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hvorfor bruksorientert design?

Det store bildet: livslgpet til det vi designer har mye lengre horisont enn design-prosessen.

[eddgs
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hvorfor bruksorientert design?

Designere designer ting (og systemer) for andre
som bruker tingene i sine gjgremal og aktiviteter
og der bruken er en del av aktiviteten.

Tone Bratteteig, 26. januar 2026

[eddgs

|



hvorfor bruksorientert design?

Designere designer ting (og systemer) for andre
som bruker tingene i sine gjgremal og aktiviteter
og der bruken er en del av aktiviteten.
Designere ma forsta nok om aktiviteten for a designe brukbare ting
og den kunnskapen har de fremtidige brukerne:
designerne ma samarbeide med brukerne for a fa vite nok til a designe.

design *I | bruk ’|
____________ | tid

Hvis brukerne forstar hvilke tekniske muligheter som fins
kan de bruke sin kunnskap om aktiviteten
til a foresla hvordan den kan forbedres
Witz [Tl S0 e hvis og nar de kan fa en ny teknisk lgsning.

[eddgs




hvorfor bruksorientert desig

Bruksorientert design / participatory design er sentralt i
studieprogrammet Design, bruk, interaksjon

[in1060:
design av en digital artefakt for bruk med vekt pa interaksjon
med de som skal interagere med artefakten

Tone Bratteteig, 26. januar 2026
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https:// Ww.uio.no/studier/program/inf-design/indexhtml

UNIVERSITETET |

&—Studier &—Finn studier

Informatikk: design, bruk, interaksjon

Utdanningstype: Varighet: Studiepoeng:
Bachelor 3ar 180

For at digitale tjenester og systemer skal veere tilgjengelige for alle i samfunnet,
ma utviklerne forsta bade teknologien og brukernes behov. Pa dette studiet
leerer du hva som skal til for & designe gode og brukervennlige digitale
lasninger.

Hvorfor velge dette programmet? - Hva leerer du?
Soknadsfrist og opptak - Oppbygging og gjennomfering
Studieopphold i utlandet - Jobb og videre studier




hvorfor bruksorientert design?

Bruksorientert design / participatory design er sentralt i studieprogrammet Design, bruk, interaksjon

[in1060:
design av en digital artefakt for bruk med vekt pa interaksjon
med de som skal interagere med artefakten
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bruksorientert design: Participatory design
hva handler det om?

ProsSessen

overordnede prinsipper: e metoder

* teknikker & verktgy
* brukerdeltakelse

1) medbestemmelse i design-beslutninger
«have a voice and have a say»

2) gjensidig leering / «mutual learning»

toveis leering og tverrfaglig samarbeid na
3) samskaping, samarbeid om utforming resultater .
og konkretisering av design-ideer, - designforslag

«co-design», «co-construction»

* skisser; enkle prototyper

* «uavhengige» prototyper

Tone Bratteteig, 26. januar 2026 pderoceedingS.Org



teknologien er

Kristen Nygaard (1926-2002)

Professor Kristen Nygaard var en norsk informatiker som
utviklet programmeringsspraket Simula, og la grunnlaget for
objektorientert programmering, sammen med Ole-Johan
Dahl.

Tone Bratteteig, 26. januar 2026

ikke ngytral

den kunne vaert annerledes

den preges av designerne og
oppdragsgiveren

teknologi er politikk

Tribute to
Kristen
Nygaard

= Awards and
Honors

* Education
and Career

* Publications

Department of Informatics

&—About the department

Tribute to Kristen Nygaard

[August 27, 1926 - August 10, 2002]

Professor Kristen Nygaard was a Norwegian
computer scientist and is considered to be the
father of Simula and object-oriented programming,
together with Ole-Johan Dahl.

His field was informatics and he won the two most
prestigious international prizes specific to that field:
The ACM A.M. Turing Award (considered to be the
"Nobel Prize of Computing"), in 2001 and the IEEE
John von Neumann Medal. He was made
Commander of The Order of Saint Olav by the King
of Norway in 2000, and received a number of other
honors and awards.

