
DESIGN REPORT
THE CRUCIBLE + CCA

CCA  /  Communication by Design  /  Fall 2018 
Alissa Rubin + Mahtab Namakian + Jamie Liu + Ning Han + Ricky Cheung





EXECUTIVE SUMMARY

INTRODUCTION

DESIGN RESEARCH PROCESS

INSIGHTS + OPPORTUNITIES

DESIGN SOLUTIONS

IMPLEMENTATION

CONCLUSION

KRAKEN DESIGN STUDIO

CONTENT
1-2

3-6

7-16

17-18

19-36

37-40

41-42

43-49



EXECUTIVE SUMMARY
The Crucible, Oakland’s renowned industrial art school, is an exciting and 
formidable space that works to provide an incredible range of programs 
and opportunities for their students. This makes it hard to communicate 
the right information to everyone who comes there, and can leave 
visitors feeling lost. We were welcomed into The Crucible community 
and experienced the powerful draw that comes from the passion felt by 
everyone there. It’s hard not to get sucked in and want to stay, surrounded 
by people who are doing what they love—but it’s also hard to get a clear 
sense of everything that’s happening, and to not be overwhelmed by the 
amount of information available. 

This sentiment was echoed by students and visitors we observed and 
interviewed our research process. Luckily in a space full of creators, 
the ideas and the potential to implement them, as well as the desire for 
activating changes, are readily available. 
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We envision the entrance space to The Crucible as a guiding experience 
that introduces the organization to those who enter, and displays the 
vibrant community that is the foundation of The Crucible. Students and 
visitors will understand where to go and what to do, and can easily find 
more information when they want it. Staff and teachers will have clarity 
around design decisions, how to implement them, who is responsible for 
each step, and how to evaluate ideas and future changes to the space. 



THE ORGANIZATION
The Crucible is focused on the accessibility of the arts and the sustainability 
of their network. To support this mission, they champion students of all 
ages, encouraging growth of their skills, and their role in the community 
through volunteer opportunities, collaborations with other events and 
organizations, and scholarships. 

INTRODUCTION

The Crucible is building a better 
tomorrow by fostering a positive and 
open attitude toward learning and 
creative expression in today’s artists, 

who will become tomorrow’s 
teachers and leaders.
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THE NEED
The Crucible came to us for help improving student wayfinding. Their 
desired focus was on redesigning the entry-space of their building to 
create a better experience for students arriving for class, and make better 
use of the space. Our objectives were to discover how students and other 
visitors feel about the space, improve upon it so that it is both useful and 
appealing, support students in their arrival process, and reduce confusion 
and ineffective communication.

After talking to Natasha von Kaenel, the Marketing and Communications 
Manager, and interviewing a diverse range of students, staff, and faculty, 
we uncovered many communication opportunities, some limited to the 
entry-space, and others that extend outside the physical  building and the 
arrival experience.
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APPRECIATIVE INQUIRY
We used Appreciative Inquiry, a process of understanding the strengths 
of an organization, to focus our design process and develop solutions 
that speak to their existing abilities. Fortunately, The Crucible ia lot of 
positive energy and impressive strengths and resources in the form of 
their students and teachers, which will support them in making changes 
to their space. Because of the skills practised at The Crucible, they are 
capable of building out exciting and unique design solutions.
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OUR DESIGN FOCUS
The opportunity we focused on for The Crucible was creating a clear 
and consistent visual language throughout the space to promote an 
exciting, cohesive, and guided experience when arriving at The Crucible, 
through design solutions they could implement themselves and shape to 
fit individual contributors’ personal styles and abilities.



OVERVIEW
Our design research included experiencing the space for ourselves, 
observation of others in the space, reviewing secondary research (mixed 
quantitative and anecdotal) conducted previously by another firm, and 
interviews with students, staff, and teachers. We capped this process 
with a creative codesign session with a range of staff and faculty. This 
design research process identified the needs, emotions, and thoughts 
that demonstrate the essence of the Crucible. 

DESIGN RESEARCH PROCESS
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OUR OWN EXPERIENCES
We started our research journey by immersing ourselves in the space 
and capturing our experiences. We looked at the space and analyzed 
it from the perspective of a new student arriving for class, or a curious 
visitor looking around.

