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MOTTO

“Lanjutkan dan jangan berhenti.

Di rumah ada senyum orang tua yang menunggu aku wisuda!”

(Muhamad Nursabili)

“Hidup adalah soal keberanian, menghadapi tanda tanya, tanpa kita mengerti 

tanpa kita bisa menawar. Terimalah dan hadapilah”

(Soe Hok Gie)

“Leave your hometown, Go somewhere far away. Live in another city for a while, 

explore the world as much as you can, do it solo. Discover how other people live 

and how different it is from what you know. Allow yourself the time and space to 

grow and to learn what you actually like. Different places will bring out different 

version of you. Go and see what’s out there!”

(Muhamad Nursabili)

“Love the life you live, Live the life you love”

(Bob Marley)
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