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M. XapkiB, Ykpaina

This article presents an analysis and idea for improving the automated control
module of a warehouse robot-controller to meet the needs of medium-sized Internet
businesses selling household goods online. An overview of existing warehouse
automation systems from various companies is presented, their advantages and
disadvantages are identified, and conclusions are drawn. An idea for improving the
identified disadvantages and methods for its implementation are considered, which
could increase the efficiency of the warehouse and improve the business.

B ymoBax mocTifHOro po3BUTKY OHJIAWH-NIPOJAXKIB aKTyaJbHICTh aBTOMAaTH3aLlli
CKJIAJICBKUX MPHUMIIICHb BUKIIUKAE BCE OUIbIIE yBaru y cy0’€KTIB rOCIOJapIOBAaHHS,
MIIIPUEMITIB, TPOMAAChKUX Ta MDKHAPOIHUX oOpraHizaiiii. barato mianpuemMcTs
TOTOBI BIIPOBAPKYBaTH HOBITHI TEXHOJIOTIl, a/pKe I 3HAYHO IMABUIIUTH iX
KOHKYPEHTO3aTHICTh, JOMOMOXE 30UIBIIUTA MPOAYKTUBHICTh Ta 3HU3UTU PU3UKU
noMmIoK. [ 1] Sk moka3ye cratucTuka, nesiki CKiaaau 3aaTHi o0poousatu Okt Hixk 10
000 ToBapHMX OAMHUIIH 32 JIEHb, Ta B CEPEIHHOMY TMPAIlIBHUKHU MPOXOAATH BiA 12 10
20 KIJIOMETPIB MIXK MOJMUISIMU 32 OHY 3MiHYy. ToMy HE € IMBHO, 110 B TAKMX YMOBaxX
BAXKO IIBUJKO Ta MPABWIBHO OOPOOISATH 3aMOBJICHHS 1 BIPOTIIHICTh IMOMUIIOK,
MOB’SI3aHUX 13 JIIOACBKUM (PakTopoMm, 3poctae. OTxke, SIK 3aKOPAOHHI, TaK 1 BITYM3HSIHI
KOMIIaH1i TOBUHHI YITKO PO3yMITU METOJIU, IIJIIXU Ta CIIOCOOU JOCSTHEHHS HaWBUIITUX
KOHKYPEHTHUX TIO3UI[IH Ha OCHOBI BIPOBAJKEHHS HOBITHIX TEXHOJOTIH, s
MOKpAIIeHHs] pOOOTH BCI€T ramy3i.

ABromaruzariiss motpedye 3acTOCYBaHHSI 1HAMBIIYaTbHOTO TMIIXOMY, OCKIIBKH
KOKEH CKJIQJ] Y CKJIAJChKUI KOMITJIEKC Ma€ CBOT OCOOIMBOCTI HABITh Y MEKaxX OJHI€T
ranysi. Ko po3misnaeTbes cepenHid Oi3HeC 13 Mpojaxy MoOyTOBHUX TOBapiB B
OHJIalH-Mara3uHi, TO Ta0apUTH TAKOTO CKJIAJCHKOTO MPUMIIIEHHS MOXKYTh CTAaHOBUTH
Bix 100 mo 500 m2.

Jiis ontumizaiii po604oro mpocTopy HEOOX1THO PO3yMITH SIK OylyTh TOOYI0BaHi
ciotu anst 30epiranHsa. € AeKiIbKa MPHUKIAIIB, AKI MOXYTh OyTH PO3IISHYTI IS
aHaii3y poO3MOAUTY CKJIaAChKOro mpoctopy. OTHUM 3 Takux € LEHTP AUCTPUOYyLIi B
AnnoBepi «Ocado». OcoOauBICTIO I1i€] aBTOMAaTUYHOI CUCTEMH € Te€, 10 POOOTH
NEePEeCYBAIOThCSA PEHKaMU 3BEpPXy HaJl OCEpEeAKaMu 3 TOBAPOM Y3JIOBXK CIelialbHOI
PO3MITKH Y BUIVISIAL CITKU. [2] Take crioKuBaHHS MPOCTOPY € HE AYXKE pallioHAIbHUM
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3 TOYKH 30py O00’€My IUIOIIM CKJIaay, OCKUIBKA 3a BIJCYTHOCTI MOXKJIHBOCTI
BUKOPHCTAHHS BEJIMKUX MPUMIIIEHB, TAKUN CIIOCIO pO3MIIIICHHS KOMIPOK 3 TOBApOM HE
Oyzne epeKTUBHHUM.

Tox MokHA 3pOOUTH BUCHOBOK, IO B JAHOMY BHIIaJKy Tpeba Opi€HTYBaTHCh Ha
pOOOTIB, SIKI MEPEMIIIAIOTHCS 1JIOTOI0 Ta MPAIIOIOTH 13 BEPTUKAIBHUM PO3MIIIECHHIM
TOBapy MO CKJIAJCHKOMY MPHUMIIIEHHIO. Y TakoMy BUIAJKy MOXXHA po3misiHyTH AGV
(Automated Guided Vehicle) — aBromaTn30BaHMii KEPOBAHMI TPAHCTIOPTHUH 3aCi0, 110
BUKOPHCTOBYETHCA HA CKJIa/aX, Y BAPOOHUYHUX JIIHISIX Ta JIOTICTUYHHUX LeHTpax. Takxi
po6OTH 3a3BHUYall BUKOPHUCTOBYIOTh TPEKOBI CUCTEMH, 30KpEMa MarHiTHy CTPiuKy abo
Hapiramito 3a QR-xomamu. [3] BoHm mpocTi y HanamrTyBaHHI Ta eKCILIyararii,
JIEIIEeBIN, HDK JesdKl 1HII TMoaiOHI poOOTH, Ta MarTh BHCOKY TOUYHICTH PyXy IIO
3aianux MapupyTax. Ane AGV mMaroTh 1 Aesiki HeAOIIKH, 10 IKUX MOXKHA BITHECTH T€,
0 BOHM € HETHYYKMMHU B YMOBaxX 3MiH Ha CKJaai 00 BOHU (PI3UYHO 3ajieKaTh Bij
1HpacTpyKkTypu ckiany. Takok BOHM MarOTh TPYAHOIIl 3 00’i370M MEpemKo] Ha
CBOEMY IIUISIXY Y€pe3 BUKOPUCTAHHS CIPOIIEHUX CEHCOPIB (YJIBTPa3ByKOBI Ta 1H.), K1
auiie 3ynuHsATh AGV Ta BIACYTHICTh QITOPUTMIB JUHAMIYHOTO YXWJIEHHS BIJ
nepemko. Takox, TPEKOBl CHCTEMH, SIK1 IPOKJIAJIEHI ISl pyXy IUX POOOTIB HE 3aBK AU
€ 3pyYHUMU JAJIsi BUKOPUCTAHHS, OCKIIbKU, HAMPHUKIIAMA, SKIO I Kabenb KaHal Ha
M1J71031, TO BIH MOKE NEPEIIKOIKATH PyXy 1HIIUX TPAHCHOPTHUX 3aCOOIB.