Through this practice we understood that there are not a lot of clues, 
from the exterior, about what their building is and what they do inside. 
Nor is there much guidance as you approach the building to indicate that 
you’ve arrived. We each experienced uncertainty about where to park 
and which door we should use to enter, and spent some time looking 
around for a clear indication.





OBSERVATION
Next we observed others in the space, people who were coming in to sign 
up and get ready for classes. We learned that people who are familiar with 
the space know exactly where to sign in, where to wait, and how to get to 
class. They’re efficient in their interactions, ignoring existing signage, art, 
other elements of the entry-space.

We observed a number of unique challenges in interacting with the 
space, including for students with bikes, people arriving when there was 
a bottleneck at the sign-in versus an empty space, groups of friends 
arriving together, children navigating the space, and visitors picking up 
students. During our research observations we noted body language, 
facial expressions, interactions, and questions about the space.
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INTERVIEWS
Our observational insights were further supported by out interviews, 
when we asked guests and staff members about what they thought and 
felt as they entered The Crucible, and about the successes and problems 
they encountered in the process. We conducted twenty interviews, with 
adult students, children, their parents, staff, and instructors. We attended 
The Crucible’s yearly field trip event for school groups to come watch 
demonstrations, and spoke with school-aged students to learn about their 
perspectives and impressions of the space. From interviews we gathered 
additional insights into various obstacles encountered, expectations, and 
ideas for changes.
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SYNTHESIS INFORMATION
During our synthesis process, common problems and patterns emerged. 
We grouped the problems at each physical stage of the journey—getting 
a confirmation email for class; arriving outside the building, entering the 
building, getting to their classroom, and leaving after class. We developed 
a journey map that highlighted the touchpoints, problems, and common 
emotions at each stage. (page 13-14 )





Jack is a local in Oakland. 
He first heard about The 
Crucible from a friend 

who took Blacksmithing 
class here in 2017.

Jack decided to sign up 
for the 3 Hour Tasters 

class to explore a little bit 
of everything. He 

registered the class on 
the website.

On the day of the class on 
a Saturday, Jack ride his 

bike to The Crucible.

A sta� was walking into 
the building so told Jack 

there is a bike rack inside. 
Jack followed the sta� into 

the building - did not 
know that was the 

entrance he can enter.

He saw a line by the door 
so he assumed that is 

where to go, confirmed 
with the people in front of 
him, then waited in line to 

sign in as well. 

Jack walked into the 
space for the first time, he 
is overwhelmed but very 
excited! However, he’s not 
confident where exactly is 
his classroom besides the 
verbal direction from sta�.

Break time - Jack walked 
out the classroom, trying 

to look for the way out and 
where the restroom is. He 
had to ask the sta� where 
to go, when he found the 

neon restroom sign he 
thought it was super cool! 

Jack was on BART one
day passing by The 

Crucible building and sign, 
so he looked up more 

information online.

After Jack registered, 
he received a 

confirmation email.

Jack arrived at the 
building but was not sure 
where he can park and 

lock his bike.

After Jack parked his bike, 
he turned around trying to 
figure out where to sign in.

After signing his name, he 
asked the sta� where to 
go for his class. Sta� told 
him to turn left at where 
the blue recycle bin is.

Jack found his classroom 
and having lots of fun 

exploring new tools and 
materials from the class!

Class ended, Jack had an 
amazing experience at the 
Crucible, and cannot wait 
to come back! He wish to 

get more information 
about other classes. 
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Jack’s Journey Map to The Crucible

BASELINE

DISCOVERY FULFILLMENTENGAGEMENT
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CO-DESIGN
Lastly, we asked members of The Crucible staff and faculty to join us for 
a co-creation session. We engaged the staff with three different activities 
that solicited their hopes for how the building could look, and clarified the 
information that needed to be present and prioritized within the space. 
This session provided context and history for past design choices, as well 
as practical considerations for new changes, such as security needs



KEY INSIGHTS
1. When people pass by The Crucible building, they’re often uncertain what 

does on inside The Crucible, although many people in the community have 
seen the building from Bart and have heard of The Crucible.

2. There is a lot of uncertainty about parking, bikes, and which door to enter 
through. Some people walk back and forth between the different sections 
of the building trying to guess if they are even in the right place, find a bike 
rack, or guess which door is for them. 

3. New students and other visitors do not know what is expected of them 
when they arrive. Many people watch how others are moving through the 
space for cues about where to go, or questioned other students to learn 
what they should be doing.

