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void setup () {
size (400, 400);
/] T=A—2a (I E
noLoop () ;

}

v01d draw() {
/| BExBZTED

background(240, 240, 255);
/] HDBEEYDSLDEZE
// ERELGHG, RFEHE< ()
stroke (0, 0, 255);
£ill (255, 0, 0);
ellipse (150, 100, 50,
noFill () ;
rect (50, 200, 200,

100) ;

100) ;
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