JI71s1 BUpIIIEHHSI BUILE MEPETIYEHUX HEAOMIKIB MPONOHYIOTHCS HACTYIIHI 3MIHH:
BIIPOBAAUTH T10puaHy HaBirauio nuisixom aoxaBaHHs LiDAR (Light Detection and
Ranging — 11ie TeXHOJIOTIsI MUCTAHIIIMHOTO 30HyBaHHS, sIka BUKOPHUCTOBYE JIa3epHE
BUIIPOMIHIOBAHHSI JIJIi BUMIPIOBAHHS B1JICTaHEH O 00'€KTIB, CHCTEMa CKIIAJIA€ThCS 3
Jasepa, IaTduka Jijis peecTpallii BiJOMTOro CBIT/Ia Ta CHCTEMU 00poOKHu naHuX) [4] Ta
kamepu, mo6 AGV wmormm posmi3HaBath cepenoBuie, Buxkopucratu SLAM
(Simultaneous Localization and Mapping. Taka konuemnmis o0'eqHye J1Ba
B3a€EMOIIOB’3aH1 MPOIIECM — HAaBIralil0 Ta CTBOPEHHS KapT — B €IUHHUN
OOYMCITIOBAIBHUIM IIUKJI, 1[0 JIO3BOJISIE€ IHTENEKTyaIbHUM poOoTam 30uparu
1H(pOpMaLlil0 MPO HABKOJUIIHE CEPEeNOBUIIE, OyqyBaTh KapTy, BU3HAYaTU CBOE
MICIIE3HAXO/[P)KEHHSI Ta OPIEHTYBATUCA B POCTOP1) [S] /U1st CTBOPEHHS KapTH CKiIady, a
TaKOXX PO3POOUTH AITOPUTMU ABTOMATHYHOI KOPEKIIi MapuIpyTy HpH BUSBICHHI
nepemkoa Ha muisixy AGV.

TakuMm 4YMHOM, MPOAHAII30BAHO 1ICHYIOU1 MMIIXOJH II0A0 KePyBaHHS CKIaJAChKUM
POOOTOM-KOHTPOJIEpOM. 3alpONOHOBAHO NUISXW BJOCKOHAJICHHS MOMAYIIS KepyBaHHS
CKJIAJICBKUM POOOTOM-KOHTPOJIEPOM 32 PaxXyHOK BIPOBAIKCHHSI aJalTUBHO1 HaBirarfii
JUTsl OpIEHTYyBaHHS poOOTa B HABKOJUIITHBOMY CEpPEOBHINM Ta OMNTHMI3allii Horo
MapHIpyTiB Il YCYHEHHS 3aTOpiB Yy CKJIQJCHKOMY MPUMIIIEHH], IO IiJBUIIUATH
e(eKTUBHICTh TPOIECY CKJIaJaHHA Ta JIOCTaBJICHHS TOBapYy I1HTEPHET-MarasuHy
moOyTOBUX peyelt 10 TOYKU COPTYBaHHS Ta MaKyBaHHS TOBApiB.
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JTOJATOK B

Kox nmporpamu jutst TEXHIYHOT MOJISII CKIIaAChKOTO podoTa y cepeaoputi Tinkercad

#include <Servo.h>

Servo headServo;

int servoPin = 8;

int trigScan = AO;

int echoScan = Al;

float scanDistance;

float scanDuration;

int FirstPlus = 3;
int FirstMinus = 9;
int SecondPlus = 10;

int SecondMinus = 11;

int trigPinl = 5;
int echoPinl = 4;
int trigPin2 = 7;

int echoPin2 = 6;
int trigPin3 = 13;
int echoPin3 = 12;

float durationl,duration2,duration3, cml1,cm2,cm3;

void setup()
{
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Serial.begin (9600);
pinMode(FirstPlus, OUTPUT);
pinMode(FirstMinus, OUTPUT);
pinMode(SecondPlus, OUTPUT);
pinMode(SecondMinus, OUTPUT);
pinMode(trigPin1, OUTPUT);
pinMode(echoPinl, INPUT);
pinMode(trigPin2, OUTPUT);
pinMode(echoPin2, INPUT);
pinMode(trigPin3, OUTPUT);
pinMode(echoPin3, INPUT);
headServo.attach(servoPin);
pinMode(trigScan, OUTPUT);
pinMode(echoScan, INPUT);

}
void Ahead()

{

analogWrite(FirstPlus, 255);
digitalWrite(FirstMinus, LOW);
analogWrite(SecondPlus, 255);
digitalWrite(SecondMinus, LOW);
delay(2000);

by
void Back()

{

digitalWrite(FirstPlus, LOW);
analogWrite(FirstMinus, 200);
digitalWrite(SecondPlus, LOW);
analogWrite(SecondMinus, 200);
delay(2000);



}
void Right()

{

analogWrite(FirstPlus, 180);
digitalWrite(FirstMinus, LOW);
digitalWrite(SecondPlus, LOW);
analogWrite(SecondMinus, 180);
delay(2000);

}
void Left()

{

analogWrite(SecondPlus, 180);
digitalWrite(SecondMinus, LOW);
digitalWrite(FirstPlus, LOW);
analogWrite(FirstMinus, 180);
delay(2000);

}
void Stop()

{
digitalWrite(SecondPlus, LOW);

digitalWrite(SecondMinus, LOW);
digitalWrite(FirstPlus, LOW);
digitalWrite(FirstMinus, LOW);
delay(2000);

¥

void scanSurroundings() {
Serial.println("=== SLAM SCAN START ===");
for (int angle = 0; angle <= 180; angle +=30) {
headServo.write(angle);



¥

¥

Serial.printin("=== SLAM SCAN END ===

delay(200);

digitalWrite(trigScan, LOW);
delayMicroseconds(5);
digitalWrite(trigScan, HIGH);
delayMicroseconds(10);
digitalWrite(trigScan, LOW);
scanDuration = pulseln(echoScan, HIGH);

scanDistance = (scanDuration / 2) / 29.1;

Serial.print("Angle:");
Serial.print(angle);
Serial.print("°, Distance:");
Serial.print(scanDistance);

Serial.printin("cm");

void loop()

{

digitalWrite(trigPin1, LOW);

delayMicroseconds(5);
digitalWrite(trigPin1, HIGH);
delayMicroseconds(10);
digitalWrite(trigPin1, LOW);
durationl = pulseln(echoPinl, HIGH);
cml = (durationl1/2) / 29.1;

digitalWrite(trigPin2, LOW);

delayMicroseconds(5);

")
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digital Write(trigPin2, HIGH);
delayMicroseconds(10);
digitalWrite(trigPin2, LOW);
duration2 = pulseln(echoPin2, HIGH);
cm2 = (duration2/2) / 29.1;

digitalWrite(trigPin3, LOW);
delayMicroseconds(5);
digitalWrite(trigPin3, HIGH);
delayMicroseconds(10);
digitalWrite(trigPin3, LOW);
duration3 = pulseln(echoPin3, HIGH);
c¢cm3 = (duration3/2) / 29.1;

If (tm1>=51 && cm1<=335 && cm2>=51 && cm2<=335 && cm3>=51 &&
cm3<=335)

{
Ahead();

¥

If (cm2<=50 && cm2>=30 && cm1>=51 && cml1l<=335 && cm3>=51 &&
cm3<=335)
{
Right();
¥

iIf (cm2<=50 && cm2>=30 && cm1>=51 && cm1<=335 && cm3<=50 &&
cm3>=30)

{
Right();
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If (cm2>=51 && cm2<=335 && cm1>=51 && cm1<=335 && cm3<=50 &&
cm3>=30)
{
Right();
b

if (cm1<=50 && cm1>=30 && cm2>=51 && cm2<=335 && cm3>=51 &&
cm3<=335)
{
Left();

}
iIf (tm1<=50 && cm1>=30 && cm2<=50 && cm2>=30 && cm3>=51 &&

cm3<=335)
{
Left();

¥

iIf (cm1<=50 && cm1>=30 && cm2<=50 && cm2>=30 && cm3<=50 &&
cm3>=30)
{

Stop();
Back();

Stop();
Left();

¥

if (cm1<=50 && cm1>=30 && cm2>=51 && cm2<=335 && cm3<=50 &&
cm3>=30)



Stop();
Back();

Stop();
Right();

if (cm1<=29 | cm2<=29 | cm3<=29)

{
Stop();
Back();

Stop();
Ahead();

If (cm1<=29 && cm2<=29 && cm3<=29)

{

Stop();

Back();

Stop();

