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Gaming

Esports

Game accessibility

Gamification



Academia
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Society
Council of Europe’s Game Culture 

workgroup







Equal access to tech for everyone, 

regardless ability or age



Equal access to tech for everyone, 

regardless ability or age

Game / metaverse development is 

shifting to MENA



Equal access to tech for everyone, 

regardless ability or age

There are growth opportunities, 

but

There are significant misalignments 

on social norms, inclusion and 

accessibility standards, etc.





Equal access to tech for everyone, 

regardless ability or age

How to navigate this geopolitical 

change, capitalize on opportunities and 

avoid pitfalls?

How to standardize inclusive tech and 

digital solution design?



Problem and Opportunity
• Problem & opportunity 1: Understanding geopolitics:

• Business growth opportunities and new markets 

for Finnish companies struggling with saturated markets in Finland

• Guidance on navigating the social and political climate in these new 

markets and on appropriate digital solutions

• Problem & opportunity 2:  Accessibility standardization

• Accessibility guidelines and pre-standards 

• Tech suitable for aging worker population 

• Improved health care and tech for disabilities and aging

• Products designed for more consumers e.g., who wear eyeglasses



How we will do this

Year 1 Year 2 Year 3

Industry interviews 

in MENA

Industry interviews 

in Finland 

Company round 

tables 

Mini student-

company projects

Industry events
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Thank you
Lobna Hassan
Associate Professor

LUT University
Inclusive Metaverse Project 

Lobna.Hassan@lut.fi
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