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INTRODUCTION

In a time when technology increasingly influences all
facets of life, ensuring fair access for those with
disabilities continues to be a significant challenge.
The concept of universal accessibility in Artificial
Intelligence (AI) within User Interface (UI) and User
Experience (UX) design aims to tackle this problem
by developing systems that are both innovative and
inclusive. This research investigates how cutting-
edge Al technologies, paired with considerate UI/UX
principles, can help close the accessibility gap for
users with a range of impairments, including visual,
auditory, speech, cognitive, and motor disabilities.
The driving force behind this study originates from
the widening digital divide and the pressing need to
ensure that modern technologies are universally
accessible. Existing accessibility features often take a
back seat in system design, which hinders their
effectiveness and uptake. To overcome these issues,
this research proposes a new hardware concept
designed to harmonize harmoniously with Al-
powered accessibility tools. This hardware is
intended to improve usability for individuals who are
blind, non-verbal, hard of hearing, or who face other
impairments. Additionally, the research emphasizes
incorporating Al models that can interpret natural
user inputs, such as gestures, voice, or tactile inputs
akin to Braille, into user-friendly and adaptable
UI/UX frameworks. By capitalizing on advances in
machine learning, natural language processing, and
computer vision, the proposed innovations seek to
facilitate a genuinely inclusive interaction model.
This paper seeks to: Examine the existing landscape
of accessibility in Al-driven UI/UX design. Point out
the limitations and shortcomings of current
technologies. Offer a new hardware and software
solution specifically designed for individuals with
disabilities. Deliver actionable insights and
recommendations for creating inclusive Al-powered
interfaces. Through this research, the goal is to
promote a more equitable technological environment
where inclusivity is a core principle rather than an
afterthought.

PROBLEM STATEMENT

This study adopts a multidisciplinary strategy to
create and assess an innovative hardware solution
designed to tackle accessibility obstacles for
individuals who cannot use conventional computer
systems due to disabilities. The research commences
with a user-centered design approach, involving
stakeholders—including those with disabilities, their
caregivers, and accessibility specialists—to pinpoint
essential needs and challenges. User personas are
created to represent varied profiles, guiding an
ongoing process of prototyping and refinement.

The suggested hardware incorporates sophisticated
tactile feedback, adaptive input systems such as
Braille keyboards and gesture sensors, along with Al-
powered components to improve accessibility.
Natural language processing facilitates both voice
and text interactions, and computer vision assists
users with visual impairments. Machine learning
techniques tailor user experiences based on insights
into their behavior. Comprehensive testing, involving
participants with various disabilities, assesses factors
like usability, task completion rates, and frequency of
errors.  User  feedback  drives  continuous
improvements.

The hardware meets international standards such as
WCAG and Section 508, ensuring it is compliant and
usable for a wide audience. Implementation includes
practical testing, scaling manufacturing, and
integrating with existing tools to enhance
functionality. This methodology merges state-of-the-
art technology with a profound understanding of user
needs, aiming to provide an innovative and inclusive
solution for accessibility.

LITERATURE

what is UI and its types and what is the importance of
a good UI design

What is Ul, Its Types, and the Significance of
Effective Ul Design
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User Interface (UI) refers to the medium through
which users interact with a digital system, facilitating
effective communication with software or hardware.
It includes visual and interactive components like
buttons, menus, icons, and layouts. The primary aim
of Ul is to deliver an intuitive and smooth interaction
experience for users, ensuring both accessibility and
efficiency.

Types of Ul

1. Graphical User Interface (GUI): The most
prevalent type, GUI utilizes visually interactive
components such as windows, icons, and menus.
Examples include operating systems for computers
and mobile applications.

2. Voice User Interface (VUI): This type enables
users to interact with systems via voice commands.
Voice assistants like Siri and Alexa serve as
examples.

3.Touch User Interface: Seen in devices with touch
capabilities, these interfaces depend on gestures such
as tapping and swiping for interaction.

4. Command-Line Interface (CLI): A text-based
interface where users input commands directly.
While it provides powerful functionality, it requires
technical knowledge and is less user-friendly.

5. Natural User Interface (NUI): This type relies on
natural user interactions, including gestures, eye
movements, or voice, which aids in making it
accessible for users with disabilities.