4. The front entry space is used as a threshold. Although there are things to 
look at or interact with, people rarely do so and prefer to wait outside, or go 
inside to their classes early. People who are waiting there for others mostly 
look at their phones, rather than interacting with the space.

5. There are many flyers posted on the walls, all with different colors, fonts, 
and styles. Most of these flyers display text with little visual design. Visitors 
expressed that it was difficult to focus on any of it because nothing stood 
out to them. They didn’t feel compelled to read it because they couldn’t tell 
what was relevant to them.

INSIGHTS + OPPORTUNITIES
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Additional comments from interviews included the instructional ‘ring the bell’ 
sign feeling unwelcoming; wishing there was more color and art; feeling slightly 
unwelcome because of the industrial vibe; and being afraid to touch things and 
wander somewhere they shouldn’t in the main space. 

From these insights, we developed three opportunity statements:

We focused on changes that were high impact and lower effort and cost, 
including minimal ongoing maintenance, given the difficulty in the past.

1. How might we better guide students and 
visitors toward their primary goal?

2. How might we better convey the activities 
and spirit of The Crucible to visitors?

3. How might we encourage interaction and 
conversation in the space?
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Creating a strong visual journey, from the time student sign up for a class 
to the time they get to their classroom, will improve their experience and 
reduce confusion.

There are general design and process principles we recommend The 
Crucible consider when developing ideas and making changes to the 
space. These can be used as a basic checklist, and a more detailed and 
in-depth checklist can be developed over time to make sure design ideas 
conform to the principles that are demonstrated to work best in the space.

DESIGN SOLUTIONS

19 The Crucible + CCA  /  Design Solutions





21

DESIGN PRINCIPLES
• Develop and use a consistent ‘design language’ of shapes, colors, and 

styles: red as a primary accent color, white or black as a background, 
and when necessary for contrast; signs should be at similar levels and 
have visual similarities to limit confusing visual ‘noise’. A language of 
specific arrows, vocabulary, icons and images should start to form and 
be used on all visual material.

• Making the space brighter inside when possible.
• Make sure anything visual is high-contrast so it stands out.
• Changes should require less upkeep and continued budget.
• Consider information hierarchy: what is most important to convey, and 

is it the most prominent? All primary information should be similar in 
size/intensity; secondary information should also match.
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PROCESS PRINCIPLES
• Test ideas with quick and low-fidelity ‘prototypes’ to see what people 

think and how they respond—such as painting paper and taping it to 
the wall.

• Designate responsibility for maintaining anything, such as a daily class 
board. For regular duties, ask the staff responsible whether the task 
makes their job more difficult or fits into their role, and have them help 
fine-tune the way this task should be carried out.

• A process should be developed and communicated—and kept on 
display—to staff/faculty for how to respond to problems they see, 
assess them, develop ideas, and implement them.

• Check that changes in procedure or even just in the space have been 
communicated to all staff, faculty, and volunteers. Staff should verbally 
check in with each other to make sure there is understanding and 
agreement on topics, with room to disagree or air concerns about 
assumptions, solutions, feasibility, and procedure.
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PROBLEMS
• The exterior of the building doesn’t convey who The Crucible is or 

what The Crucible does.
• Signage and visuals are not sufficient to tell people people if they’re 

even at The Crucible.
• It doesn’t show or guide people where to go.

The Crucible + CCA  /  Design Solutions

EXTERIOR



WE RECOMMEND
• The theme of a red stripe or path that highlights the main door. This 

can include similar stripes coming around either side of the building 
leading toward the front, so when people approach from side streets, 
they know this building will be their destination.

• A spray-painted bicycle above ramp-door (visibility needs to be tested, 
otherwise on the roll-up might be better), in a bright contrasting color, 
large enough to be visible from the sidewalk, to indicate that bike 
storage is inside. This can also be repeated on the ground at the start 
of the ramp, or even across the parking lot with arrows to guide people. 
A notice should also be included in the class confirmation email about 
locking bikes inside.

• Enlarging the doorway to create a more welcoming space and increase 
light inside. Both doors should be open, and ideally they open inward, 
or are removed and a large sliding door installed.

• Painting the outside of the roll-up door or installing a sign on the roof 
saying “Industrial Art School”.

