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ARCTHREPRA, R RSB T 3O R T 008, waTil
HEFER LAY “Delete” MUMBRBGLBIRT , FEF LA 19
“Insert” SR EOIHIRE, RS EEFE R T,

L TERUE2D BT RIME, BATQIEG M 11,1 - 005 R
E FIF AR, A 2D FIAR R LRI T, (R a5 S% A% (1 < |
IR |
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