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This Guide was developed within the framework of the project Hands-on Stories: Diversity Narra3ves in 
Accessible Storytelling (HANDS), implemented by the CreaCve Industries Cluster of Vojvodina. The project 
established an innovaCve producCon format: a seven-episode inclusive puppet series in Serbian and Hungarian 
Ctled Beyond the Last Dot, broadcast across public service media and television networks, including the Public 
Media InsCtuCon Radio Television of Vojvodina (RTV 1 and RTV 2), the Public Media InsCtuCon Radio Television 
of Serbia (RTS and the RTS Planeta streaming plaOorm), Radio and Television of Bosnia and Herzegovina (BHRT), 
Radio-Television of the FederaCon of Bosnia and Herzegovina (RTVFBiH), and TV Panonija. The document was 
created through authorial expansion and expert adaptaCon of the project’s internal expert documents: Code of 
Ethical Produc3on of Media Content for Children (working draU, internal ref. no. UDG-1-01-12-2025/1 – 
standards for narraCve, audio, video, and inclusion) by Tijana Kolaček, project media associate, with expert 
contribuCons to audio by Branislav Micić and video design by Vida Jović; Pedagogical Analysis of Cri3cal Points 
and Expert Guidelines for Script Development (internal ref. no. UDG-21-03-04-2026/1-4) by Miljana Tasković, 
project expert associate; and Produc3on of Developmentally Appropriate Media Content for Children (internal 
ref. no. UUG-1-04-11-2025/1-3) by Tatjana Kalezić, Hands-on Stories project author, with expert contribuCons 
to the development of inclusion and diversity standards by Maja Ravanska, Editor-in-Chief of the Sustainable 
Development PlaOorm Lice v lice in North Macedonia. 

 
The project Hands-on Stories: Diversity Narra3ves in Accessible Storytelling (HANDS) is implemented by the 
CreaCve Industries Cluster of Vojvodina. The project is carried out within the framework of the InnovaCon. 
Media. Minds: EU Support to Public Service Journalism in the Western Balkans programme, funded by the 
European Union and implemented by the Goethe-InsCtut in cooperaCon with DW Akademie (Deutsche Welle 
Akademie). The contents of this publicaCon are the sole responsibility of the CreaCve Industries Cluster of 
Vojvodina and do not necessarily reflect the views of the European Union. 
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INTRODUCTION 
Digital and media accessibility represents a comprehensive set of technical, func8onal, and 
cogni8ve parameters in media produc8on and design that enable every child, regardless of 
sensory, physical, motor, or neurodevelopmental differences, to independently, equitably, and 
barrier-free access, comprehend, and engage with media content. 

The expansion of digital technologies has created significant opportuni8es for developing the 
accessibility of content and services, paving the way for innova8ve solu8ons (from intui8ve 
gaze and voice control to advanced audiovisual adapta8on) to emerge as universal standards 
across leading global plaDorms. Their applica8on in media produc8on encompasses the 
en8re workflow: from the prepara8on of textual and print assets, through audio and visual 
calibra8on in video edi8ng and sound mastering, to the development of user interfaces and 
assis8ve naviga8on mechanisms within interac8ve soHware. This holis8c approach 
guarantees all users unimpeded access to informa8on, educa8on, entertainment, and digital 
communica8on. 

This Guide was conceived as an opera8onal produc8on tool in elabora8ng the Code of Quality 
for Children’s Media Content 2026, adopted by the Crea8ve Industries Cluster of Vojvodina, 
and its companion volume, Children in Media Chaos: Guide to Ethical Produc<on. 

Four Principles of Accessibility (POUR) 
The baseline interna8onal benchmark underpinning the technical requirements of media and 
digital accessibility is WCAG 2.2 (Web Content Accessibility Guidelines), represen8ng a 
comprehensive set of rules and criteria established by the World Wide Web Consor8um 
(W3C) to adapt digital content, plaDorms, and electronic documents for autonomous use by 
persons with disabili8es. 

The architecture of accessible content in media produc8on rests upon four fundamental 
principles (POUR): 

• Perceivable: Informa8on and user interface components must be shaped in 
produc8on so that users can perceive them through the senses available to them 
(e.g., by crea8ng text alterna8ves [alt text] for visual assets and producing audio 
descrip8on for video content). 

• Operable: Users must be able to autonomously operate the interface and navigate 
content (e.g., by technically enabling complete naviga8on via keyboard, assis8ve 
switches, or voice commands for individuals who cannot use a mouse). 

• Understandable: Informa8on, language, and interface func8onality must be clear, 
unambiguous, and predictable in structure (e.g., editorially guided, consistent 
naviga8on and precise instruc8ons devoid of unnecessary technical or linguis8c 
barriers). 

https://drive.google.com/file/d/12-cTvLwjbttSEsxvk0_Tw8uUMYW4JEqE/view
https://drive.google.com/file/d/12-cTvLwjbttSEsxvk0_Tw8uUMYW4JEqE/view
https://drive.google.com/file/d/1vxeraF_NwVP2GVXKHxRUKsYbk-_7hKsM/view
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• Robust: Media content must be reliably encoded from a technical standpoint and fully 
interoperable across diverse plaDorms, formats, and user assis8ve technologies 
(ranging from mobile opera8ng systems to specialized screen readers). 