• Paint on or behind the large art-piece that lives on the ramp wall, so it 
is high-contrast enough to be visible.

• Finishing the centerpiece of the portal with logo.
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PROBLEMS
• The interior doesn’t give instruction to tell visitors where to go, or have 

any visual focus to lead visitors or provide a sense of direction.
• The interior doesn’t teach new students about The Crucible, or navigate 

newcomers to relevant information.
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WE RECOMMEND
• Removal of the benches, and miscellaneous flyers, notices, and poster 

boards across the walls.
• A red line on the floor, coming from the stairs and ramp, guiding you 

to the front desk.
• A neon sign above 2nd doorway for check-in, visible from the door.
• A display of current classes, new offerings, and events on the wall 

beside the desk where the ‘ring bell’ sign currently is. Contrast should 
be high on this sign—we recommend either light and quick-to-made 
wooden cards with class names and times, that are hung on evenly 
spaces hooks or slid into a frame; or a chalkboard, if it will be possible 
to maintain this daily as part of a specific job position. Letter stencils 
could be used to make sure it looks neat.

• Unified place for flyers and brochure content, to make opportunities 
clear—we recommend hanging wall files on the back of the glassblowing 
wall (opposite side of bike rack.)

• Open up the second set of doors fully, to make the interior space look 
more inviting and not seem off-limits

• Paint or cover the glassblowing wall (opposite bikes) and paint or write 
on it a ‘welcome’ or ‘Hi’ statement, followed by simple directions for 
different audiences (sign in for class, wait here for students, take flyers, 
deliveries to desk, tour…)
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PROBLEMS
• It’s very difficult for students to find their way to their way around the 

building, because of the size and obsicles confusion of the space.
• The current map is small, not obvious, and displayed vertically on the  

wall of the front desk. 
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WE RECOMMEND
• A map painted on the ground beside the lounge area, to provide 

interior wayfinding. We recommend that the map visually represent 
the real space, and not be taken from the existing map and make use 
of ‘landmarks’ like obvious art pieces. For example, the glass-blowing 
area would be shown on the map as a yellow outline on one side, to 
represent the painted yellow line on the floor around that area.
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These modifications will provide a clear journey for students, 
and create a space for interaction and discovery, with others 
and of the organization. This will make it clear to students of 
all ages the possibilities for their own growth, supporting the 
journey of others, and different ways to continue to engage 
with the organization.
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The Crucible has had many ideas about how they might make improve-
ments in their space, but are regularly stopped in the process of making 
any changes due to constraints in their time, effort, and resources. Some 
past changes did not have the desired outcome, and so they are hesitant 
to make future updates that may also prove to be a poor use of resources.

Our solution to this problem is to look at their space in terms of the 
students’ journey through the space, to understand holistically where 
they can have a positive effect, rather than trying to address individual 
issues without context. The stakeholders will need a sense of direction 
for the redesign, and our student journey map be used as a compass.

At the same time, we are breaking down the redesign into individual 
elements that can be implemented at various times, by prioritizing the 
impact they will have in relation to the effort of the solution.

We are also providing The Crucible with a toolkit to help guide future 
design changes, and implement them in a sustainable way. We summarize 
the toolkit into a system that we call the 5 C’s of success:

IMPLEMENTATION
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CREATE a CROSS-FUNCTIONAL team
Take advantage of everybody’s different organizational knowledge, 
perspectives, and skills. By including people who have very different 
areas of expertise, you will get unique ideas and hear valuable feedback. 
Luckily, The Crucible has already done this step once during our codesign 
session, so they’re already on the path toward implementation!

CRITIQUE the ideas 
The most important part of the critique is preparing for it, which includes the 
parameters of the critique. An important parameter is getting a consensus 
of the goal of the design solution. Use this single goal as the basis for 
critiquing what works and what doesn’t. Requesting feedback on specific 
aspects—such as the size, the visual appeal, the ease of functionality—
helps get the most-needed information, and is most useful to both the 
designer and critiquers. Keep critique focused on why—in what way is 
a design choice working or not working toward the goal—rather than 
personal preference. Avoid offering suggestions, as this derails a critique 
and turns it into a co-design. Have someone facilitate the critique who 
can keep discussion on track, and remind everyone of the design goal, 
and appropriate parameters of the discussion. 
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COMMIT to reasonable responsibilities and timelines
Make it clear who is responsible for each part—final decisions, making 
designs, building, installing, and maintaining. Write this down or draw 
a responsibility chart, and post this somewhere available to everyone 
involved. Give yourself deadlines for brainstorming, prototyping, and 
building. Work fills to the time allotted for it, so make sure your deadlines 
are reasonable but not roomie.

