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WE MAKE WONDERS!

[Special Lecture by Neople]
Accessibility and Diversity

in Digital Gaming for a Better World

Moving beyond the era when gaming was exclusively enjoyed by a
minority subculture, digital gaming has now transformed into a mass
cultural phenomenon embraced by all. With a broadening user base,
digital gaming encounters two new gateways on its journey to

Fieo '

becoming a true mass culture.

These are accessibility, ensuring that everyone can freely participate
in gaming, and diversity, ensuring that games represent a multitude
of identities without bias or discrimination.

We examine the efforts and challenges towards accessibility and
diversity in digital gaming as it progresses towards a better world.

[Speaker] LEE Kyunghyuk CEO, DragonLab Inc.

Game critic and researcher.

He serves as the CEO of <DragonLab>, a game research institute, and
the editor-in-chief of the game criticism webzine <GameGeneration>.
He is interested in and researches how digital games relate to society,
and discusses the meaning of digital games through various media.
Books such as <The Birth of Hyun-Jil (paying Play)> and <Games,
Another Window to View the World>, papers and reports such as

<Is Purchasing Game Items a Part of Playing?>, and He served as
production advisor for the <EBS Documentary Prime - Being Sincere
% About Games>, National Museum of Modern and Contemporary
B Art’'s <Game Society>.
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