‘With Ole-Johan Dahl, he produced the initial ideas
for object-oriented (OO) programming in the 1960s
at the Norwegian Computing Center (NR - Norsk Regnesentral) as part of the Simula |
(1961-1965) and Simula 67 (1965-1968) simulation programming languages

Nygaard and Dahl were the first to develop the concepts of class, subclass (allowing
information hiding), inheritance, dynamic object creation, etc., all important aspects of
the OO paradigm. Their work has led to a fundamental change in how software
systems are designed and programmed, resulting in reusable, reliable, scalable
applications that have streamlined the process of writing software code and facilitated
software programming. Current object-oriented programming languages include C++
and Java, both widely used in programming a wide range of applications from large-
scale distributed systems to small, personal applications, including personal
computers, home entertainment devices, and stand-alone arcade applications.

Nygaard worked as a part-time professor emeritius in 1977, and a full-time professor
emeritus from 1984-1996 at the University of Oslo.

In Memoriam of Kristen Nygaard




Kristen Nygaard & Ole-Johan Dahl
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e kommandgrer av St. Olavs Orden i 2000
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* Turing-prisen i 2001
* von Neumann-medaljen i 2002




Weare very sad 1o inform you that Kristen Nygaard passed away on August 9th 2002.
A memorial site is at: ifiuio.no/~gi kristen/
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bruksorientert design: Participatory de51gn
hva handler det om? ‘

overordnede prinsipper:

1) medbestemmelse i design-beslutninger
«have a voice and have a say»

2) gjensidig leering / «mutual learning»
toveis leering og tverrfaglig samarbeid

3) samskaping, samarbeid om utforming
og konkretisering av design-ideer,
«co-design», «co-construction»
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ProsSessen

e metoder
* teknikker & verktgy
* brukerdeltakelse
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kap. 1 Design for, med og av brukere

Kapittel 1
Design for, med og av brukere
1.1 Hva er «design for, med og av brukere»?
1.1.1  Medvirkning for demokrati
1.1.2 Medvirkning for bedre
kunnskapsgrunnlag
1.2 Kjennetegn ved «design for, med og av brukere»
1.2.1 Medbestemmelse
1.2.2 Gjensidig leering
1.2.3 Samskaping
1.3 «Design for, med og av brukere» er ikke
en metode
1.3.1 Det store bildet
1.3.2 Etsosioteknisk perspektiv
1.3.3 Etkritisk perspektiv
1.4  Den skandinaviske tradisjonen
1.4.1 De forste prosjektene
1.4.2 Alternative teknologier
1.4.3 Design for gevinst og et godt liv
1.5 Videre arbeid med temaet DMB
1.5.1 Litteratur
1.5.2 Oppgaver

Tone Bratteteig, 26. januar 2026

INNHOLDSFORTEGNELSE

Forord

Innledning
1. Design for, med og av brukere

2. Design og designarbeid

3. Interaksjon

4. Bruk i kontekst

5. A designe med brukere

6. A undersgke bruk fgr bruk

7. Alage og konkretisere ideer
8. Tverrfaglig samarbeid som arbeidsform

Avslutning

Stikkordsregister

Referanser




bakgrunn: sosiotekniske systemer

Sosiotekniske systemer

Enar Thorseud og Fred E Emery Internationd

» Samspillet mellom det tekniske og det sosiale

* LO/NAF: det store samarbeidsprosjektet
» Reaksjon pa Taylor og «Scientific management»
* «Human factors» og ergonomi
* demokratisering av arbeidslivet

* de ansatte skal veere med pa a utforme sitt eget
arbeidsmiljg

Arbeidsmiljgloven (AML)

* fra vern mot fysisk farlig arbeid

» til vekt pa psykososiale forhold f.eks. meningsfylt
arbeid

Tone Bratteteig, 26. januar 2026




bakgrunn: sosiotekniske systemer

Sistenytt = Forum @D Bers Watchlist Bjollesauer 400 Rikeste

Sosiotekniske systemer

» Samspillet mellom det tekniske og det sosiale

* LO/NAF: det store samarbeidsprosjektet
» Reaksjon pa Taylor og «Scientific management»
* «Human factors» og ergonomi
* demokratisering av arbeidslivet

* de ansatte skal veere med pa a utforme sitt eget
arbeidsmiljg

ns har tatt steget fra a veere et teknologisk leketoy til a bli e; egisk nodvendi

e «quiet quitting»

e «always on», konkurranse & prestasjonskultur
o «well-being», tilbake til naturen, baerekraft

e «<work-life»-balanse

» til vekt pa psykososiale forhold f.eks. meningsfylt slik kan arbeidslivet endre seg hvis
arbeid roboter kan gjore stadig flere jobber