Right();
¥
Serial.print("Forward:"); Serial.print(cm2); Serial.print("cm");
Serial.print("Left:"); Serial.print(cm1); Serial.print(“cm");
Serial.print("Right:"); Serial.print(cm3); Serial.printin("cm");

scanSurroundings();
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JTOJATOK B

Kox nporpamu juist TEXHIYHOT MOZIETIi CKIIAACHKOTO podoTa y cepemosuiti Wokwi

#include <Servo.h>

const int trigFront = 22, echoFront = 23;
const int trigBack = 24, echoBack = 25;
const int trigLeft = 26, echoLeft = 27;
const int trigRight = 28, echoRight = 29;
const int trigFL = 30, echoFL = 31;
constinttrigFR =32, echoFR =33;
const int servoPin = 9;

const int trigServo = 34, echoServo = 35;
const int enA = 2;

constintinl = 3;

const int in2 = 4;

const intenB = 5;

const int in3 = 6;

constintind =7,

const int DIST_THRESHOLD = 20;

Servo servo;

void setup() {

Serial.begin(9600);

pinMode(trigFront, OUTPUT); pinMode(echoFront, INPUT);



69

pinMode(trigBack, OUTPUT); pinMode(echoBack, INPUT);
pinMode(trigLeft, OUTPUT); pinMode(echoLeft, INPUT);
pinMode(trigRight, OUTPUT); pinMode(echoRight, INPUT);
pinMode(trigFL, OUTPUT); pinMode(echoFL, INPUT);
pinMode(trigFR, OUTPUT); pinMode(echoFR, INPUT);
pinMode(trigServo, OUTPUT); pinMode(echoServo, INPUT);

pinMode(enA, OUTPUT); pinMode(inl, OUTPUT); pinMode(in2,
OUTPUT);
pinMode(enB, OUTPUT); pinMode(in3, OUTPUT); pinMode(in4, OUTPUT);

servo.attach(servoPin);
servo.write(90);
delay(500);

void stopAll() {
analogWrite(enA, 0);
analogWrite(enB, 0);

¥

void forward() {
digitalWrite(inl, HIGH); digitalWrite(in2, LOW);,
digitalWrite(in3, HIGH); digitalWrite(in4, LOW);,
analogWrite(enA, 200);
analogWrite(enB, 200);

void backward() {
digitalWrite(inl, LOW); digitalWrite(in2, HIGH);



digitalWrite(in3, LOW); digitalWrite(in4, HIGH);
analogWrite(enA, 200);
analogWrite(enB, 200);

¥

void turnRight() {
digitalWrite(inl, LOW); digitalWrite(in2, HIGH);
digitalWrite(in3, HIGH); digitalWrite(in4, LOW);
analogWrite(enA, 200);
analogWrite(enB, 200);

void turnLeft() {
digitalWrite(inl, HIGH); digital Write(in2, LOW);
digitalWrite(in3, LOW); digitalWrite(in4, HIGH);
analogWrite(enA, 200);
analogWrite(enB, 200);

long readDistance(int trigPin, int echoPin) {
digitalWrite(trigPin, LOW);
delayMicroseconds(5);
digitalWrite(trigPin, HIGH);
delayMicroseconds(10);
digitalWrite(trigPin, LOW);

long duration = pulseln(echoPin, HIGH);
long distance = duration * 0.0343 / 2;

return distance;
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void loop() {

forward();

long distF = readDistance(trigFront, echoFront);
long distL = readDistance(trigLeft, echoLeft);
long distR = readDistance(trigRight, echoRight);
long distFL = readDistance(trigFL, echoFL);
long distFR = readDistance(trigFR, echoFR);

if (distF < DIST_THRESHOLD || distFL < DIST_THRESHOLD || distFR <
DIST_THRESHOLD) {
stopAll();
backward();
delay(500);
turnLeft();
delay(300);
stopAll();

else if (distR < DIST_THRESHOLD) {
stopAll();
turnLeft();
delay(300);
stopAll();

¥

else if (distL < DIST_THRESHOLD) {
stopAll();
turnRight();



delay(300);
stopAll();

¥

static int angle = 0;
servo.write(angle);
delay(50);

long distScan = readDistance(trigServo, echoServo);

if (angle >= 0 && angle <= 180 && distScan < DIST_THRESHOLD) {
stopAll();
turnRight();
delay(300);
stopAll();
}
angle += 30;
if (angle > 180) angle = 0;

iIf (random(1000) > 990) {
stopAll();
backward();
delay(300);
turnRight();
delay(300);
stopAll();

delay(100);
}
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JTOJATOK I

Kon romoenoi popmu (MyForm.h) BipryansHoro makety cuctemu y Visual Studio

#pragma comment(lib,"user32.lib™)
#pragma comment(lib,"gdi32.lib")
#pragma comment(lib,"glu32.lib")
#pragma comment(lib,"opengl32.lib")

#include <windows.h>
#include <GL/gl.h>
#include <GL/glu.h>
#include <cmath>
#include "MyForm1.h"
#include <ctime>

#include <WinUser.h>

public ref class Order {

public:
System::String”™ Name;
System::Collections::Generic::List<int>" RackNumbers;

%

float zoom = 5.0f;

int currentRackInOrderindex = -1;
int hspos = 50, vspos = 50;

int delayCounter = 0;

int selectedRackIndex = -1;

int currentRidePointindex = -1;



enum BoxState {
BOX_START,
BOX_TO_POINT 1,
BOX_TO_POINT _2,
BOX_BACK_TO_START

}; BoxState boxState = BOX_START;

enum class RobotState {
Idle,
ToRidePointl,
ToRidePoint2,
ToRidePoint3,
currentRidePointPointReached,
ToRackApproach,
ToRack,
CarryingToRidePoint1,
CarryingToRidePoint2,
CarryingToRidePoint3,
ReturningToRidePointl,
ReturningToRidePoint2,
ReturningToRidePoint3,
CarryingToHome,
WaitingForSpace,
ReturningToRackApproach,
ReturningToRack,
GoingToWaitingPointRidePoint1,
GoingToWaitingPointRidePoint2,
GoingToWaitingPointRidePoint3,
GoingToWaitingPointHome,
OrderComplete

}; RobotState robotState = RobotState::Idle;
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GLuint floorTexturelD;

GLfloat box_Translate[] = { 0.4f, 0.65f, 0.0f };

GLfloat robot_Translate[] = { 6.0f, 0.0f, 1.0f };

GLfloat robotTarget[] = { 6.0f, 0.0f, 1.0f };

GLfloat robotHome[] = { 6.0f, 0.0f, 1.0f };

GLfloat rackPositions[25][3] = {
{-0.5f, 0.0f, 0.0f }, { 0.85f, 0.0f, 0.0f }, { -1.85f, 0.0f, 0.0f },
{ -4.55f, 0.0f, 0.0f }, { -3.2f, 0.0f, 0.0f }, { -0.5f, 0.0f, 2.0f },
{0.85f, 0.0f, 2.0f }, { -1.85f, 0.0f, 2.0f }, { -4.55f, 0.0f, 2.0f },
{ -3.2f, 0.0f, 2.0f }, { -0.5f, 0.0f, -2.0f }, { 0.85f, 0.0f, -2.0f },
{-1.85f, 0.0f, -2.0f }, { -4.55f, 0.0f, -2.0f }, { -3.2f, 0.0f, -2.0f },
{-0.5f, 0.0f, -4.0f }, { 0.85f, 0.0f, -4.0f }, { -1.85f, 0.0f, -4.0f },
{ -4.55f, 0.0f, -4.0f }, { -3.2f, 0.0f, -4.0f }, { -0.5f, 0.0f, 4.0f },
{0.85f, 0.0f, 4.0f }, { -1.85f, 0.0f, 4.0f }, { -4.55f, 0.0f, 4.0 },
{-3.2f, 0.0f, 4.0f }