Significance of Effective UI Design

1. Accessibility: A thoughtfully designed UI
guarantees inclusivity by enabling individuals with
disabilities to engage with technology effectively.

2. Usability: Effective UI design emphasizes ease of
use, empowering users to complete tasks swiftly and
efficiently.

3. User Satisfaction: User-friendly and aesthetically
pleasing interfaces improve user satisfaction and
promote retention.

4. Error Reduction: Clear navigation and responsive
interactive feedback minimize the chances of user
mistakes.

5. Brand Credibility: A polished and intuitive Ul
strengthens trust and credibility in the product or
system.

What is user experience(UX) and why is it an
important aspect of UI design and what is UX design

What is User Experience (UX)?

User Experience (UX) refers to the total experience
and satisfaction that a user gains from engaging with
a product, system, or service. It includes every aspect
of the interaction, such as usability, accessibility,
efficiency, and the emotional responses it generates.
A favourable UX guarantees that the product is not
only operational but also enjoyable and significant to
use.

Why Is UX an Important Aspect in UI Design?

While UI concentrates on the aesthetic and feel of a
product, UX focuses on how effectively it fulfills the
needs of users. Here are some reasons why UX is
crucial in UI design:

1. User-Centered Approach: UX prioritizes
understanding users' needs, preferences, and
challenges, ensuring the interface meets their
expectations.

2. Improved Accessibility: Effective UX design
guarantees that interfaces are accessible to
individuals with varying abilities, promoting
inclusivity in technology.

3. Increased Usability: UX enhances the usability of
the UI by concentrating on intuitive navigation and
fluid interaction.

4. Higher User Satisfaction: A thoughtfully designed
UX keeps users involved, minimizing frustration and
boosting satisfaction and loyalty.

5. Business Impact: Positive user experiences result
in higher retention rates, better brand reputation, and
increased conversions.

What is UX Design?

UX Design is the process of crafting systems that
deliver meaningful and relevant experiences to users.
It involves comprehending user behavior, conducting
research, and iterating on designs to produce products
that are easy to use and fulfill user requirements.

Key elements of UX design consist of:

-User Research: Collecting insights about users'
objectives, challenges, and expectations.

- Information Architecture (IA): Organizing content
to guarantee intuitive navigation.

- Wireframing and Prototyping: Creating blueprints
and testing concepts prior to full implementation.

- Usability Testing: Continuously refining designs
based on user feedback.

By emphasizing UX in UI design, developers create
interfaces that not only possess visual appeal but also
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provide value, ensuring a balanced relationship
between aesthetics and functionality.

What is the difference between user research(UX)
and user interface(UI) and what is universal
accessibility in UI/UX

Differences Between User Research (UX) and User
Interface (UI)

User Research (UX):

User research aims to comprehend the requirements,
behaviors, motivations, and challenges faced by
users. It involves collecting insights to inform the
design of products and experiences centered around
users. Techniques include interviews, surveys,
usability testing, and observational studies. UX
research ensures that the product is functional,
accessible, and meaningful for the intended audience.

User Interface (UI):

UI concerns the visual and interactive components of
a product. It encompasses the design of buttons,
icons, typography, color palettes, and layouts. The
objective of Ul is to make interactions visually
appealing and intuitive, guaranteeing that the product
is easy to navigate and aesthetically pleasing.

Key Differences:
1. Focus:

- UX concentrates on user behavior, experiences,
and satisfaction.

- UI concentrates on the visual design and
interactive components.
2. Scope:

- UX includes research, prototyping, and usability
assessments.

- Ul is a component of UX that specifically focuses
on the design of the interface.
3. Purpose:

- UX ensures that the product aligns with users'
needs and expectations.

- UI ensures that the product is visually attractive
and user-friendly.

What does Universal Accessibility Mean in UI/UX?
Universal accessibility in UI/UX pertains to the
development of products and interfaces that are
usable by all individuals, including those with
disabilities or impairments. The goal is to remove
obstacles that might hinder certain groups from
effectively accessing technology.

Key Principles of Universal Accessibility:

1. Inclusivity: Designing for a wide range of users
with diverse abilities, including those with visual,
auditory, cognitive, and motor impairments.

2. Flexibility: Offering various methods for
interacting with the product, such as voice
commands, tactile inputs, or screen readers.

3. Compliance: Following international standards
like the Web Content Accessibility Guidelines
(WCAG) to ensure accessibility.