CULTIVATE a CULTURE of rapid development 
Start making prototypes out of paper, cardboard, tape, or whatever you 
have lying around, to see if your ideas accomplish their intended goals 
when they are in the space. Ask people what they think about your solutions, 
and see how people interact with them to evaluate. Make changes, and 
test them again. It’s easy to get stuck thinking and debating various 
design possibilities, but once you start testing them in their context, it will 
quickly become clear where there needs to be improvements. Nothing 
will be perfect from the start, so just try something, and improve it through 
prototype iterations. 

CELEBRATE your successes
Everyone loves a celebration, and recognizing all the hard work that 
went into collaborative efforts, and the successes that come out of it, will 
reinforce the practice and encourage more of it in the future.
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As we began our journey working with The Crucible, we began to under-
stand their immense impact on the surrounding community. Beyond Oak-
land and the Bay Area, their impact reaches for across the state. During 
interviews, we discovered that The Crucible has a truly regeneration cul-
ture. A volunteer informed us that her son was once a student at The 
Crucible, and is now a volunteer apprentice. She hoped that he would 
one day be an instructor as well. Every visit was eye-opening, and we en-
joyed learning about the organization and have been honored to be able 
to contribute to their growing, vibrant system.

Early-on in our process, we realized that any redesign solution would need 
to be conceptual recommendations, giving The Crucible the final decision 
on how they want to build and implement that solution. It’s important that 
their creative process and artistic sensibilities be brought to each change; 
we simply wanted to provide an outline for an overall design direction, 
and recommendations for how to combat specific problems.

CONCLUSION
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The Crucible is a force in the community around it. It has focused its efforts 
on the youth of the community, on accessibility, on job opportunities, and 
on developing skills and leadership. To reach its full potential to inspire the 
community around it, in the present and the future, we hope The Crucible 
will now have the tools to be adaptable and creative about maintaining 
their space and providing an engaging and welcoming experience at 
their facility.



KRAKEN DESIGN STUDIO
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WHAT DO WE DO?
Kraken Design Studio provides creative design services to community-
driven organizations, both for- and non-profit. Our mission is to strengthen 
communities and industries by increasing access to anyone who’s 
passionate, and increasing success stories for people with ideas. Whether 
you’re an artist, healer, space explorer, fashion maven, educator, or any 
other kind of achiever, we believe that there’s room for you to achieve 
your dreams, on your own terms.

WHO ARE WE?
We are proud that our team draws from a diverse assortment of back-
grounds, personalities, and mindsets — because we understand that 
diversity creates strength through having a variety of perspectives.

Our team members are Jamie Liu, who comes from interior design and 
branding; Mahtab Namakian, who worked as a graphic designer; Ricky 
Cheung, who has worked in immigration law as well as in coding; Ning 
Han, who has a business background and worked in fashion merchan-
dising; and Alissa Rubin, who has worked in publishing and as a content 
writer. As a team, our approach to communication and design includes 
being active, curious, and ambitious, while learning from you, the experts.



HOW DO WE ACHIEVE SUCCESS?
Trust is the foundation of our relationships with our clients; we build it 
from mutual understanding of needs, empathy for the journeys we are all 
on, and agreement of our goals and priorities. From this position of trust, 
we are able to collaborate fearlessly, tackling challenges and making 
hard decisions as they arise.

We focus on your business as a system—looking at how all the different 
parts of your industry, including your community, interconnect. We believe 
in the power of community impact. Your community is the environment 
that your organization lives in—your ecosystem. Positive contributions 
to your community are felt by everyone, and create positive systems of 
empowerment and improvement, giving you more freedom to explore 
and innovate.