ProducFon Domains of Accessibility 
Fully accessible media and digital content requires an integrated produc8on adapta8on 
process across four core domains: 

1. Visual Accessibility: Delivers adapta8ons for blind and visually impaired individuals, as 
well as persons with color vision deficiencies (adequate color contrast, large print, 
descrip8ve alt text, audio descrip8on, support for screen reader soHware, and Braille). 

2. Auditory Accessibility: Enables deaf and hard-of-hearing individuals to follow auditory 
content (synchronized cap8ons with speaker iden8fica8on and descrip8ons of sound 
effects, sign language interpreta8on, and an acous8cally clean speech channel). 

3. Motor Accessibility: Facilitates unimpeded content naviga8on and control for 
individuals with physical and motor limita8ons (full keyboard-only or dedicated 
assis8ve switch naviga8on without requiring a mouse, sufficiently large interac8ve 
touch targets, and the elimina8on of opera8onal 8me limits). 

4. Cogni8ve Accessibility: Facilitates content comprehension for individuals with learning 
difficul8es, a_en8on disorders, or informa8on processing challenges (clear logical text 
structure, plain language, predictable naviga8on, and protec8on against excessive 
auditory and visual sensory overs8mula8on). 

Conformance Levels 
The interna8onal WCAG 2.2 standard defines three levels of content accessibility, which 
determine the depth of produc8on adapta8on across each of the four core domains: 

• Level A: basic level (statutory minimum); 

• Level AA: standard level (recommended industry benchmark); 

• Level AAA: advanced level (maximum accessibility). 

Level A — Basic Level 
Level A represents a mandatory produc8on threshold (must support) that a digital product 
must fulfill in order to be u8lized at all. Without mee8ng this baseline, content remains 
en8rely inaccessible to persons with disabili8es. 

Requirements across produc1on domains: 
• Visual Accessibility: Basic descrip8ve alt text for non-text content, along with a strict 

prohibi8on of content that flashes more than three 8mes per second (preven8on of 
photosensi8ve seizures); 
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• Auditory Accessibility: Provision of a basic textual transcript for pre-recorded audio 
content; 

• Motor Accessibility: Complete interface naviga8on and control exclusively via 
keyboard (without requiring the use of a mouse); 

• Cogni8ve Accessibility: Clearly defined default language of the document and 
predictable behavior of interac8ve components upon receiving focus. 

Limita<on: This level does not prescribe a mandatory minimum contrast ra8o for visually 
impaired users, nor does it require audio descrip8on or synchronized cap8ons, rendering it 
insufficient for professional media produc8on. 

Level AA — Standard Level 
Level AA represents the industry-recommended benchmark (should support) and serves as 
the reference global standard of quality. It is legally mandated across European Union 
member states and the United States for public service broadcasters, public ins8tu8ons, and 
digital plaDorms. This level eliminates the most pervasive accessibility barriers and guarantees 
seamless compa8bility with assis8ve technologies. 

Requirements across produc1on domains: 
• Visual Accessibility: Minimum color contrast ra8o of 4.5:1 for standard text (3:1 for 

large print and essen8al graphical user interface components); preserva8on of 
legibility and layout structure when text is enlarged up to 200%; mandatory 
synchronized audio descrip8on for all pre-recorded video content; 

• Auditory Accessibility: Mandatory 8me-synchronized cap8ons for all pre-recorded 
video content, incorpora8ng precise speaker iden8fica8on and descrip8ons of cri8cal 
sound effects; 

• Motor Accessibility: Clearly visible keyboard focus indicators across all interac8ve 
elements, sufficiently large touch targets, and the elimina8on of keyboard traps; 

• Cogni8ve Accessibility: Consistent and predictable naviga8on across all plaDorm 
segments, paired with explicit text feedback upon user input errors. 

Level AAA — Advanced Level 
Level AAA provides the highest degree of accessibility (may support). It is implemented 
purposefully, primarily for specialized plaDorms and dedicated content tailored to users with 
severe sensory or cogni8ve impairments. 

Requirements across produc1on domains: 
• Visual Accessibility: Enhanced contrast ra8o of 7:1 for normal text (4.5:1 for large 

print); extended audio descrip8on with detailed verbaliza8on of complex visual 
ac8ons; 

• Auditory Accessibility: Mandatory synchronized sign language interpreta8on for all 
audiovisual materials; 
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• Motor Accessibility: Complete absence of opera8onal 8me constraints for execu8ng 
user ac8ons; 

• Cogni8ve Accessibility: Plain language devoid of metaphors and jargon, 
complemented by accessible defini8ons and expansions for all abbrevia8ons and 
specialized terms. 

