
Note Title

drawWorld() {
    glTranslatef(2,2,3);
    drawTableTop();
      // draw plate 1
    glTranslatef(1.5,0.5,0);
    drawPlate();
    glTranslatef(-1.5,-0.5,0);
      // draw plate 2
    glTranslatef(4.5,0.5,0);
    drawPlate();
    glTranslatef(-4.5,-0.5,0);
     // draw plate 3
    ...
}

drawTableTop() {
    glBegin(GL_POLYGON);
    glVertex3f(0,0,0);
    glVertex3f(5,0,0);
    glVertex3f(5,3,0);
    glVertex3f(0,3,0);
    glEnd();
}

drawPlate() {
  // draw circle of radius 0.5
  ...
}

drawWorld() {
    glTranslatef(2,2,3);
    drawTableTop();
      // draw plate 1
    glPushMatrix();
    glTranslatef(1.5,0.5,0);
    drawPlate();
    glPopMatrix();
      // draw plate 2
    glPushMatrix();
    glTranslatef(4.5,0.5,0);
    drawPlate();
    glPopMatrix();
     // draw plate 3
    ...
}


