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MOTTO
"Healing is weird, some days you are okay, and you are doing just fine, other
days it's still hurts like it's fresh. It's a process with no definitive time frame. You
just have to keep going, and know that when all is said and done, you're going to
be okay.You're gonna make it okay here, i trust you.Picture healing like a roller
coaster, some days, you're on the high, feeling good and steady. Other days, it's
like a dip, the pain is back. But here's the thing, it's a journey with a lot of twists
but you have to take steps forward. On those rough days, be kind to yourself.
Imagine each step is a victory even the small ones. Healing is a messy

masterpiece and time is its paintbrush.Keep going, when all is said and done,
you'll look back and see how far you've come."

-Olaf, Frozen
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lingkungan.

Sukoharjo, 1 September 2025

Suci Nur Alia
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