Limita<on: Due to specific authorial, ar8s8c, and performance requirements, this level can 
rarely be applied in its en8rety across general-audience media programming. 

ProducFon ObjecFve: Level AA 
The primary produc8on objec8ve is consistent compliance with Level AA standards, which 
cons8tute an obligatory quality norm ensuring substan8ve content accessibility without 
constraining crea8ve or aesthe8c vision. Produc8on teams concurrently strive to integrate 
targeted Level AAA solu8ons whenever technical, dramaturgical, and budgetary constraints 
permit. 

• Visual Domain: The baseline objec8ve guarantees a stable contrast ra8o (4.5:1), 
legible typography, and synchronized audio descrip8on (striving toward enhanced 
contrast of 7:1 and extended audio descrip8on in educa8onal programming); 

• Auditory Domain: The baseline objec8ve guarantees synchronized cap8ons with full 
verbal and acous8c context (striving toward the integra8on of sign language 
interpreta8on across all flagship audiovisual formats); 

• Motor Domain: The baseline objec8ve guarantees full keyboard operability and visible 
focus indicators (striving toward the complete elimina8on of interac8on 8me limits); 

• Cogni8ve Domain: The baseline objec8ve guarantees logical pacing of presenta8on 
and protec8on against sensory overload (striving toward Easy-to-Read formats and 
integrated glossaries for specialized terms). 
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PRODUCTION GUIDELINES AND LABELING OF 
ACCESSIBLE CONTENT 
Produc8on guidelines and standardized labeling serve as the fundamental mechanism for 
achieving high-caliber accessible digital and media content, ensuring full func8onality prior to 
final distribu8on through precise opera8onal parameters and quality assurance protocols 
across four core domains. 

1. VISUAL ACCESSIBILITY 
Visual accessibility of digital and media content ensures that individuals with reduced visual 
acuity, color blindness, or complete absence of color vision (achromatopsia) can clearly 
dis8nguish visual elements from the background and autonomously engage with media 
assets. 

Contrast and Color Usage 
During the graphic design of all visual elements, typography, and user interfaces, the 
following produc8on parameters are mandatory: 

• Minimum Text Contrast Ra8o (WCAG 2.2 AA – 1.4.3): A minimum produc8on contrast 
ra8o of 4.5:1 is required for standard text and cap8ons. For large-scale text (18 pt or 
larger, or 14 pt in bold weight), the minimum allowable contrast ra8o is 3:1. 

• Non-Text Contrast (WCAG 2.2 AA – 1.4.11): Icons, interac8ve bu_ons, and user 
interface boundaries must maintain a contrast ra8o of at least 3:1 against adjacent 
background colors. 

• Verifica8on in Design Tools: In graphic pre-press soHware such as Adobe Illustrator, 
Canva, or InDesign, digital verifica8on via an integrated contrast checker is mandatory. 
A design solu8on is deemed technically compliant solely upon soHware confirma8on 
of conformance: “WCAG AA: Pass (4.5:1)”. 

• Color Pale_es and Prohibited Pairs: Low-contrast produc8on combina8ons—such as 
light-gray text on a white background or light-blue elements on a light-green base—
are strictly prohibited. The implementa8on of polarized pairs is prescribed: dark blue 
or black text on a yellow or white background. 

• High-Contrast Reference Benchmark (Level AAA): The produc8on combina8on of black 
text (#000000) on a vivid yellow background (#FFF200) achieves an outstanding 
contrast ra8o of 18.9:1, significantly reducing eye strain and delivering op8mal visual 
sharpness. 

• Seman8c Independence of Shape from Color (WCAG 2.2 – 1.4.1): The status and 
meaning of elements in media produc8on must never be conveyed exclusively 
through chroma8c value (e.g., red for “prohibited” or green for “approved”). The 
simultaneous use of shapes or symbols (e.g., an “X” mark for cancel or a “✓” 
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checkmark for confirma8on) is mandatory to preserve informa8on in monochrome 
display modes or for users with color vision deficiencies. 

Preserving Contrast Across Diverse Media Formats 
Applying visual accessibility across diverse media formats guarantees consistent legibility, 
perceptual stability, and full interoperability with assis8ve technologies across all distribu8on 
pipelines—including broadcast television, digital publica8ons, print graphics, and interac8ve 
plaDorm user interfaces. 

• Video Produc8on and Sub8tling (Broadcast and Digital Displays): White text overlaid 
directly on bright video scenes yields a contrast ra8o of merely 1.1:1, rendering it 
illegible. Pursuant to the EBU R138 recommenda8on (European Broadcas8ng Union), 
produc8on teams are required to apply a sub8tle box with a solid black background at 
70% to 80% opacity. This ensures a stable contrast ra8o of at least 4.5:1, regardless of 
dynamic background scene changes. 

