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“Vassallo, John (vassallo.jp@gmail.com). (2015, April – 
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Utami Setya Wijoyo (apriliautamisw@yahoo.com).” 
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“Azzahra, Dannisa (azzahradannisa@gmail.com). (2015, Oktober). 

Need Help For My Final Thesis.  E-mail kepada Aprilia Utami 

Setya Wijoyo (apriliautamisw@yahoo.com).” 
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