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typedef struct list

int id;
Elerr ent* where;
Elerr ent™ first;

} List;

/

dbl-left-openiclose; shift-left-scale up; ctr-lefi=scale down; middle=-move; right=node menu; shift-dbl-middle=open composite arc

eler ent

| d

struct elemr ent
Elemr ent™ next;
int  info;
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