• Digital Document Produc8on (ISO 14289-1 – PDF/UA): Electronic publica8ons 
(brochures, digital books, manuals) must be machine-readable for screen reader 
soHware. In Adobe InDesign layout workflows, this is achieved through seman8c 
tagging, whereby each heading (H1–H6), paragraph (P), table (Table), and image 
(Figure) receives structural tags to establish a logical reading order. 

• Print Produc8on: Print execu8on requires exclusively glare-free ma_e paper stocks. 
Glossy coated stocks (art paper) produce specular reflec8ons that compromise 
contrast. Chroma8c conflicts, such as red text on a green background, are prohibited. 

• User Interface (UI): Digital plaDorms and soHware solu8ons must feature an 
integrated dark mode that renders light symbols on a dark canvas for visually impaired 
users, substan8ally minimizing screen glare. 

Labeling Visually Accessible Content 
Media and digital content produced in compliance with visual accessibility standards is 
iden8fied upon produc8on comple8on with the following interna8onally standardized 
pictograms: 

Audio Descrip8on [AD]: Indicates the provision of a 
secondary, synchronized audio track that verbally 
describes on-screen visual ac8on, spa8al context, and 
key narra8ve scene transi8ons during natural pauses in 
dialogue.   
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Large Print [LP]: Designates print publica8ons or digital 
text formats set in a minimum font size of 18 pt or 
larger (minimum 16 pt for body text), requiring highly 
legible sans-serif typefaces such as Arial or Verdana.     

Braille and Tac8le Formats: Denotes the physical 
availability of content in Braille, as well as tac8le 
edi8ons featuring raised relief contours for illustra8ons 
and shapes. In print finishing workflows, it mandates 
placing tac8le-bordered QR codes (Quick Response 
codes) in the bo_om-right corner of the page, paired 
with a notched upper-right corner of the book block to 
ensure correct tac8le orienta8on for the reader. 

    

Verifica@on of Visual Accessibility 
The verifica8on protocol establishes the technical inspec8on and quality assurance workflow 
for visually accessible media content to validate func8onality and perceptual stability prior to 
public release or distribu8on. 

Func1onal Quality Control Parameters 
Visually adapted media content must achieve stable legibility, unambiguous informa8on 
recogni8on, and dependable performance across diverse viewing devices, evaluated against 
the following control parameters: 

• Legibility Under Degraded Display Condi8ons: Content preserves necessary contrast 
and visual clarity in low ambient ligh8ng or on compact screens; 

• Percep8on Independent of Color: Interac8ve components, icons, and bu_ons 
preserve their intended meaning and opera8onal func8on when colors are altered, 
desaturated, or fully disabled; 

• Assis8ve Technology Interoperability: Digital assets and interface components 
successfully pass automated and manual soHware compliance audits against 
accessibility benchmarks. 

Technical Tes1ng Procedures 
Technical verifica8on of visual accessibility in produc8on encompasses soHware diagnos8cs 
and perceptual limita8on simula8ons to eliminate cri8cal barriers to legibility and content 
recogni8on prior to final delivery: 

1. Integrated SoHware Verifica8on (Accessibility Checker): Within office suites and 
authoring soHware (e.g., MicrosoH Word, PowerPoint), the automated accessibility 
audi8ng engine is executed (Check Accessibility). The system systema8cally detects 
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insufficient color contrast ra8os pursuant to WCAG specifica8ons and flags visual 
assets lacking descrip8ve alterna8ve text. 

2. Mobile Environment Tes8ng: Within mobile opera8ng system setngs, the high-
contrast text rendering feature is ac8vated (Setngs – Accessibility – High contrast 
text) to verify typographic rendering stability and vector icon edge fidelity. 

3. Color Inversion Test: By enabling the system-level color inversion mode, graphics and 
naviga8on elements are inspected to ensure they do not lose visual boundaries, edge 
differen8a8on, or opera8onal clarity in inverted or monochroma8c displays. 

4. Luminance Reduc8on Test: Display luminance is reduced to 50% of its nominal 
calibrated output. If text elements or essen8al func8onal icons lose legibility and 
scanning clarity, the contrast ra8o is deemed insufficient and requires color 
recalibra8on to meet compliance benchmarks.
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2. AUDITORY ACCESSIBILITY 
Auditory accessibility of media and digital content within the produc8on workflow ensures 
that deaf and hard-of-hearing individuals, cochlear implant users, and audiences in 
acous8cally unfavorable environments can fully and autonomously perceive, comprehend, 
and follow all sonic, verbal, and contextual informa8on in audiovisual materials. 