};

bool spaceKeyPressed = false;

bool isMoving = false;

bool carryingRack = false;

bool returningRack = false;

bool waiting = false;

bool returningHome = false;

bool rackAttached = false;

bool goingHome = false;

bool currentRidePointPointReached[3];
const int totalRacks = 25;
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struct RidePoint {
float x;

float z;

static float targetLineX = 2.0f;
static const RidePoint waitingPoint = { 3.0f, 1.0f };
static const RidePoint ridePoints[] = {
{3.0f, 1.0f } {2.0f 1.0f}, {2.0f -1.0f}, { 2.0f, -3.0f }, { 2.0f, 3.0f
},{0.8f, 1.0f }, { 0.8f, -1.0f },
{0.8f, -3.0f }, { 0.8f, 3.0f }, { -0.5f, 1.0f }, { -0.5f, -1.0f }, { -0.5f, -3.0f

}

{-05f, 3.0f}, { -1.8f, 1.0f }, { -1.8f, -1.0f }, { -1.8f, -3.0f }, { -1.8f, 3.0f
}

{-3.1f, 1.0f}, { -3.1f, -1.0F }, { -3.1f, -3.0f }, { -3.1f, 3.0f }, { -4.4f, 1.0f
}

{-4.4f, -1.0f }, { -4.4f, -3.0f }, { -4.4f, 3.0f }
}

static const int rackRoutes[totalRacks][4] = {

{0,1,9,-1},
{0,1,5,-1},
{0,1,13,-1},
{0,1,21,-1},
{0,1,17,-1},

{0,1,9,-1},
{0,1,5,-1},
{0,1,13,-1},
{0,1,21,-1},



{0,1,17,-1},

{0,2,10,-1},
{0,2,6,-1},

{0,2,14,-1},
{0,2,22,-1},
{0,2,18,-1},

{0,3,11,-1},
{0,3,7,-1},

{0,3,15,-1},
{0,3,23,-1},
{0,3,19,-1},

{0,4,12,-1},

{0,4,8,-1},

{0,4,16,-1},

{0,4,24,-1},

{0,4,20,-1},
Y

const int totalRidePoints = sizeof(ridePoints) / sizeof(RidePoint);
bool MoveTo(float& current, float target, float speed) {
if (abs(current - target) < speed) {
current = target;
return true;
¥
else if (current < target) {

current += speed;
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else {
current -= speed;

}

return false;

namespace diplom {
using namespace System;
using namespace System::ComponentModel;
using namespace System::Collections;
using namespace System::Windows::Forms;
using namespace System::Data;
using namespace System::Drawing;

using namespace Microsoft::VisualBasic;

public ref class MyForm : public System::Windows::Forms::Form

{

public:
MyForm(void)
{

InitializeComponent();

protected:
~MyForm()

{

if (components)

{

delete components;
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}

private:
Order” currentActiveOrder;
HDC hdc;
HGLRC hglrc;
Timer” renderTimer;
Timer”™ animationTimer;
Timer™ boxTimer;
VScrollBar” vScrollBar1;
HScrollBar™ hScrollBarl;

System::ComponentModel::Container™ components;

#pragma region Windows Form Designer generated code
void InitializeComponent(void)
{
this->vScrollBarl = (gcnew
System::Windows::Forms::VScrollBar());
this->hScrollBarl = (gcnew
System::Windows::Forms::HScrollBar());
this->SuspendLayout();
this->vScrollBarl->Location = System::Drawing::Point(10,
21);
this->vScrollBarl->Name = L"vScrollBar1";
this->vScrollBarl->Size = System::Drawing::Size(20, 570);
this->vScrollBarl->Tabindex = 0;
this->vScrollBarl->Value = 50;
this->vScrollBar1->Scroll += gcnew
System::Windows::Forms::ScrollEventHandler(this,
&MyForm::vScrollBarl_Scroll);
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this->hScrollBarl->Location = System::Drawing::Point(47,
10);

this->hScrollBarl->Name = L"hScrollBar1";

this->hScrollBarl->Size = System::Drawing::Size(1196,
22);

this->hScrollBarl->Tabindex = 1;

this->hScrollBarl->Value = 50;

this->hScrollBar1->Scroll += gcnew
System::Windows::Forms::ScrollEventHandler(this,
&MyForm::hScrollBarl_Scroll);

this->AutoScaleDimensions = System::Drawing::SizeF(8,
16);

this->AutoScaleMode =
System::Windows::Forms::AutoScaleMode::Font;

this->ClientSize = System::Drawing::Size(1252, 600);

this->Controls->Add(this->hScrollBarl);

this->Controls->Add(this->vScrollBarl);

this->Name = L"MyForm";

this->Text = L"Storage";

this->FormClosing += gcnew
System::Windows::Forms::FormClosingEventHandler(this,
&MyForm::MyForm_Closing);

this->Load += gcnew System::EventHandler(this,
&MyForm::MyForm_Load);

this->Resize += gcnew System::EventHandler(this,
&MyForm::MyForm_Resize);

this->MouseWheel += gcnew MouseEventHandler(this,
&MyForm::MyForm_MouseWheel);

animationTimer = gcnew Timer();

animationTimer->Interval = 30;



animationTimer->Tick += gcnew EventHandler(this,

&MyForm::AnimationTimer_Tick);

boxTimer = gcnew Timer();
boxTimer->Interval = 30;
boxTimer->Tick += gcnew EventHandler(this,
&MyForm::BoxTimer_Tick);
this->KeyPreview = true;
this->KeyDown += gcnew KeyEventHandler(this,
&MyForm::MyForm_KeyDown);
this->ResumeLayout(false);
¥
void vScrollBarl_Scroll(System::Object” sender,
System::Windows::Forms::ScrollEventArgs” e) {
vspos = e->NewValue;
this->RenderScene(nullptr, nullptr);
¥
void hScrollBarl_Scroll(System::Object” sender,
System::Windows::Forms::ScrollEventArgs” e) {
hspos = e->NewValue;
this->RenderScene(nullptr, nullptr);
¥
void MyForm_MouseWheel(System::Object” sender,
System::Windows::Forms::MouseEventArgs” e)
{
if (e->Delta > 0)
zoom -= 0.5f;
else
zoom += 0.5f;
if (zoom < 1.0f) zoom = 1.0f;



If (zoom > 50.0f) zoom = 50.0f;
this->RenderScene(nullptr, nullptr);
¥
void InitializeOpenGL() {

hdc = GetDC((HWND)this->Handle.ToPointer());

PIXELFORMATDESCRIPTOR pfd;

ZeroMemory(&pfd, sizeof(pfd));

pfd.nSize = sizeof(pfd);

pfd.nVersion = 1;

pfd.dwFlags = PFD_DRAW_TO_WINDOW |
PFD_SUPPORT_OPENGL | PFD_DOUBLEBUFFER;

pfd.iPixelType = PFD_TYPE_RGBA,;

pfd.cColorBits = 32;

pfd.cDepthBits = 24;

pfd.iLayerType = PFD_MAIN_PLANE;

int pixelFormat = ChoosePixelFormat(hdc, &pfd);

SetPixelFormat(hdc, pixelFormat, &pfd);

hglrc = wglCreateContext(hdc);

wglMakeCurrent(hdc, hglrc);

glEnable(GL_DEPTH_TEST);

renderTimer = gcnew Timer();

renderTimer->Interval = 16;

renderTimer->Tick += gcnew EventHandler(this,
&MyForm::RenderScene);

renderTimer->Start();

glEnable(GL_LIGHTING);

glEnable(GL_LIGHTO);

glEnable(GL_COLOR_MATERIAL);

glColorMaterial(GL_FRONT,
GL_AMBIENT_AND_DIFFUSE);



GLfloat lightAmbient[] = { 0.2f, 0.2f, 0.2f, 1.0f };
GLfloat lightDiffuse[] = { 0.8f, 0.8f, 0.8f, 1.0f };

