable resource for individuals seeking to
understand and navigate the complexities of cryptocurrency
investments.
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This 2-volume set LNCS 15780-15781 constitutes the refereed
proceedings of the 19th International Conference on Universal Access
in Human-Computer Interaction, UAHCI 2025, held as part of the 27th
International Conference, HCI International 2025, in Gothemburg,
Sweden during June 22nd to 27th, 2025. The total of 1430 papers and
355 posters included in the HCII 2025 proceedings was carefully
reviewed and selected from 7972 submissions. The two volumes cover
topics as follows: Universal Access Theory and Practice Multimodality
and UI Adaptation Universal Access and AI Inclusive Virtual and
Augmented Reality Inclusive Learning and Playing.