Acous@c Calibra@on and Speech Clarity 
During audio post-produc8on and mastering of audiovisual content, maximum dialogue 
intelligibility is maintained to enable individuals with residual hearing to clearly discern 
speech: 

• Dialogue Isola8on and Speech-to-Noise Ra8o (SNR): The dialogue channel must be 
acous8cally isolated from the ambient background score. Dialogue is required to be 6–
9 dB louder than the background music and ambient sound effects. Overly loud 
background music triggers automa8c dynamic range compression across the 
frequency spectrum in digital hearing aids, rendering speech en8rely unintelligible. 

• Interac8ve Digital Standards (e.g., HbbTV 2.0 – Hybrid Broadcast Broadband TV): In 
digital broadcas8ng and on dedicated plaDorms, the implementa8on of interac8ve 
technologies is recommended, allowing users to personalize cap8on size, font color, 
and background opacity, as well as select the screen posi8on and dimensions of the 
sign language interpreter window. 

• Frequency Alignment: Calibra8ng the reference tuning of musical accompaniment to 
432 Hz further facilitates acous8c recep8on for users with hearing impairments by 
smoothing high-frequency harshness and preven8ng the masking of the vocal range. 
(see: Natural Acous<c Tuning at 432 Hz: Audio Produc<on Systems Calibra<on 
Manual) 

Sub@tling Produc@on Standards (SDH) 
Sub8tles for the Deaf and Hard of Hearing (SDH) do not merely represent a verba8m 
transcrip8on of spoken dialogue, but provide a comprehensive visualiza8on of the auditory 
landscape and atmosphere. 

• Visualiza8on of the Non-Verbal Soundscape (SDH): Alongside dialogue transcrip8on, 
cap8ons include seman8c descrip8ons of the acous8c environment placed in square 
brackets. Descrip8ons categorize sound effects, dramaturgical shiHs, and the mood of 
the musical score, enabling audiences to follow narra8ve causality without relying on 
the audio track. 

• Synchroniza8on and Reading Speed: Sub8tles must be precisely 8me-synchronized 
with video and speech. For the general audience, a standard display speed of 15–17 
characters per second (cps) is prescribed, whereas in programming intended for 
children, the speed is capped at a maximum of 12 cps to enable concurrent processing 
of visual ac8on and on-screen text. 

https://drive.google.com/file/d/1zbcmpUCvjp1k7TMCveu-1EBZOzd85MoG/view
https://drive.google.com/file/d/1zbcmpUCvjp1k7TMCveu-1EBZOzd85MoG/view
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• Speaker Iden8fica8on and Color Coding: In mul8-speaker scenes, speaker 
differen8a8on is achieved by applying a standardized color-coding system for each 
character (pursuant to EBU R138 – European Broadcas8ng Union) or by prepending a 
seman8c verbal prefix (character name or professional role rendered in uppercase 
preceding dialogue), elimina8ng perceptual ambiguity regarding the sound source. 

Labeling Auditory Accessible Content 
Media and digital content produced in compliance with auditory accessibility standards is 
iden8fied upon produc8on comple8on with the following interna8onally standardized 
pictograms: 

Closed Cap8ons [CC]: Designates op8onal cap8ons that 
users can autonomously ac8vate or deac8vate within a 
digital media player or broadcast receiver. They 
comprise spoken dialogue transcrip8on alongside 
seman8c descrip8ons of all relevant sound effects.  

Open Cap8ons [OC]: Designates cap8ons that are 
permanently burned into the video stream without the 
op8on of being disabled. They are implemented across 
public exhibi8on venues, museums, or in educa8onal 
content tailored to children acquiring early reading 
skills, elimina8ng the need for addi8onal soHware 
display configura8on. 

 

Sign Language Interpreta8on [SLI]: Indicates that the 
audiovisual programme provides sign language 
transla8on delivered by an interpreter via an integrated 
or adjustable on-screen window. The interpreter 
window must maintain clear visual prominence and be 
posi8oned so as not to obstruct key on-screen ac8on, 
lower-third graphics, or sub8tles. 

 

Assis8ve Listening Systems [ALS]: Confirms the 
compa8bility of a physical venue or hardware setup 
with direct wireless audio transmission to personal 
hearing aids, cochlear implants, or dedicated assis8ve 
headsets (such as hearing induc8on loops in 
auditoriums, theatres, cinemas, or media produc8on 
centres). 

 



 14 

Verifica@on of Auditory Accessibility 
The verifica8on protocol establishes the technical inspec8on and quality assurance workflow 
for auditory accessible media content to validate func8onality, intelligibility, and perceptual 
stability prior to public release or distribu8on. 

Func1onal Quality Control Parameters 
Auditory adapted media content must achieve consistent speech intelligibility, comprehensive 
rendering of the soundscape, and balanced channel mixing across diverse consumer devices, 
evaluated against the following control parameters: 

• Seman8c Independence of the Visual Record: Sub8tles (SDH) autonomously convey 
the complete narra8ve arc, dramaturgical atmosphere, and non-verbal acous8c 
informa8on without requiring reliance on the audio signal; 

• Temporal Synchroniza8on and Reading Pacing: Text display dura8on ensures 
concurrent tracking of visual ac8on and reading comprehension without inducing 
cogni8ve overload; 

• Acous8c Stability of the Vocal Channel: Spoken dialogue preserves clarity and 
intelligibility against the musical score and ambient sound effects, even at low 
playback listening levels. 

