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{And We inspired Musa (Moses) (saying), 'Throw your staff',' and behold!
It swallowed up straight away all the falsehoods which they showed.}
(Al-A'raf: 117) Why is it that a garden is sometimes green and
sometimes yellow? Why is it that the deserts are dry and the
mountaintops are covered with snow? Why is it that the color of the sun
is like fire when rising and like blood when setti...