Tone Bratteteig, 26. januar 2026



bakgrunn: systemtenkning

Designing Human Systems 0;77 \%%
S system i Wope St
' The Eghye Design,
STORE s Meg,
NORSKE

LEKSIKON  Store norske leksikon / Ordforklaringer / Fremmedord og ldnord / Fremmedord med latinsk og gresk opphav

Successful computer systems design and development is

System er en ordnet sammenstilling av deler til et hele; eller planmessig
fremgangsmate. Begrepet brukes ogsa om et sett eller gruppe av gjenstander eller e

Professor Enid Mumford described a partcipative
approach to systems design called ETHICS, This

deler som hgrer sammen eller er ment a virke sammen etter en bestemt plan. s o e

‘methodologies

A combination of ETHICS and agile development
techniques provides an effective approach 1o software
design and development

58N 478341143837
9

(i

UTTALE syst'em
ETYMOLOGI av gresk systema ‘sammenstilling’

3o ﬁig—ﬁ’

Roderts Dinosaurs
Sharks fish  Amphibians Primates ~ &rabbits Crocodies & birds

Two post-orbital
fenestrae

Bony skeleton

ue Evolution

Tone Bratteteig, 26. januar 2026



bakgrunn: systemtenkning e el

system

Successful computer systems design and development is
often undertaken but rarely delivered on time and within

STO RE ::d.:;:l u‘g:emamdvmmlns are with people rather than
NORSKE i T
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System er en ordnet sammenstilling av deler til et hele; eller planmessig I|||m_|“||| Il

fremgangsmate. Begrepet brukes ogsa om et sett eller gruppe av gjenstander eller
deler som hgrer sammen eller er ment a virke sammen etter en bestemt plan.

Artifact
UTTALE syst'em
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bakgrunn: systemtenkning

system

STORE
NORSKE )
LEKSIKON Store norske leksikon / Ordforklaringer / Fremmedord og lanord / Fremmedord med latinsk og gresk opphav ____— holke
_—— styre
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1. . ) c - Styrerer

System er en ordnet sammenstilling av deler til et hele; eller planmessig Ramme ﬁ/ - d‘gm pegaffel

fremgangsmate. Begrepet brukes ogsa om et sett eller gruppe av gjenstander eller °c‘,'e"°' — ;%fgéfms

deler som hgrer sammen eller er ment 4 virke sammen etter en bestemt plan. et~ | —

setestag - . \ __ \ — -
kjedestag « ; s /

4
UTTALE syst'em Vi N J \

ETYMOLOGI av gresk systema ‘sammenstilling’ \’/ _

‘ ju

bakbrems — 4 f\'akve

krans/kassett —— E fel

o L bakre gir - dekk
et system bestar av deler som spiller sammen, Vent

ofte i et hierarki av del-systemer (ofte i flere nivaer),

forgir/krankgir
kjede

og der hgyere nivaer / hele systemet har andre krankringer

edal
rank/krankarm

egenskaper enn hver av delene («emergent properties»)
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© . kritisk tenkning

NORSKE

LEKSIKON . ) " .
Store norske leksikon / Psykologi / Kognitiv psykologi

RGE ORWELL
Kritisk tenkning er det & analysere og vurdere informasjon om et saksforhold med S

tanke pa danne seg en velbegrunnet og korrekt oppfatning, ofte som grunnlag for v sl ' Y| l
handling.

Kritisk tenkning omfatter flere ledd som alle er avhengige av hverandre:

e Observasjon og informasjonsinnhenting L.

e Tolkning, analyse, refleksjon og vurdering ‘

e Slutning og forklaring 1DRE BROR SER DEG
[ ]

Problemlgsning, valg og eventuelt handling

et kritisk perspektiv
stiller spgrsmal om hvorfor ting er blitt som de er blitt
og generelt: stiller spgrsmal ved vedtatte sannheter

fokuserer pa a beskrive maktforhold
Tone Bratteteig, 26. januar 2026




eks. pa prosjekt = oppdrag — prototype

IDEOs video av redesign av handlevogn
https://www.youtube.com/watch?v=M66ZU2PCIcM

likheter og forskjeller med in1060-prosjektene
« full designprosess fra oppdrag til prototype

 uklart oppdrag: for stort og for omfattende
 kort tid (de har dager, dere har uker)

j“‘\,

» gruppearbeid der folk er avhengige av hverandre
og der de bidrar med forskjellig kompetanse
* undersgke bruk og snakke med brukere