Technical Tes1ng Procedures 
Technical tes8ng of auditory accessibility within audio produc8on and post-produc8on 
represents a mandatory, measurable protocol that validates the complete acous8c and 
textual func8onality of audiovisual assets by simula8ng real-world receiving condi8ons: 

1. Mute Test: The video asset is audited with the audio channel completely disabled. If 
the narra8ve ac8on, context, or emo8onal tone of a scene is not fully comprehensible 
solely from the displayed cap8ons (SDH), the asset fails compliance with WCAG 2.2 
Level AA requirements. 

2. Reading Speed Verifica8on (Reading Speed Test): The screen dura8on of sub8tles is 
verified against character count. A standard sub8tle line averaging 30 to 36 characters 
must remain on screen for a minimum of 2–3 seconds. For general audiences, a 
reading speed of up to 17 cps (characters per second) is applied, whereas children's 
programming mandates a restric8ve limit capped at a maximum of 12 cps. 

3. Acous8c Balance and Output A_enua8on Test: Studio monitor playback volume is 
a_enuated to a minimal listening level. If the background score or sound effects mask 
the vocal track, the speech-to-noise ra8o is improperly balanced and requires post-
produc8on remastering by eleva8ng the dialogue channel by at least 6 dB rela8ve to 
all accompanying audio tracks. 
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3. MOTOR ACCESSIBILITY 
Motor accessibility of digital and media content within the produc8on workflow ensures that 
individuals with reduced fine motor control, tremors, spas8city, paraplegia, or complete 
absence of upper-limb mobility can autonomously, and free from 8me pressure, operate the 
user interface and engage with media content. 

Interac@ve Interface Architecture and Component Sizing 
During soHware development for web plaDorms, interac8ve media, and applica8ons, the 
implementa8on of produc8on solu8ons that eliminate the need for rapid, fine-grained, or 
high-precision mouse manipula8ons is mandatory: 

• Interac8ve Touch Targets (WCAG 2.2 – 2.5.5 / 2.5.8): Every individual bu_on, link, or 
interac8ve target area on touchscreens must possess a minimum physical target size 
of 48 × 48 dp (density-independent pixels, approximately 9 mm) paired with adequate 
spacing. Dimensions below these specifica8ons impede ac8va8on for users with 
involuntary movements or spas8city and trigger inadvertent commands. 

• Responsive Display Orienta8on (Reflow): Content and func8onal interface layouts 
must preserve full operability and a logical flow of informa8on in both portrait and 
landscape screen orienta8ons without loss of func8onality. This adaptability is 
essen8al for users whose devices are physically mounted in a fixed posi8on on 
wheelchairs or assis8ve desk mounts. 

• Support for External Controllers and Switch Access: The system must support 
complete opera8on via external adap8ve switches, joys8cks, or eye-tracking sensors. 
This is achieved by implemen8ng standardized accessible applica8on programming 
interfaces (APIs) pursuant to ISO/IEC 13066 standards, ensuring seamless 
interoperability with assis8ve controllers without requiring dedicated device drivers. 

Produc@on Naviga@on Standards and Temporal Control 
Designing naviga8on pathways across interac8ve media is grounded in logical sequence, 
con8nuous visual feedback, and the elimina8on of opera8onal barriers: 

• Keyboard Naviga8on (WCAG 2.2 – 2.1.1): Every system func8onality, menu, video 
player control, and form input field must be operable exclusively via keyboard (using 
the Tab key, arrow keys, and Enter / Space), devoid of any keyboard traps. 

• High-Contrast Visible Focus (WCAG 2.2 – 2.4.7 – Focus Visible): The currently focused 
interac8ve component must display a clearly discernible, high-contrast focus indicator 
at all 8mes (maintaining a minimum contrast ra8o of 3:1 against adjacent 
backgrounds). The absence of an ac8ve focus indicator en8rely disrupts spa8al 
orienta8on for users naviga8ng without a mouse. 

• Elimina8on of Time Pressure (WCAG 2.2 – 2.2.1 – Timing Adjustable): Func8onali8es 
requiring rapid motor response or those that automa8cally dismiss content following a 
brief dura8on are strictly prohibited. Users must be provided with mechanisms to 
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autonomously disable, extend, or individually calibrate any 8me limits prior to 
execu8ng commands. 

Labeling Motor Accessible Content 
Media and digital content produced in compliance with motor accessibility standards is 
iden8fied upon produc8on comple8on with the following interna8onally standardized 
pictograms: 

Keyboard Accessible [KA]: Indicates that complete 
naviga8on, all menus, video player controls, and interac8ve 
forms are func8onally operable exclusively via keyboard or 
compa8ble assis8ve switches, without requiring the use of 
a mouse.  

