class cShape
{
public:
	cShape() { next = NULL; prev = NULL;}

	//protected/private:
	cShape*next;
	cShape*prev;
};

class cScene
{
public:
	cScene() { m_list = NULL; }

	//protected/private:
	cShape*m_list;
	cShape*temp;
	int m_list;
	
	void addShape()
	{
		if (m_list == NULL) //check if empty
		{
			m_list = new cShape;
			m_list->next = NULL;
		}
		else //not empty
		{
			cShape*head = m_list;
			while (head->next != NULL)
			{
				head = head->next;
				head->next = new cShape;
				temp->prev = head;
				head->next = NULL;
			}
		}
	}

	void removeShape(cShape)
	{
		//check if not empty
		if (m_list == NULL) {}

		else
		{
			while (m_list*cShape)
			//find m_list to shape
			//prev's next to next'prev
			//next's prev to prev'next
			//delete that shape
		}
			
	}
};



int main()
{
    return 0;
[bookmark: _GoBack]}