* jobbe med flere ideer

" This is Palo Alto, [California] in the heart of Silicon VaIIe); these |

« prototype i flere runder (iterasjoner) gedesiins ot ldep
Tone Bratteteig, 26. januar 2026


https://www.youtube.com/watch?v=M66ZU2PCIcM

bakgrunn: UTOPIA-prosjektet

forskningsprosjekt i
samarbeid med

grafiske fagforeninger

i N Orden Beyond the Cardboard Computer

L&
A “second generation” UTOPIA mock-up with a back screen slide
projector.

Tone Bratteteig, 26. januar 2026



bakgrunn: Florence-prosjektet

forskningsprosjekt i samarbeid med Sykepleierforbundet + Rikshospitalet og Sentralsykehuseti Akershus

florence

Tone Bratteteig, 26. januar 2026



July + August 2013

interactions

LET’S GET PHYSICAL

The boundaries between ‘the digital’ and our everyday physical world are dissolving

as we develop more physical ways of interacting with computing. This forum presents

some of the topics discussed in the colorful multidisciplinary field of tangible and

embodied interaction.

Eva Hornecker, Editor

Habituated Objects
Everyday Tangibles That
Foster the Independent Living
of an Elderly Woman

Margot Brereton

Queensland University of Technology | m.brereton@qut.edu.au

I recently visited an 82-year-old
woman, Maria, the mother of a
good friend whom I have known
over the years. This visit got

me thinking about tangible and
embodied interaction in a different
way: from the perspective of the
everyday objects that inhabit and
augment our lives and how they
support independence and agency
as we age. Maria is partially sighted
and still getting used to living with
an artificial hip she had implanted
about a year ago. Still, she seems to
navigate her fairly cluttered home
with remarkable ease. And, like
many of us, she wants to main-
tain her independence and control
her own destiny for as long as she
can. Many discussions about sup-
porting independent living for the
elderly begin with monitoring, and
yet the concepts of monitoring and
independence are rather uneasy
bedfellows. I began to contemplate
just how she lives with and fosters
her own independence through all
of her things and what we might
learn from that for designing for the
emerging Internet of Things.

Maria has many objects, devices,
and technologies she has adopted
and adapted to support her living,
and these in turn shape how she

Tone Brattetei g,z_°26. Jjanuar 2026

lives. I call these things habituated
objects because she has incorpo-
rated them into her routines and
her home, and they have in turn
played a role in shaping how she
lives in her home. I asked her
what she thought were her most
important and favorite objects.
It's a diverse and interesting list:
magnifying glasses, shoes, tea-bag
squeezer, big—screen TV, com-
puter, key-on-a-string, free bus
pass, sturdy shoes, and so on.

These important things might
give a little insight into tangible and
embodied interaction design, not
from the perspective of the young
and healthy visiting museums and
collaborating in workplaces, but
from the perspective of one older
woman in her actual aging body
with all of its specific capabilities
and time-worn habits in the home
she has adapted to suit her living
for the past 15 years.

Maria grew up during World
War IIin the UK. and knows what
it was like to live on rations. She
doesn't like to waste anything.
There is a paper bag on the kitchen
counter that I would be tempted
to throw out, but is there in case
she buys bananas—they keep bet-
ter in a paper bag like that. There

» Figure 1. (a) The kettle, tea, and tea-bag
squeezer by the bed are all used for the habit-
ual morning tea in bed. (b) The marmite jar that
holds two portions of milk is taken upstairs at
night in preparation for the morning tea in bed.
Figure 2. Magnifying glasses are placed in
strategic locations around the house. (a) The
magnifying glass with built-in light is placed
on a small table near where the bus time-
tables are kept. (b) A large magnifying glass
kept in the kitchen for reading labels. (c) A
magnifying glass placed near the couch.
» Figure 3. A key on a string by the windowsill
is let down to welcome visitors.
» Figure 4. The computer monitor is often
switched off and covered when not in use.