Interna8onal Symbol of Access [ISA]: A standardized 
pictogram that, within digital environments, cer8fies that 
the en8re user interface is architecturally and 
programma8cally op8mized for integra8on with assis8ve 
technologies and external controllers.  

Eye Tracking Ready [ETR]: Indicates that digital content and 
interac8ve target areas are soHware-adapted, spa8ally 
arranged, and calibrated for stable control and naviga8on 
via dedicated eye-tracking sensors.  

Verifica@on of Motor Accessibility 
The verifica8on protocol establishes the technical inspec8on and quality assurance workflow 
for motor accessible digital content to validate naviga8on stability, spa8al reachability of 
interac8ve target areas, and func8onal interoperability with assis8ve controllers prior to 
public release or distribu8on. 

Func1onal Quality Control Parameters 
Motor adapted media and digital content must achieve complete operability regardless of a 
user's fine motor precision, evaluated against the following control parameters: 

• Universal Mechanical Reachability: All func8onal and naviga8onal components of the 
plaDorm remain accessible and operable without requiring a mouse or touchscreen; 

• Spa8al Sizing and Error Tolerance: Interac8ve target areas maintain prescribed physical 
dimensions and protec8ve margins to prevent the accidental actua8on of adjacent 
controls; 
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• Con8nuous Visual Orienta8on: The ac8ve naviga8on focus posi8on is unambiguously 
demarcated at all 8mes by a sharp, high-contrast focus indicator ring. 

Technical Tes1ng Procedures 
Technical tes8ng of motor accessibility across produc8on and development workflows 
encompasses soHware-based code audits and hardware naviga8on simula8ons to eliminate 
barriers for users relying on assis8ve technologies or alterna8ve controllers prior to final 
release: 

1. Keyboard-Only Test: The interface is tested exclusively using the Tab key, direc8onal 
arrows, and Enter / Space keys. If it is impossible to access all segments, trigger the 
video player, or dismiss modal dialog boxes without relying on a mouse, the product 
fails compliance with WCAG 2.2 Level AA requirements. 

2. Touch Target Inspec8on (48 × 48 dp / 9 mm Rule): U8lizing web inspector and 
developer tools (Inspect Element / Developer Tools), the physical click or tap boundary 
is measured for every bu_on, input field, and icon. Components falling below 48 × 48 
dp (approximately 9 mm on physical mobile display diagonals) require programma8c 
enlargement of their interac8ve touch surface (padding) without altering the visual 
scale of the graphic asset itself. 

3. Switch Access Simula8on (Switch Access Test): Within the mobile opera8ng system's 
setngs, adap8ve switch control is enabled (Setngs – Accessibility – Switch Access). 
This test verifies that the system shiHs focus logically, sequen8ally, and without 
opera8onal lag from one func8onal component to the next. 
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4. COGNITIVE ACCESSIBILITY 
Cogni8ve accessibility of digital and media content within the produc8on workflow ensures 
that individuals with learning difficul8es, au8sm, a_en8on deficit hyperac8vity disorder 
(ADHD), dyslexia, or other developmental and neurodivergent specifici8es can effortlessly 
comprehend, an8cipate, and autonomously engage with media content and interfaces 
without experiencing sensory or mental overload. 

Intui@ve Interface Architecture and User Control 
During the design of interac8ve media, web plaDorms, and digital applica8ons, the 
implementa8on of produc8on principles that eliminate confusion, minimize cogni8ve effort, 
and grant users complete control over their consump8on pacing is mandatory: 

• Standardized Universal Pictograms (Easy-to-Read Format): For founda8onal 
func8onali8es (such as Home, Play, Pause, and Exit), universally recognized, 
seman8cally unambiguous, language-independent graphic icons are integrated. This 
facilitates intui8ve naviga8on for users with developmental differences or non-verbal 
individuals without requiring the deciphering of textual instruc8ons. 

• Complete User Playback Control (WCAG 2.2 – 2.2.2): Automa8c playback of video and 
audio streams (auto-play) is strictly prohibited. Audiovisual content must be ini8ated 
exclusively upon the explicit command of the user, thereby mi8ga8ng sensory shock, 
preven8ng disorienta8on, and enabling individual calibra8on of tracking speed. 

• Voice Control and Mul8modal Command Input: The integra8on of voice command 
recogni8on modules (Voice Control) within digital plaDorms is strongly recommended. 
This func8onality removes barriers for individuals with dyslexia, co-occurring motor 
challenges, or difficul8es in processing wri_en text, enabling direct spoken interac8on 
with the media system. 

