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All living organisms are in a constant battle against their environment.
Since uncontained microorganisms would simply overgrow all higher
animals, the evolution of multicellular organisms required adequate
and efficient defense mechanisms to protect their own integrity and to
ensure their own survival. These defense mechanisms, encompassing
receptor proteins that sense the presence of pathogens and effector
molecules that are involved in controlling them, are the elemental parts
of the innate immune system. For many species, the innate immune
system is the sole active defense system. Long thought to be an
unspecific immune response, the discovery of the Toll-like receptors
and their ligands finally revealed just how specific the innate immune
response actually is. This book wants to give an overview of our current
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knowledge about the innate immune system of plants, animals and
humans. It not only covers the innate immune mechanisms and
responses of so diverse organisms such as plants, Cnidaria, Drosophila,
urochordates and zebrafish, but also the major receptor systems in
mammalians and humans as well as the central defense mechanisms,
antimicrobial peptides and the complement system.
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This book constitutes the refereed proceedings of the 5th International
Conference on Design, Operation and Evaluation of Mobile
Communications, MOBILE 2024, held as part of the 26th International
Conference, HCI International 2024, which was held 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 MOBILE 2024 proceedings
were organized in the following topical sections: Part I: Mobile health
and wellbeing; mobile applications, serious games and advanced
interfaces; Part II: Mobile commerce, marketing and retail; mobile
security, privacy, and safety; mobile user experience and design.