GLfloat lightSpecular[] = { 1.0f, 1.0f, 1.0f, 1.0f };
GLfloat lightPosition[] = { 5.0f, 5.0f, 5.0f, 1.0f };
glLightfv(GL_LIGHTO, GL_AMBIENT, lightAmbient);
glLightfv(GL_LIGHTO, GL_DIFFUSE, lightDiffuse);
glLightfv(GL_LIGHTO, GL_SPECULAR, lightSpecular);
glLightfv(GL_LIGHTO, GL_POSITION, lightPosition);
glEnable(GL_NORMALIZE);

¥

void SetupProjection(int width, int height)

{
If (height == 0) height = 1;
float aspect = (float)width / (float)height;
glViewport(0, 0, width, height);
glMatrixMode(GL_PROJECTION);
glLoadldentity();
gluPerspective(50.0, aspect, 0.1, 50.0);
glMatrixMode(GL_MODELVIEW);
glLoadldentity();

¥

void RenderScene(Object” sender, EventArgs™ e) {
glClear(GL_COLOR_BUFFER_BIT |
GL_DEPTH_BUFFER_BIT);

glLoadldentity();
float cameraX = (float)hspos / 5.0f - 5.0f;
float cameraY = (float)vspos / 5.0f - 5.0f;
gluLookAt(cameraX, cameraY, zoom,

0.0, 0.0, 0.0,

0.0, 1.0, 0.0);



Floor();

Conveyor();

Table();

Chair();

Robot();

for (int1=0; i < totalRacks; i++) {

If (!(carryingRack && i == selectedRacklIndex)) {

glPushMatrix();
glTranslatef(rackPositions[i][0] - 0.5f, 0.0f,

rackPositions[i][2]);
DrawRack(i);
glPopMatrix();
¥
¥
glFinish();
SwapBuffers(hdc);
¥
void Cube(float size)
{

float half = size / 2.0f;
glBegin(GL_QUADS);
glNormal3f(0.0f, 1.0f, 0.0f);
glVertex3f(-half, half, -half);
glVertex3f(half, half, -half);
glVertex3f(half, half, half);
glVertex3f(-half, half, half);

glNormal3f(0.0f, -1.0f, 0.0f);
glVertex3f(-half, -half, -half);
glVertex3f(half, -half, -half);
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slices, int stacks) {

}

void Celinder(float baseRadius, float topRadius, float height, int

glVertex3f(half, -half, half);
glVertex3f(-half, -half, half),

gINormal3f(0.0f, 0.0f, 1.0f);
glVertex3f(-half, -half, half),
glVertex3f(half, -half, half);
glVertex3f(half, half, half);

glVertex3f(-half, half, half);

glNormal3f(0.0f, 0.0f, -1.0f);
glVertex3f(-half, -half, -half);
glVertex3f(half, -half, -half);
glVertex3f(half, half, -half);

glVertex3f(-half, half, -half);

glNormal3f(-1.0f, 0.0f, 0.0f);
glVertex3f(-half, -half, -half);
glVertex3f(-half, half, -half),
glVertex3f(-half, half, half);

glVertex3f(-half, -half, half);

gINormal3f(1.0f, 0.0f, 0.0f);
glVertex3f(half, -half, -half);
glVertex3f(half, half, -half);
glVertex3f(half, half, half);
glVertex3f(half, -half, half);
glEnd();
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stacks);
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GLUquadric* quadric = gluNewQuadric();
gluQuadricTexture(quadric, GL_TRUE);
glPushMatrix();

glTranslatef(0.0f, 0.0f, 0.0f);
gluDisk(quadric, 0.0f, baseRadius, slices, 1);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.0f, height);
gluDisk(quadric, 0.0f, topRadius, slices, 1);
glPopMatrix();

gluCylinder(quadric, baseRadius, topRadius, height, slices,

gluDeleteQuadric(quadric);

¥

void Floor() {
glPushMatrix();
glTranslatef(0.0f, -0.2f, 0.0f);
glScalef(15.0f, 0.2f, 12.0f);
glColor3f(0.3f, 0.3f, 0.3f);
Cube(1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

¥

void Conveyor() {
glPushMatrix();
glTranslatef(7.0f, 0.0f, 0.0f);
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glPushMatrix();

glTranslatef(0.25f, 0.25f, -4.5f);

glScalef(0.05f, 0.5f, 0.05f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(-0.25f, 0.25f, -4.5f);

glScalef(0.05f, 0.5f, 0.05f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.25f, 0.25f, 4.5f);

glScalef(0.05f, 0.5f, 0.05f);

glColor3f(0.0f, 1.0f, 0.0f),

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.01);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();



glPushMatrix();
glTranslatef(-0.25f, 0.25f, 4.5f);
glScalef(0.05f, 0.5f, 0.05f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.01);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.48f, 0.0f);
glScalef(0.50f, 0.02f, 9.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.375f, 0.0f);
glScalef(0.5f, 0.02f, 9.0f);
glColor3f(0.0f, 0.0f, 0.0f),
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPopMatrix();

glPushMatrix();

glTranslatef(-0.15, 0.425f, 4.5f);
glRotatef(90.0f, 0.0f, 1.0f, 0.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.06f, 0.06f, 0.4f, 32, 32);
glPopMatrix();
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glPushMatrix();
glTranslatef(-0.15, 0.425f, -4.5f);
glRotatef(90.0f, 0.0f, 1.0f, 0.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.06f, 0.06f, 0.4f, 32, 32);
glPopMatrix();
glPopMatrix();
b
void Table() {
glPushMatrix();
glTranslatef(6.0f, 0.0f, -1.5f);
glPushMatrix();
glTranslatef(0.0f, 0.5f, 0.0f);
glScalef(1.5f, 0.05f, 0.75f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();
glPushMatrix();
glTranslatef(0.725f, 0.25f, 0.36f);
glScalef(0.05f, 0.5f, 0.05f);
glColor3f(0.0f, 1.0f, 0.0f),
Cube(1.01);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.01);
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glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.725f, 0.25f, -0.36f);

glScalef(0.05f, 0.5f, 0.05f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(-0.725f, 0.25f, 0.36f);

glScalef(0.05f, 0.5f, 0.05f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(-0.725f, 0.25f, -0.36f);

glScalef(0.05f, 0.5f, 0.05f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);



glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();
glTranslatef(-0.4f, 0.55f, 0.2f);
glScalef(0.35f, 0.05f, 0.2f);
glColor3f(0.0f, 0.0f, 0.0f);
Cube(1.0f);

glPopMatrix();

glPushMatrix();
glTranslatef(-0.4f, 0.55f, -0.2f);
glScalef(0.15f, 0.05f, 0.15f);
glColor3f(0.0f, 0.0f, 0.0f);
Cube(1.00);

glPopMatrix();

glPushMatrix();
glTranslatef(-0.4f, 0.6f, -0.2f);
glScalef(0.05f, 0.1f, 0.05f);
glColor3f(0.0f, 0.0f, 0.0f);
Cube(1.0f);

glPopMatrix();

glPushMatrix();
glTranslatef(-0.4f, 0.75f, -0.2f);
glScalef(0.35f, 0.25f, 0.05f);
glColor3f(0.0f, 0.0f, 0.0f),
Cube(1.0f);

glPopMatrix();

glPushMatrix();
glTranslatef(-0.4f, 0.75f, -0.198f);
glScalef(0.335f, 0.235f, 0.05f);
glColor3f(1.0f, 1.0f, 1.0f),
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box_Translate[2]);

}
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Cube(1.0f);

glPopMatrix();

glPushMatrix();

glTranslatef(box_Translate[0], box_Translate[1],

glScalef(0.4f, 0.3f, 0.5f);

glColor3f(0.76f, 0.60f, 0.42f),

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPopMatrix();

void Chair() {

glPushMatrix();

glTranslatef(6.0f, 0.0f, -1.0f);

glPushMatrix();

glTranslatef(0.0f, 0.3f, 0.0f);

glRotatef(90.0f, 1.0f, 0.0f, 0.0f);

glColor3f(0.5f, 0.5f, 0.6f);