Produc@on Structuring of Content and Sensory Safety 
Cul8va8ng a predictable environment and shielding users from adverse sensory s8muli is 
a_ained through rigorous adherence to visual and temporal stability parameters: 

• Sensory Safety and Seizure Preven8on (WCAG 2.2 – 2.3.1 – Three Flashes or Below 
Threshold): Produc8on materials must not contain more than three flashes within any 
one-second window, nor abrupt sequences of intense chroma8c pulsing. This 
guarantees photosensi8ve protec8on and prevents the induc8on of seizures among 
vulnerable audience groups. 

• Spa8al Interface Predictability (WCAG 2.2 – 3.2.3 / 3.2.4): Naviga8on elements, 
opera8onal controls, and search bu_ons must be consistently posi8oned across all 
web pages, screens, or throughout an en8re media series. Spa8al consistency fosters 
psychological safety and substan8ally reduces the 8me required for orienta8on. 

• Visual De-escala8on and Informa8on Structuring: Text blocks are styled as concise, 
gramma8cally straighDorward sentences set against a solid, ma_e background to 
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eliminate specular reflec8on and visual noise. Content is graphically structured into 
clear, bite-sized informa8on blocks flanked by generous whitespace. 

• Elimina8on of Time Pressure and Cogni8ve Traps (WCAG 2.2 – 2.2.1): Countdown 
8mers, jarring montage cuts, and abrupt dynamic spikes that induce stress, anxiety, or 
a sense of urgency during the comple8on of interac8ve tasks are eliminated from 
educa8onal and digital media. 

Labeling Cogni@vely Accessible Content 
Media and digital content produced in compliance with cogni8ve accessibility standards is 
iden8fied upon produc8on comple8on with the following interna8onally standardized 
pictograms: 

Easy-to-Read [ETR]: Indicates that textual and visual 
informa8on is prepared in accordance with European 
standards for easy-to-read formats. Text and vocabulary 
are simplified to the greatest extent, sentence structures 
are streamlined, and abstract concepts are supported by 
explanatory illustra8ons to facilitate developmental 
comprehension. 

 

Calm Sensory Experience [CSE]: Confirms that video 
assets have undergone laboratory verifica8on and are 
safe for photosensi8ve and sensory-sensi8ve 
individuals—content is devoid of aggressive light flashes 
(adhering to the threshold of no more than three flashes 
per second), abrupt zoom cuts, or loud and unexpected 
acous8c transients. 

 

Voice Control Ready [VC]: Denotes that the system 
interface of a plaDorm or applica8on is fully func8onal 
and operable via voice commands, enabling users to 
navigate, select content, and manage playback without 
requiring manual physical contact with the device.  

Verifica@on of Cogni@ve Accessibility 
The verifica8on protocol establishes the technical inspec8on and quality assurance workflow 
for cogni8vely accessible digital content to validate user guidance stability, interface 
predictability, and sensory safety prior to public release or distribu8on. 

Func1onal Quality Control Parameters 
Cogni8vely adapted media and digital content must achieve high degrees of predictability, 
user autonomy, and sensory neutrality, evaluated against the following control parameters: 
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• Architectural and Spa8al Consistency: The layout of naviga8on elements, interac8ve 
target fields, and func8onal controls preserves iden8cal posi8oning across all 
episodes, screens, or secondary landing pages of the media plaDorm; 

• User Agency Over Playback: The user retains immediate, unhindered ability to stop, 
pause, or exit content at any 8me, free from system barriers, unskippable intervals, or 
forced automated sequences; 

• Sensory Neutrality and A_en8on Protec8on: Visual and audio channels remain free 
from aggressive light flashes, abrupt cuts, and jarring dynamic spikes capable of 
triggering sensory overload or photosensi8ve adverse reac8ons. 

Technical Tes1ng Procedures 
Technical verifica8on of cogni8ve accessibility across produc8on and soHware development 
workflows represents a standardized user experience (UX) simula8on protocol designed to 
eliminate confusion, naviga8on hurdles, and sensory vulnerabili8es prior to final delivery: 

1. Auto-Play Test: The plaDorm, standalone applica8on, or embedded media player is 
launched in its default state. If video or audio playback ini8ates automa8cally without 
prior deliberate user actua8on, the asset fails compliance with WCAG 2.2 Level AA 
requirements regarding cogni8ve predictability and mandates programma8c auto-play 
blocking. 

2. Naviga8on Depth Audit (5-Click Rule): The informa8on architecture hierarchy and the 
cumula8ve number of interac8ons required to access any target episode, module, or 
core func8onal unit are audited. The user pathway from the ini8al launch screen to 
target content must be achievable within a maximum of five logical steps; any deeper 
hierarchical nes8ng is deemed a barrier triggering cogni8ve fa8gue and disorienta8on. 

3. Voice Access Test: The voice input engine is engaged within mobile or desktop 
opera8ng system setngs (Settings > Accessibility > Voice 
Access). The interface responsiveness to standardized verbal naviga8on and 
transport commands is audited (e.g., “Stop”, “Pause”, “Back”); the underlying 
system must execute instruc8ons instantaneously without discernible latency. 

 



  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


