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MOTTO 

“Lakum dinukum wa liya din” 

(QS. Al-Kafirun 109:6) 

“t's my life, it's now or never. I ain't gonna live forever " 

(Bon Jovi) 

“I am who I am. I can't pretend to be someone else” 

(Zlatan Ibrahimovic) 

“Batasanku adalah pilihanku, bukan penilaianmu” 

(Penulis) 
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