v

LET’S GET PHYSICAL
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lives. I call these things habituated
objects because she has incorpo-
rated them into her routines and
her home, and they have in turn
played a role in shaping how she
lives in her home. I asked her
what she thought were her most
important and favorite objects.
It's a diverse and interesting list:
magnifying glasses, shoes, tea-bag
squeezer, big-screen TV, com-
puter, key-on-a-string, free bus
pass, sturdy shoes, and so on.
These important things might
give a little insight into tangik’
embodied interaction de-

.e placed in
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> Figure 3. A key on a string by the windowsill
is let down to welcome visitors
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The Messaging Kettle: Prototyping Connection over a
Distance between Adult Children and Older Parents

Margot Brereton, Alessandro Soro, Kate Vaisutis, Paul Roe

Electrical Engineering and Computer Science, Queensland University of Technology
2 George St, Brisbane, QLD 4000, Australia

[m.brereton, alessandro.soro, k.vaisutis, p.roe]@qut.edu.au

Figure 1 The Kettle Mate and Tea Box. When the connected
remote kettle (in another house) is switched on, the kettle mate
displays a dynamic orange/red show of lights as shown.

httpS//WWW}/OLl tUbe.COm/Wa tch ?V=4C5KIZVOUP U Figure 2 Tea Box during in-home demonstrations showing a

message sent from another continent.
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Old Habits as a Resource for Design:
On Learning and Un-learning Bodily Knowledge

Tone Bratteteig

Department of Informatics
University of Oslo
P.B. 1080, 0316 Oslo, Norway
tone@jifi.uio.no

Abstract—There are many reasons why artifacts and systems
are difficult to use in practice. In this paper, we investigate
such difficulties as a basis for design for ease of use. Difficulties
may stem from the artifact or system itself, or from the artifact
or system in use in its real use context. Technology introduces
new tasks, and both learning new tasks and unlearning old
habits can be challenging. We discuss how users’ previous
knowledge and habits can be used to understand how and why
an artefact is difficult to use. This understanding is useful for
designing artefacts that are easy to use. We end the paper with
presenting a conceptual framework for design for coherence
and simplicity from the users’ perspective, where users’ habits
and bodily knowledge act as resources for design.

Keywords—usability;  habits;  automated
automation; participatory design.

behaviour;

L INTRODUCTION

Usability is often defined as the ease of use and
learnability of an artifact, sometimes narrowed down to
specific users in a specified use context having specific
achievement goals (e.g., ISO 9241). But what does “ease of
use” mean more precisely? We have tried to find out what it
is that makes some artifacts difficult to use for some users.
This paper builds on an earlier paper [1] and expands the
empirical material as well as the depth of discussion of
possible reasons why some things turn out to be difficult to
use. Our aim is that knowledge about how a piece of
technology is difficult to use can be used as a basis for
designing solutions that are easy to use.

Much of the research on artefacts that are easy — or
difficult — to use is based on Nielsen [2], who lists five
aspects of usability: learnability, efficiency, memorability,
low error rate, and satisfaction. A more elaborate list is given
by [3], who present eight aspects: consistency, universal
design, feedback, closure of dialogs, reversal of action,
control, error prevention, and memory load. Except for
universal design, all the aspects are general and concern the
design of the artifact seen as a stand-alone context-
independent thing. Our research shows, however, that it is
difficult to achieve a total independence of contextual design
elements — it is impossible and even unwanted: “All products
make some reference to either products extant during
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previous generations or products from different companies or
product families.” [4]. Such references are important to build
on when trying to understand how to use the product. Even
well-designed stand-alone artifacts can be difficult to use for
users not sharing the contextual competence pre-supposed in
the design. We have seen this in our and our colleagues’
research, where we focus on elderly people and the
technological support that is supposed to enable them to live
independently in their homes longer [5].

The paper is structured as follows: Section II gives a
review of literature about problems in using technologies. In
Section III, we present two studies of use of technology: the
use of public services like tax, and the use of common home
artifacts like remote controls or mobile devices that need
charging. Section IV summarizes the challenges we have
identified in our research. In Section V we discuss the
competencies users need to use an artifact, and how such
competencies are experienced and embodied. Section VI
summarizes what we have found to make things difficult to
use. In Section VII, we turn to design for ease of use: we
discuss how we can go from knowing about the difficulties
people have using an artifact to design of an artifact that is
easy for them to use. We divide the discussion in two parts,
addressing first how designing with users can end up with
design results that are easy to use, and lastly we discuss a
more general approach to automation that addresses how the
design itself creates user problems and how these can be
resolved. Section VIII concludes the paper.