4. Equity: Making certain that all users, regardless of
their abilities, can achieve the same results when
using the product.

Importance:

1. Social Responsibility: Encourages equal access to
technology for every user.

2. Enhanced Usability: Products designed with
accessibility considerations often provide benefits to
all users, including those without disabilities.

3. Wider Reach: Enables the product to be usable by
a broader audience, including elderly populations and
those with temporary impairments.

What are the different types of physical, visual and
mental impairments that become an obstacle for the
user to interact with technology

1. Physical Impairments

Physical impairments are conditions that impact
mobility, dexterity, or motor skills, making it difficult
for individuals to engage with standard hardware or
interfaces.

Mobility Impairments: This includes conditions such
as paralysis, muscular dystrophy, multiple sclerosis,
or spinal cord injuries that restrict the ability to utilize
a keyboard, mouse, or touchscreen.

Fine Motor Skill Challenges: Conditions like
arthritis, tremors, or Parkinson’s disease can
complicate precise actions, such as tapping on small
buttons.

Limb Loss or Amputation: Some individuals may
need adaptive devices or alternative input methods to
facilitate interaction.

2. Visual Impairments

Visual impairments influence a user’s capacity to see
and interpret visual information, rendering
conventional graphical interfaces less accessible.
Blindness: Users unable to see need alternatives such
as screen readers, Braille displays, or auditory
feedback.
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Low Vision: This encompasses issues like cataracts,
glaucoma, or macular degeneration, where users may
require high-contrast themes, enlarged text, or zoom
features.

Color Blindness: Difficulty in distinguishing certain
colors can obstruct the effective use of color-coded
elements in interfaces.

3. Auditory Impairments

Auditory impairments impede a user’s ability to hear
sound-based notifications, voice commands, or
multimedia content.

Deafness: Complete inability to hear necessitates the
use of text captions or visual signals for effective
communication.

Hearing Loss: Diminished hearing might require
amplified sound or adjustments in frequency.

4. Cognitive Impairments

Cognitive impairments involve difficulties with
memory, comprehension, attention, or problem-
solving, leading to complex interfaces becoming
overwhelming.

Learning Disabilities: Disorders such as dyslexia can
influence reading and understanding written content,
leading to a need for simpler language and font
modifications.

Attention Disorders: Individuals with ADHD may
find it hard to concentrate due to distracting elements,
necessitating focused and uncluttered designs.
Memory Impairments: Conditions like Alzheimer’s
or dementia may require clear, consistent navigation
and step-by-step instructions.

5. Speech Impairments

Speech impairments can limit the effectiveness of
voice-based interaction systems.

Non-Verbal Users: Conditions such as autism or
speech apraxia may require alternative input
methods, including text or gesture recognition.
Stammering or Dysarthria: Users may face
challenges with voice recognition systems,
necessitating flexible input options.

6. Temporary Impairments

These are short-lived conditions that resemble
permanent disabilities, such as:

A broken arm (which affects physical interaction).
Eye strain or temporary blindness due to an injury.
Hoarseness or a temporary inability to speak.

Integrating and studying Al with my project to assist
the users who are challenged/impaired and how it
will be useful for them to navigate and interact and
what is Assistive technology compatibility

The goal of integrating Al into the "Universal
Accessibility in Al in U/UX" project is to improve
digital interface usability for people with disabilities.
The project intends to develop smooth navigation and
interaction experiences for people with visual or
hearing impairments and those with motor or
cognitive issues by utilizing Al technologies
including natural language processing, computer
vision, and adaptive algorithms. Compatibility with
assistive technology guarantees these Al-powered
systems function well with current resources such as
braille displays, screen readers, and speech
recognition software. By offering inclusive and user-
friendly solutions, this strategy empowers users and
establishes a standard for fair digital access in the
ever-changing technological landscape.

Conducting user research for impaired people and
creating a user persona on what type of challenges
people who are challenged physically, and mentally
face when trying to interact with the technology

Understanding the difficulties people with physical
and mental disabilities encounter when interacting
with technology requires conducting user research.
To find problems and obstacles in current systems,
this study uses usability testing, observations, and
interviews with a variety of users. Accessibility
concerns for people using assistive technology like
screen readers or voice commands, difficulties
navigating because of restricted motor capabilities,
and difficulties comprehending complex interfaces
for users with cognitive disability are some of the key
observations. User personas that highlight these
people's objectives, annoyances, and preferred
methods of engagement can be developed based on
this data. These personas serve as a guide for the
design process, guaranteeing that the technology is
user-friendly, inclusive, and accommodating to their
particular needs. , ultimately fostering a more
equitable digital environment.