WHY DO WE DO IT?
We believe the goal of design is to empower, through ease, through abil-
ity, and through connection. We exist to leverage your unique strengths—
your biggest asset—to build success, overcome challenges, and develop 
flexible and adaptive practices. We are driven by nothing less than mak-
ing the world we all share, simply, better. That is why we created Kraken 
Design Studio.
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ALISSA RUBIN  interaction designer / writer 

If I could bottle one thing to share with the world, I would make an elixir 
from the experiences that humanize us: moments when we lose our egos 
to acts of experiencing. Spending time in nature or with animals; telling and 
listening to good stories, participating in art or athletics—certain activities 
root our sense of self through a connection to the external world. Some 
call this loss of ego flow. I’m passionate about projects that lead to flow—
that connect us with others and with ourselves in empowering ways.

I find inspiration in noticing connections between far-flung topics—uncov-
ering patterns and meaning, and then clarifying complexity. As someone 
who loves learning, I like to regularly shift roles and responsibilities. In a 
team, I often balance the dynamics and fit into whatever role is most in 
need of support, with one eye on the overall process. Hearing other’s 
ideas gets my brain churning, and then I bring these thoughts into focus 
by doing, building, or writing. I understand and refine ideas through ac-
tion and creation.

//  arubin@cca.edu
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JAMIE LIU  interaction designer / visual communicator / world explorer

Flourishing from a multicultural background and experience — east to 
west, city to suburb — I believe to shape and lead the future of our world 
requires having an open-mind that is ready to speculate. 

I am an inspired and passionate individual committed to making the world 
beautiful through intelligent strategies and design, multicultural commu-
nication, empathetic engagement, and innovative interaction.

I thrive to understand and analyze user behavior and psychology - and 
use this knowledge to solve complex design challenges. I recognize the 
value of history, and seek to integrate the past and tradition to ambitious-
ly develop next generation innovation and creative solutions. Be humble, 
appreciative, and original. 

Specialties: UI/UX Design, Human Centered Design and Innovation, 
Branding Design, Web Design, Product and Service Design, Print Design, 
Typography, Visual Communication, Design Thinking, Concept Research, 
Social Impact, Creative Strategy, Storytelling

//  jamie.liu@cca.edu
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MAHTAB NAMAKIAN  interaction designer / graphic designer   

I am a highly skilled graphic and interaction designer who is currently a 
student in the California College of the Arts pursuing a Master in Interac-
tion Design degree. 

My focus is Interaction Design because I want to expand my impact be-
yond graphic design to work with Ix challenges that meet people’s needs 
and change their lives. My curiosity about people the problems they face 
enables me to design more empathetically

I am an individual who thrives at the intersection of creativity and tech-
nology, and I enjoy improving experiences and workflows. I  believe in 
thinking empathetically, sharing humbly and working collaboratively. My 
dream is to join a company that is working for people, aiming to help, 
serve and improve their quality of life. As a designer, I want to ensure that 
all people are integrated into society, living with dignity and respect, with 
safety and security.

//  mnamakian@cca.edu
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NING HAN  interaction designer / graphic designer

It took me a long time to figure out where my passion is, until I walked 
into the field of interactive design. I love to explore how design changes 
the relationship between people. I value user research because I believe 
only in-depth user research can maximize design results. In particular, I 
am deeply touched and inspired by the excellent designers who have 
created social impact by design. I think there are more physical interac-
tion areas worth exploring except technology and commercial products. 

I am currently a Masters student in Interaction Design at California Col-
lege of the Arts. During my studies I will pursue design with humility and 
creativity, to help people have a better life.

Specialties: User Research, UX/UI Design, System Thinking, Prototyping

//  ninghan@cca.edu

48The Crucible + CCA  /  Kraken Design Studio



RICKY CHEUNG  interaction designer   

I’m a risk taker because I know that big problems have a high risk of fail-
ure, and cannot be solved by settled answers. I understand that any prob-
lem worth its salt needs to be reframed and approached in a new light.

I flourish in stressful environments by immersing myself in the knowledge 
and experiences of the problem. Doing so allows me to discover 
underlying problems and inherent philosophies that revolves around 
it, and to ideate a solution that empathizes with the target audience. 
Taking big risks requires careful and perceptive planning, an attitude 
that welcomes changes and adaptations, and an ability for empathetic 
ideation. I successfully engender those characteristics within myself.

I’m a risk taker because I want to make an impact in the world, and taking 
risks in an intelligent and empathetic manner is the only way to approach 
big problems.

My area of strengths are: research, ideating, storytelling, management, 
visual design, presentation, and execution

//  ricky@cca.edu
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THANK YOU


