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semoga dimudahkan.” 

“For everything that is being attempted, in the name of the Lord Jesus, may it be 

made easy.” 

“Tu sude na masa na niulahon , Anggiat sai tumadenggan dibagas goar 

ni Tuhanta Jesus” 
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hebat tidak dihasilkan melalui kemudahan, kesenangan dan kenyamanan, melainkan 
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(Ulangan 30:5) 
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