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 فلَوَْلََ نفََرَ مِنْ 
يْنِ وَلِينُْذِرُوْا قوَْمَهُمْ وَمَا كَانَ الْمُؤْمِنوُْنَ لِينَْفِرُوْا كَاۤفَّة ًۗ نْهُمْ طَاۤىِٕفَةٌ ل ِيتَفَقََّهُوْا فِى الد ِ كُل ِ فرِْقَةٍ م ِ  

ا الِيَْهِمْ لَعلََّهُمْ يحَْذرَُوْنَ   ࣖ اذِاَ رَجَعوُْْٓ

"It is not fitting that the believers should all go (to war). Why should not some of 

each group among them go (to stay with the Messenger of Allah) to deepen their 

knowledge of religion and to warn their people when they return, so that they may 

protect themselves?" 
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