Creating a wireframe of my project, a short
description of Figma software my project on Figma
and statistics, and a pie chart of disabled school
attendance in India's 2011 census ages 5 to 19 years
old.
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The idea of a visually impaired mode

If you're asking about a "visually impaired mode" in

a user interface, it's generally designed to make the

experience more accessible for those with vision

impairments. This could include features like:

e Screen Reader Compatibility: Ensuring that text
and buttons are properly labeled so screen
readers can read them aloud.

e High Contrast Mode: Increasing the contrast
between text and background for easier reading.

e Text Enlargement: Allowing users to increase the
size of text for better readability.

e  Voice Navigation: Enabling voice commands to
help users navigate the interface hands-free

Assistive tech extension

An extension with an accessibility focus that
improves digital interactions for people with
disabilities. It ensures a more inclusive and user-
friendly experience across websites and applications
by integrating features like **voice control, screen
readers, speech-to-text, haptic feedback, and adaptive
navigation®*.

Voice Al

IMPAIR/ED
MO)ACE

Voice Al makes it possible for people to interact with
gadgets hands-free by facilitating smooth speech
interaction. It comprehends commands, responds to
them, and completes tasks quickly by utilizing
sophisticated speech recognition and natural
language processing. Voice Al improves user
experience with simple voice-based control, making
it perfect for accessibility, automation, and intelligent
help.

Sketches of integrating Al and Accessibility tools to
a human my hardware idea

1.Blind Mode (Voice-to-Text & Text-to-Speech) —
Represented near the ears/mouth

2.Screen Reader Support — Near the eyes

3.Speech Recognition — Near the mouth

4.Haptic Feedback & Braille Interfaces — On the
hands

S5.Alternative Navigation (Eye-Tracking, Head
Tracking, Motion Control) — Around the head
6.Mobility  Assistance  (Wheelchair  Support,
Adaptive Controls) — Represented in the 7.legs/hands
area

8.Color Blindness Filters & High-Contrast Ul — Near
the eyes

9.Sign Language Recognition — Near the hands.

UNIVERSAL ACCESSBILLITY
IN VI;N Al
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Short description of UCD and Information
Architecture(IA). ¢ Creating a UCD(user-centered
design) for the impaired in UI/UX and deploying
information architecture in a way that it helps to
navigate through the app with case.

Short Overview of UCD and Information
Architecture (IA)

User-Centered Design (UCD):

UCD is a design approach that focuses on prioritizing
the needs, preferences, and constraints of end-users
throughout the entire design and development
process. It stresses the importance of iterative
feedback, testing, and refinement to ensure the end
product is functional, accessible, and user-friendly
for its intended audience.

Information Architecture (IA):

IA pertains to the organization and structuring of
information within a product to assist users in
efficiently and intuitively locating what they seek. It
emphasizes establishing logical navigation systems,
clear hierarchies, and intuitive labeling to improve
usability.

Developing a UCD for Users with Impairments in
Ur/ux

Identify User Needs:

Perform thorough user research with individuals who
have impairments to uncover specific obstacles and

RSAL

IMPAIRED
MODE

T ﬁﬁ
QumO

E— TATILE
S FEEEFACK

requirements. Utilize methods such as interviews,
surveys, and usability testing.

Inclusive Design Guidelines:

Offer various input methods (e.g., voice commands,
gestures, tactile inputs).

Ensure compatibility with assistive technologies like
screen readers and Braille devices.

Iterative Prototyping and Testing:

Create prototypes and test them with users, using
their feedback to enhance accessibility and usability.
Empathy-Driven Design:

Engage individuals with disabilities in the design
process to develop solutions that genuinely meet their
needs.

Implementing IA to Improve Navigation for Users
with Impairments

Streamline Navigation:

Establish a straightforward and consistent menu
structure.

Utilize breadcrumbs and headings to indicate the
user's current position.

Use Specific Labels:

Substitute vague terms with precise, easily
comprehensible labels to assist users in quickly
identifying sections.