II.  PROBLEMS WHEN USING TECHNOLOGY

A close study of people using IT artifacts reveals that
they often find technology difficult to use (e.g., [6]). A
classic study is Suchman’s study of use of a Xerox copy
machine [7][8] demonstrating how operating a copy machine
was difficult due to the difference between the scripted
“plan” in the copy machine and the users’ (situated)
understanding of copying. Another classic is Gasser’s study
of how people work around computer systems that do not fit
the work they need to do, which shows that people carry out
their jobs also with non-supporting artifacts [9]. Even when
an IT system works well, it may not work well together with
other systems [10][6]. Just using more than one system can
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Figure 2. A retired woman just laughed about using her
large-sized and simplified remote control for her TV set
(normal remotes to the left).
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Figure 3. The prototypes for the knob (above) and the digital radio (below).
Photo by Johnsen et al. [43].

Figure 4. Testing several different induction chargers. Photo: Iversen [42].



prosjekt 2026 : design for og med
mennesker pa et sted

generelt for in1060: interaksjon uten skjerm

* «tangible interaction» (handfast) eller [osLo et [e]en  wow =

C inte raij O n gj e nn Om b eve ge lS e i &—Studier &—Emner &—Matematikk og naturvitenskap <—Informatikk &—IN1060 &—Var 2026

* «wearable computing» (bzarbar) voas 1060~ Bruksornter desig
« «embedded computing» (innbakt) e IONKJAP Av ArGNIND Sigent ot
* «ubiquitous computing» (allestedsnzerveerende)

Tilnaerminger til design for et sted & menneskene der:

A. designe stgtte for en aktivitet pa stedet \ Z

designe koblinger mellom steder

| kurset bruker vi Arduino Student kit, artikkelnummer: AKX00025. Settet kan dere kjope hvor som helst hvor settet tilbys. Blant annet selges sette pa:

a Akademika Pilestredet

a Norli Campus Blindern

B
C. designe en utvidelse av stedet
D

. o . .
d e S lgn e fo r a g]- S ted et en ny b e t y dnl n g Vi anbefaler settet nevnt ovenfor, men dere kan ogsa bruke Arduino Starter kit (artikkelnummer:K000007). Merk at Arduino starter kit mangler

multimeter.

Dere skal bruke settet i mars, nar Arduino-undervisningen begynner, til ukeoppgaver og individuelle obligatoriske oppgaver. Men vi tilbyr en forsmak
pa Arduino under kick-off tirsdag 10/2. Vi anbefaler a ga til anskaffelse av settet i god tid for dette.
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Updates “The Tangible Media Group, led by
Projects Professor Hiroshi Ishii, pursues the [
Publications vision of Tangible Bits & Radical »
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worlds of bits and atoms by giving
dynamic physical form to digital

information and computation.” interface for di
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sound of a 8 ic
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lag en god prosjektgruppe

En god prosjektgruppe NB NB
1) kan mgtes Konflikter i in1060 skyldes alltid fglgende
* pa samme gvingsgruppe 1) vanskelig a finne tider der hele gruppa kan mgtes

* kan finne prosjektmgte-tidspunkter utenom gvingsgruppa

2) ulik t in1060
2) har samme ambisjonsniva ) ulik prioritering av in

o | . .
e samme tidsbruk & prioritering avin1060 legger inn ulik arbeidsmengde

g _ => ulik kunnskap om & i prosjektet
3) har forskjellig kompetanse, f.eks. programmering og bruksundersgkelser

* har forskjellig personlige styrker (bl3, rgd, grgnn)

3) medlemmenes bidrag blir veldig forskjellige

4) oger enige om
* etoverordnet tema alle er interessert i og vil finne ut av
* en malgruppe / brukergruppe alle er interessert i og som det er mulig a fa tilgang til



Videre plane

neste time:
* inspirasjon til prosjektene

neste uke:
gvingsgruppene:

* hva er viktig i pensum

I'

|

* mer om oppstart av prosjektet

n forelesning 2. februar

* kapittel 4 (hva er bruk)

 kapittel 6 (hvordan undersgke bruk)

Lykke til!
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