Celinder(0.2f, 0.2f, 0.1f, 32, 32);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Celinder(0.2f, 0.2f, 0.1f, 8, 8);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.15f, 0.0f);
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glScalef(0.05f, 0.3f, 0.05f),

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.01f, 0.0f);

glScalef(0.25f, 0.05f, 0.05f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.01f, 0.0f);

glScalef(0.05f, 0.05f, 0.25f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, -0.05f, 0.15f);



}

04

glScalef(0.05f, 0.05f, 0.05f);
glColor3f(0.0f, 0.0f, 0.0f);
Cube(1.00);

glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, -0.05f, -0.15f);
glScalef(0.05f, 0.05f, 0.05f);
glColor3f(0.0f, 0.0f, 0.0f);
Cube(1.0f);

glPopMatrix();

glPushMatrix();
glTranslatef(0.15f, -0.05f, 0.0f);
glScalef(0.05f, 0.05f, 0.05f);
glColor3f(0.0f, 0.0f, 0.0f);
Cube(1.00);

glPopMatrix();

glPushMatrix();
glTranslatef(-0.15f, -0.05f, 0.0f);
glScalef(0.05f, 0.05f, 0.05f);
glColor3f(0.0f, 0.0f, 0.0f);
Cube(1.0f);

glPopMatrix();

glPopMatrix();

void Rack _1() {

glPushMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);



Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f),
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f),
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
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glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.0f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

96



glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 0.3f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
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glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 0.4f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 1.1f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
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glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();
glPopMatrix();

by

void Rack_2() {
glPushMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f),
glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f),
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
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glTranslatef(1.0f, 0.0f, 0.28f);

glRotatef(90.0f, 0.0f, 0.0f, 1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

Celinder(0.1f, 0.1f, 0.03f, 32, 32);

glColor3f(0.0f, 0.0f, 0.0f);

glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.0f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.0f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);



Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 0.3f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);
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Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_ BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 0.4f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f),

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);
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Cube(1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 1.1f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.00);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();
glPopMatrix();
¥
void Rack_3() {
glPushMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);



glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
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glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.0f);

glScalef(0.1f, 1.5f, 0.1f),

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);
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glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 0.3f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 0.4f, 0.15f);
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glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f),

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 1.1f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPopMatrix();
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void Rack_4() {
glPushMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();



glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT _AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(L.0f):

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
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glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.5f, 1.0f, 0.15f);
glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT _AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.5f, 0.3f, 0.15f);
glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(L.0f):

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
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glPushMatrix();
glTranslatef(0.3f, 0.45f, 0.15f);
glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.75f, 0.4f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
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glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 1.1f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();
glPopMatrix();

¥

void Rack_5() {
glPushMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f),
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();



glPushMatrix();

glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL):

glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
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glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.0f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
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glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 0.3f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 0.4f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
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glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_ BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 1.1f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPopMatrix();

void Rack 6() {

glPushMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);



glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f),
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
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Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.0f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);
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Cube(1.0f);
glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.5f, 1.0f, 0.15f);
glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.5f, 0.3f, 0.15f);
glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f),
glColor3f(0.76f, 0.60f, 0.42f);
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Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 0.4f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f),

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 1.1f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);
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}

Cube(1.0f);
glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPopMatrix();

void Rack 7() {

glPushMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
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glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f),
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.0f);
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glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f),

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 0.3f, 0.15f);
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glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f),

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 0.4f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);
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glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.00);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 1.1f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.00);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();
glPopMatrix();
¥
void Rack_8() {
glPushMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f),
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();



glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f),
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(L.0f):

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
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glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT _AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f),
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(L.0f):

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
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glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 0.3f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);



glPopMatrix();
glPushMatrix();
glTranslatef(0.75f, 0.4f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();

glPushMatrix();
glTranslatef(0.75f, 1.15f, 0.15f);
glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 1.1f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
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glPopMatrix();
glPopMatrix();

¥

void Rack_9() {
glPushMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f),
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);



Celinder(0.1f, 0.1f, 0.03f, 32, 32);

glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f),
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT _AND_BACK, GL_LINE);
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Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.5f, 1.0f, 0.15f);
glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.5f, 0.3f, 0.15f);
glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
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Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 0.45f, 0.15f);
glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f),
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.75f, 0.4f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f),
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
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Cube(1.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 1.1f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f),
Cube(1.00);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();
glPopMatrix();

¥

void Rack 10() {
glPushMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);



glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f),
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL):

glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.01);
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glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.0f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f),

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.01);
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glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 0.3f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f),

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 0.4f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f),

Cube(1.01);



}
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glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 1.1f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT _AND BACK, GL_FILL);
glPopMatrix();

glPopMatrix();

void Rack 11() {

glPushMatrix();



glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.0f);
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glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f),

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.0f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.3f);
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glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 0.3f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);
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glScalef(0.4f, 0.3f, 0.4f),

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_ BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 0.4f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f),

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f),

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 1.1f, 0.15f);
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}

glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPopMatrix();

void Rack_12() {

glPushMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
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Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f),
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT _AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f),
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(L.0f):

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
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glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE):

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
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glPopMatrix();
glPushMatrix();
glTranslatef(0.5f, 0.3f, 0.15f);
glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 0.45f, 0.15f);
glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.75f, 0.4f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
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glPopMatrix();
glPushMatrix();
glTranslatef(0.75f, 1.15f, 0.15f);
glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 1.1f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.00);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();
glPopMatrix();

¥

void Rack_13() {
glPushMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);



glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
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Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f),
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
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Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 0.3f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);



Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.75f, 0.4f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f),
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();

glPushMatrix();
glTranslatef(0.75f, 1.15f, 0.15f);
glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 1.1f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
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}

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPopMatrix();

void Rack_14() {

glPushMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, 0.28f);
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glRotatef(90.0f, 0.0f, 0.0f, 1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

Celinder(0.1f, 0.1f, 0.03f, 32, 32);

glColor3f(0.0f, 0.0f, 0.0f);

glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.0f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f),

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.0f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.01);
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glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 0.3f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.01);
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glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 0.4f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);
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glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 1.1f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.00);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();
glPopMatrix();

¥

void Rack 15() {
glPushMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f),
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);



Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL):

glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);

157



glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.0f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);
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glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 0.3f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 0.4f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);
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}
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glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 1.1f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPopMatrix();

void Rack 16() {



glPushMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
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glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT _AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f),
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),

glPolygonMode(GL_FRONT _AND_BACK, GL_LINE);

Cube(L.0f):

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
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glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.5f, 1.0f, 0.15f);
glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.5f, 0.3f, 0.15f);
glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
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glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 0.45f, 0.15f);
glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.75f, 0.4f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT _AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
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glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 1.1f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();
glPopMatrix();

¥

void Rack_17() {
glPushMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f),
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();



glPushMatrix();

glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL):

glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
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glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.0f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
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glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 0.3f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_ BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 0.4f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);



}
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glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 1.1f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPopMatrix();

void Rack_18() {

glPushMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);



glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f),
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
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Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.0f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);
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Cube(1.0f);
glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.5f, 1.0f, 0.15f);
glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.5f, 0.3f, 0.15f);
glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f),
glColor3f(0.76f, 0.60f, 0.42f);
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Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 0.4f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f),

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 1.1f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);
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}

Cube(1.0f);
glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPopMatrix();

void Rack_19() {

glPushMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
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glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f),
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.0f);
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glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f),

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 0.3f, 0.15f);
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glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f),