Facilitate Search Functionality:

Integrate an accessible search bar that includes
predictive text and voice search options for user
convenience.
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Progressive Disclosure:

Display information in layers, revealing only the
most crucial details initially to avoid overwhelming
users.

Visual and Auditory Indicators:

Incorporate sound alerts, tactile feedback, and color-
contrast themes to effectively guide users during
navigation.

Studying and deploying what is visual hierarchy,
spacing padding, contrast, and typography, and its
important when dealing with the visually impaired
concept and how is crucial to it

Visual Hierarchy, Spacing, Padding, Contrast,
Typography, and Their Significance in Designing for
Individuals with Visual Impairments

1. Visual Hierarchy

Visual hierarchy involves organizing eclements to
emphasize their significance, directing users' focus to
the most important information first. For visually
impaired users, a well-defined hierarchy is crucial as
it aids them in navigating content effectively.
Implementation: Employ size, colour, and layout to
accentuate key actions or information.

Example: Prominent, bold headings and clear section
indicators enhance accessibility for those with low
vision.

2. Spacing and Padding

Spacing and padding help to clearly distinguish
elements on a screen, lowering cognitive load and
enhancing readability.

Importance: Adequate spacing avoids clutter and
prevents content overlap, assisting users with low
vision or cognitive challenges.

Best Practices: Maintain uniform spacing between
buttons, text, and other components to boost usability
and navigation.

3. Contrast

Contrast indicates the difference in brightness or
color between text and its background. Individuals
with visual impairments must have high contrast.
Importance: Proper contrast guarantees that text and
icons are discernible for those with low vision or
color deficiencies.

Standards: Adhere to WCAG guidelines, which
advise a minimum contrast ratio of 4.5:1 for standard
text and 3:1 for larger text.

4. Typography

Typography encompasses the selection of fonts and
styles that promote readability and understanding.
Importance: Clear, sans-serif fonts like Arial or
Helvetica are more accessible to users with visual
impairments. An appropriate font size (at least 16px)
and letter spacing are also essential.

Avoid: Fonts that are decorative or overly stylized,
which may confuse screen readers or users with
dyslexia.

5. Integration for the Visually Impaired

In designing for individuals with visual impairments,
these elements collaborate to create accessible
interfaces:

High Contrast Themes: Ensure essential content, text,
and buttons are easily noticeable.

Clear Visual Cues: Utilize consistent spacing and
padding to delineate content.

Readable Fonts: Combine suitable typography with
adjustable text sizes to cater to user preferences.
Assistive Technology Compatibility: Ensure that
visual hierarchy and typography are compatible with
screen readers, offering clear order and descriptions.

Studying A, AA, and AAA standards and what
WCAG Web Content Accessibility Guidelines
(WCAGQG) is and deploying it.

Web Content Accessibility Guidelines (WCAG) and
A, AA, AAA Standards

What is WCAG?

The Web Content Accessibility Guidelines (WCAG)
comprise a globally acknowledged framework meant
to enhance web content accessibility for all
individuals, including those with disabilities.
Formulated by the World Wide Web Consortium
(W3C) through the Web Accessibility Initiative
(WAI), WCAG offers suggestions to boost the
accessibility of websites, applications, and digital
products.

WCAG is structured around four fundamental
principles: Perceivable, Operable, Understandable,
and Robust (POUR). These principles ensure that
content can be accessed regardless of users' abilities,
devices, or assistive technologies.

WCAG Levels of Compliance: A, AA, and AAA
Level A (Basic Accessibility):

This is the foundational level of accessibility,
ensuring that essential obstacles to access are
eliminated. For instance: Include alt text for images
to allow screen readers to interpret them.
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Effect: Guarantees basic functionality for individuals
with disabilities.

Level AA (Intermediate Accessibility):

This level addresses the most prevalent barriers
affecting the usability of web content. Compliance
with this level is often mandated by laws and
regulations.

For example: Keeping a contrast ratio of at least 4.5:1
for standard text.

Effect: Ensures wider accessibility for users with
visual or cognitive challenges.

Level AAA (Highest Accessibility):

This is the most stringent standard, offering the
highest level of accessibility. While achieving AAA
compliance is optimal, it may not be feasible for
every type of content.

For instance: A contrast ratio of at least 7:1 for better
readability.

