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MOTTO 

“Terbentur, terbentur, terbentur, lalu terbentuk.” 

(Tan Malaka) 

 

“Karena sesungguhnya bersama kesulitan ada kemudahan.  

Sesungguhnya bersama kesulitan ada kemudahan.” 

 (QS. Al-Insyirah : 5-6) 

 

“Not everyone who works hard is rewarded. However, 

 all those who succeed have worked hard.” 

(Genji Kamogawa) 

 

“Compare yourself to who you were yesterday,  

not to who someone else is today.” 

(Jordan Peterson) 

 

“THIS TOO SHALL PASS” 

(Solomons Rings) 
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