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 0.4f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);
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glScalef(0.4f, 0.3f, 0.4f),
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.00);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 1.1f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f),
Cube(1.00);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();
glPopMatrix();

¥

void Rack_20() {
glPushMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f),
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();



glPushMatrix();

glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
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glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
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glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 0.3f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);



glPopMatrix();
glPushMatrix();
glTranslatef(0.75f, 0.4f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();

glPushMatrix();
glTranslatef(0.75f, 1.15f, 0.15f);
glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 1.1f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
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glPopMatrix();
glPopMatrix();

¥

void Rack_21() {
glPushMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f),
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);



Celinder(0.1f, 0.1f, 0.03f, 32, 32);

glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f),
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
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Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.5f, 1.0f, 0.15f);
glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.5f, 0.3f, 0.15f);
glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
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Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 0.45f, 0.15f);
glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.75f, 0.4f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f),
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
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}

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_ BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 1.1f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f),
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPopMatrix();

void Rack_22() {

glPushMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
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glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f),
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL):

glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.01);
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glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_ BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.0f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f),

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.01);
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glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 0.3f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f),

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 0.4f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f),

Cube(1.01);



}
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glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 1.1f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPopMatrix();

void Rack 23() {

glPushMatrix();
glPushMatrix();



glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);

192



glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_ BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.0f);

glScalef(0.1f, 1.5f, 0.1f);

glColor3f(0.0f, 1.0f, 0.0f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(1.0f, 0.7f, 0.3f);

glScalef(0.1f, 1.5f, 0.1f);
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glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);
glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.5f, 1.0f, 0.15f);
glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.5f, 0.3f, 0.15f);
glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL):

glPopMatrix();
glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);
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glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 0.4f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.75f, 1.15f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 1.1f, 0.15f);

glScalef(0.3f, 0.2f, 0.3f);
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glColor3f(0.76f, 0.60f, 0.42f),
Cube(1.00);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();
glPopMatrix();

b

void Rack 24() {
glPushMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f),
glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);



glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f),
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(L.0f):

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
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glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT _AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f),

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(L.0f):

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
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glPushMatrix();
glTranslatef(0.5f, 0.3f, 0.15f);
glScalef(1.15f, 0.05f, 0.45f);
glColor3f(0.5f, 0.5f, 0.5f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_ BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 0.45f, 0.15f);
glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.75f, 0.4f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.0f);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
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glPopMatrix();
glPushMatrix();
glTranslatef(0.75f, 1.15f, 0.15f);
glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 1.1f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.00);
glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Cube(1.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();
glPopMatrix();

¥

void Rack_25() {
glPushMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);



glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, -0.02f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(1.0f, 0.0f, 0.28f);
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.1f, 0.1f, 0.03f, 32, 32);
glColor3f(0.0f, 0.0f, 0.0f);
glPopMatrix();

glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
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Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT _AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.0f);
glScalef(0.1f, 1.5f, 0.1f),
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(1.0f, 0.7f, 0.3f);
glScalef(0.1f, 1.5f, 0.1f);
glColor3f(0.0f, 1.0f, 0.0f);
Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
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Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 1.0f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.5f, 0.3f, 0.15f);

glScalef(1.15f, 0.05f, 0.45f);

glColor3f(0.5f, 0.5f, 0.5f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.3f, 0.45f, 0.15f);

glScalef(0.4f, 0.3f, 0.4f);

glColor3f(0.76f, 0.60f, 0.42f);

Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);



Cube(1.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.75f, 0.4f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f),
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND BACK, GL_LINE);

Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();

glPushMatrix();
glTranslatef(0.75f, 1.15f, 0.15f);
glScalef(0.4f, 0.3f, 0.4f);
glColor3f(0.76f, 0.60f, 0.42f),
Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT _AND_BACK, GL_LINE);

Cube(1.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

glPopMatrix();
glPushMatrix();
glTranslatef(0.3f, 1.1f, 0.15f);
glScalef(0.3f, 0.2f, 0.3f);
glColor3f(0.76f, 0.60f, 0.42f);
Cube(1.01);

glColor3f(0.0f, 0.0f, 0.0f);

glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
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Cube(1.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPopMatrix();

void Robot() {

robot_Translate[2]);

glPushMatrix();
glTranslatef(robot_Translate[0], robot_Translate[1],

glPushMatrix();

glTranslatef(0.0f, 0.09f, 0.0f);

glRotatef(90.0f, 1.0f, 0.0f, 0.0f);

glColor3f(0.5f, 0.4f, 0.5f);

Celinder(0.2f, 0.2f, 0.115f, 32, 32);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND BACK, GL_LINE);
Celinder(0.2f, 0.2f, 0.115f, 8, 8);
glPolygonMode(GL_FRONT_AND BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.0f, 0.15f, 0.0f);

glRotatef(90.0f, 1.0f, 0.0f, 0.0f);

glColor3f(1.0f, 1.0f, 1.0f);

Celinder(0.185f, 0.2f, 0.05f, 32, 32);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Celinder(0.185f, 0.2f, 0.075f, 8, 8);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();
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glPushMatrix();

glTranslatef(0.0f, 0.16f, 0.0f);

glScalef(0.15f, 0.1f, 0.15f);

glColor3f(0.0f, 0.0f, 1.0f);

Cube(1.00);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Cube(1.00);

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(0.04f, 0.23f, 0.0f);

glRotatef(90.0f, 1.0f, 0.0f, 0.0f);

glColor3f(0.5f, 0.4f, 0.5f);

Celinder(0.025f, 0.025f, 0.175f, 32, 32);

glColor3f(0.0f, 0.0f, 0.0f);
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Celinder(0.025f, 0.025f, 0.175f, 8, 8);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();

glPushMatrix();

glTranslatef(-0.04f, 0.23f, 0.0f);

glRotatef(90.0f, 1.0f, 0.0f, 0.0f);

glColor3f(0.5f, 0.4f, 0.5f),

Celinder(0.025f, 0.025f, 0.175f, 32, 32);

glColor3f(0.0f, 0.0f, 0.0f),
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
Celinder(0.025f, 0.025f, 0.175f, 8, 8);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glPopMatrix();
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glPushMatrix();

glTranslatef(-0.09f, 0.0f, 0.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.05f, 0.05f, 0.05f, 32, 32);
glPopMatrix();

glPushMatrix();

glTranslatef(0.09f, 0.0f, 0.0f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.05f, 0.05f, 0.05f, 32, 32);
glPopMatrix();

glPushMatrix();

glTranslatef(0.1f, -0.04f, 0.1f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.015f, 0.015f, 0.05f, 32, 32);
glPopMatrix();

glPushMatrix();

glTranslatef(0.1f, -0.04f, -0.1f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.015f, 0.015f, 0.05f, 32, 32);
glPopMatrix();

glPushMatrix();

glTranslatef(-0.1f, -0.04f, 0.1f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.015f, 0.015f, 0.05f, 32, 32);
glPopMatrix();

glPushMatrix();

glTranslatef(-0.1f, -0.04f, -0.1f);
glColor3f(0.0f, 0.0f, 0.0f);
Celinder(0.015f, 0.015f, 0.05f, 32, 32);
glPopMatrix();
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iIf (carryingRack && selectedRackIndex >=0) {
glPushMatrix();
glTranslatef(-0.5f, 0.0f, -0.15f);
DrawRack(selectedRackIndex);
glPopMatrix();

¥

glPopMatrix();