Effect: Facilitates accessibility for users with more
significant disabilities.

Implementing WCAG Standards in Design
Perceivable:

Provide textual alternatives for non-text elements
(e.g., alt text for images).

Offer captions and transcripts for multimedia content.
Ensure that content can be adapted and is
distinguishable (e.g., high contrast and scalable text).
Operable:

Create interfaces that are navigable using a keyboard
and assistive technologies.

Avoid utilizing time constraints or offer options to
extend them.

Provide clear navigation options (e.g., skip links and
breadcrumbs).

Understandable:

Employ simple, straightforward language.

Ensure that the UI behaves consistently (e.g., no
unexpected changes following interaction).

Include input assistance, like error suggestions for
form fields.

Robust:

Guarantee compatibility with existing and future
assistive technologies.

Utilize semantic HTML and ARIA roles to clearly
define structure and functionality.

Significance of Compliance

Legal Requirements: Numerous countries require
WCAG compliance to adhere to accessibility laws
(e.g., ADA in the U.S. and EN 301 549 in the EU).
Inclusivity: Makes web content accessible to
individuals with various abilities, such as blindness,
deafness, or motor impairments.

User Experience: Enhances usability for all users,
including those facing temporary impairments or
challenges unrelated to disabilities.

My concept of hardware of assistive technology
(mainly for the visual impaired, and motor defects).
A rough sketch and some functions.

The concept of hardware for assistive technology
combines advanced Al integration with specialized
assistive tools to cater primarily to visually impaired
individuals and those with motor disabilities. The
device would be a compact, wearable, or handheld
gadget, featuring the following:

e Al-Powered Navigation System: Integrated with
LIDAR sensors and cameras, it assists visually
impaired users by mapping surroundings,
identifying obstacles, and providing real-time
auditory or tactile feedback for navigation.

e Voice Interaction and Recognition: Equipped
with natural language processing, it allows users
to control the device, access information, and
interact with digital platforms through voice
commands.

e Haptic Feedback System: For users with motor
impairments, this system provides vibrations or
physical cues to guide interaction and confirm
actions.

e Touch and Gesture Controls: A customizable
interface for motor-disabled users to input
commands through adaptive touchpads or
gesture recognition.

e Braille Integration: An optional refreshable
Braille display for text-based interaction.

e Al-Enhanced Predictive Assistance: Learns user
preferences and patterns to offer personalized
recommendations and predictive responses for
daily activities and tasks.

e Universal Compatibility: Seamless integration
with smartphones, smart home systems, and
existing assistive tools like screen readers and
voice assistants.

This hardware would unify multiple assistive
technologies under a single Al-driven ecosystem,
ensuring a streamlined and inclusive user experience.

FUTURE SCOPE

Future Scope With continued advancements in Al,
the integration of machine learning, natural language
processing, and computer vision can further enhance

IJIRT 173273 INTERNATIONAL JOURNAL OF INNOVATIVE RESEARCH IN TECHNOLOGY 2689



© February 2025 | IJIRT | Volume 11 Issue 9 | ISSN: 2349-6002

accessibility features, making them more adaptive
and personalized for users with diverse impairments.
The project's framework can evolve to include real-
time language translation, emotion recognition for
cognitive support, and predictive analytics to
anticipate user needs. Additionally, the hardware
concept can expand to include wearable solutions like
smart glasses or Al-embedded prosthetics, offering a
more immersive and seamless interaction experience.
Working with government agencies, healthcare
providers, and accessibility advocates can help
develop universal standards for assistive technology,
ensuring widespread adoption.

CONCLUSION

The project "Universal Accessibility in Al in U/UX"
underscores the transformative potential of
integrating Al and assistive technology to create a
more inclusive digital landscape. By addressing the
unique challenges faced by individuals with visual,
motor, and cognitive impairments, this initiative aims
to bridge the accessibility gap in technology. Through
user-centered design, assistive hardware integration,
and Al-driven personalization, the project aspires to
empower users with equitable opportunities to
interact with digital platforms and navigate their
environments independently.

This endeavor not only highlights the importance of
inclusive design but also sets a precedent for future
innovations in assistive technology. By fostering
collaboration among technologists, designers, and
accessibility advocates, the project represents a step
toward a future where technology is accessible and
beneficial for everyone, regardless
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