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background(0);
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woid draw()
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background(0);

for{int 1 =x_length-1;i=0;i--){
xli]=x[i-1];

ylil=y[i-1];

}

*[0]=mousel;
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¥ [0]=mouse ;

for {int i=0;i<x length;i++)]
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ellipss(x[il.y[1],40,40);
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£111¢255, 204, 0);
rect(30, 20, 50, 50);
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si2e(200, 200);
noStroke();
background(255);
£1110, 102, 153, 204);
smooth(); moloop();

drav()(
circles(40, 80);
circles(90, 70);
1

circles(int x, int y) {
ellipse(z, v, 50, 50);
ellipee(2420, y420, €0, 60);
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ol setup ){

| size(200, 200);
| rectiods(CENTER);
|| noStrake();
FillCO, 102, 153, 204);
H
void dxewr()f
backg zound (255);
rect(yid thenousek, height-nouse?, 50, 50);
rect{nousell, nouse!, 50, 50);
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