¥
void DrawRack(int index) {

switch (index) {

case 0: Rack_1(); break;

case 1: Rack 2(); break;

case 2: Rack_3(); break;

case 3: Rack_4(); break;

case 4: Rack_5(); break;

case 5: Rack_6(); break;

case 6: Rack 7(); break;

case 7: Rack_8(); break;

case 8: Rack 9(); break;

case 9: Rack 10(); break;

case 10: Rack_11(); break;

case 11: Rack_12(); break;

case 12: Rack_13(); break;

case 13: Rack_14(); break;

case 14: Rack_15(); break;

case 15: Rack_16(); break;

case 16: Rack_17(); break;

case 17: Rack_18(); break;

case 18: Rack 19(); break;

case 19: Rack 20(); break;
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case 20: Rack_21(); break;
case 21: Rack_22(); break;
case 22: Rack _23(); break;
case 23: Rack_24(); break;
case 24: Rack_25(); break;
default: break;

¥
¥
void StartRobotAnimation(int rackindex)
{
selectedRacklIndex = racklIndex;
iIsMoving = true;
carryingRack = false;
rackAttached = false;
waiting = false;
returningRack = false;
goingHome = false;
spaceKeyPressed = false;
robotState = RobotState:: ToRidePoint1;
currentRidePointindex = 0;
animationTimer->Start();
¥
void AnimationTimer_Tick(System::Object” sender,
System::EventArgs” e)
{
if (YisMoving && robotState 1=
RobotState::WaitingForSpace) {
if (robotState == RobotState::ldle &&
currentActiveOrder == nullptr) {
If (boxState == BOX_START) {
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boxTimer->Start();

}

this->RenderScene(nullptr, nullptr);
return;
¥
float speed = 0.05f;
switch (robotState) {
case RobotState::Idle:
IsMoving = false;
break;
case RobotState:: ToRidePointl: {
if (selectedRackIndex == -1 || selectedRackIndex >=
totalRacks) {
robotState = RobotState::1dle;
iIsMoving = false;
MessageBox::Show("IlomuikoBuit Homep
crenaxka B 3amoBJieHH1.", "[lomunka");
currentActiveOrder = nullptr;
currentRackinOrderIndex = -1;
break;
¥
int ridePointindex =
rackRoutes[selectedRackIndex][0];
if (MoveTo(robot_Translate[0],
ridePoints[ridePointIndex].x, speed) &&
MoveTo(robot_Translate[2],
ridePoints[ridePointIindex].z, speed)) {
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robotState =
(rackRoutes[selectedRackIndex][1] != -1) ? RobotState:: ToRidePoint2 :
RobotState:: ToRackApproach;

currentRidePointPointReached[0] = true;

currentRidePointIndex = 1;

}
break;

¥
case RobotState:: ToRidePoint2: {
int ridePointindex =
rackRoutes[selectedRackIndex][1];
if (MoveTo(robot_Translate[0],
ridePoints[ridePointIindex].x, speed) &&
MoveTo(robot_Translate[2],
ridePoints[ridePointIindex].z, speed)) {
robotState =
(rackRoutes[selectedRackIndex][2] != -1) ? RobotState:: ToRidePoint3 :
RobotState:: ToRackApproach;
currentRidePointPointReached[1] = true;
currentRidePointIndex = 2;

}
break;

by
case RobotState:: ToRidePoint3: {
int ridePointIindex =
rackRoutes[selectedRackIndex][2];
iIf (MoveTo(robot_Translate[0],
ridePoints[ridePointindex].x, speed) &&
MoveTo(robot_Translate[2],
ridePoints[ridePointIindex].z, speed)) {
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robotState = RobotState:: ToRackApproach;
currentRidePointPointReached[2] = true;
currentRidePointindex = 3;

}
break;

¥
case RobotState:: ToRackApproach: {
iIf (MoveTo(robot_Translate[0],
rackPositions[selectedRackIndex][0], speed) &&
MoveTo(robot_Translate[2],
rackPositions[selectedRacklIndex][2], speed)) {
robotState = RobotState:: ToRack;

}
break;

¥
case RobotState::ToRack: {
carryingRack = true;
rackAttached = true;
int lastRidePointindex = -1;
for (inti=3;i>=0; --i) {
If (rackRoutes[selectedRackIndex][i] !=-1) {
lastRidePointindex = i;

break;
by
¥
iIf (lastRidePointindex == 2) {
robotState =

RobotState::CarryingToRidePoint3;

currentRidePointindex = 2;
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else if (lastRidePointindex == 1) {
robotState =
RobotState::CarryingToRidePoint?2,;
currentRidePointindex = 1;
¥
else if (lastRidePointIndex == 0) {
robotState =
RobotState::CarryingToRidePoint1,
currentRidePointindex = 0;
¥
else {
robotState = RobotState::CarryingToHome;

}
break;

¥
case RobotState::CarryingToRidePoint3: {
int ridePointIindex =
rackRoutes[selectedRackIndex][2];
if (MoveTo(robot_Translate[0],
ridePoints[ridePointIndex].x, speed) &&
MoveTo(robot_Translate[2],
ridePoints[ridePointindex].z, speed)) {
robotState =
RobotState::CarryingToRidePoint2;
currentRidePointindex = 1;

}

break;

b
case RobotState::CarryingToRidePoint2: {
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int ridePointIindex =
rackRoutes[selectedRackIndex][1];
iIf (MoveTo(robot_Translate[0],
ridePoints[ridePointindex].x, speed) &&
MoveTo(robot_Translate[2],
ridePoints[ridePointindex].z, speed)) {
robotState =
RobotState::CarryingToRidePoint1,
currentRidePointindex = 0;

}

break;
¥
case RobotState::CarryingToRidePointl: {
int ridePointIindex =
rackRoutes[selectedRackIndex][0];
iIf (MoveTo(robot_Translate[0],
ridePoints[ridePointIndex].x, speed) &&
MoveTo(robot_Translate[2],
ridePoints[ridePointindex].z, speed)) {
robotState = RobotState::CarryingToHome;

}
break;

by
case RobotState::CarryingToHome: {
if (MoveTo(robot_Translate[0], robotHome[0],
speed) &&
MoveTo(robot_Translate[2], robotHome[2],
speed)) {
robotState = RobotState::WaitingForSpace;
carryingRack = true;



}

break;

}
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case RobotState::WaitingForSpace: {

If (spaceKeyPressed) {

DA

RobotState::ReturningToRidePointl;

RobotState::ReturningToRidePoint2;

RobotState::ReturningToRidePoint3;

spaceKeyPressed = false;
for (inti=0;i<3;++i) {
currentRidePointPointReached[i] = false;
¥
int firstRidePointindex = -1;
for (inti=0;1<3;++i) {
if (rackRoutes[selectedRackIndex][i] != -

firstRidePointIndex = i;

break;
b
¥
if (firstRidePointIndex ==0) {
robotState =

currentRidePointindex = 0;

b
else if (firstRidePointIndex == 1) {

robotState =

currentRidePointindex = 1;
}
else if (firstRidePointindex == 2) {
robotState =



currentRidePointindex = 2;

}

else {
robotState =
RobotState::ReturningToRackApproach;

}
}

this->RenderScene(nullptr, nullptr);
return;
¥
case RobotState::ReturningToRidePointl: {
int ridePointIindex =
rackRoutes[selectedRackIndex][0];
if (MoveTo(robot_Translate[0],
ridePoints[ridePointIindex].x, speed) &&
MoveTo(robot_Translate[2],
ridePoints[ridePointIndex].z, speed)) {
robotState =

(rackRoutes[selectedRackIndex][1] != -1) ? RobotState::ReturningToRidePoint2 :

RobotState::ReturningToRackApproach;
currentRidePointIndex = 1;

}

break;
by
case RobotState::ReturningToRidePoint2: {
int ridePointindex =
rackRoutes[selectedRackIndex][1];
iIf (MoveTo(robot_Translate[0],
ridePoints[ridePointindex].x, speed) &&
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MoveTo(robot_Translate[2],
ridePoints[ridePointindex].z, speed)) {

robotState =
(rackRoutes[selectedRackIndex][2] != -1) ? RobotState::ReturningToRidePoint3 :
RobotState::ReturningToRackApproach;

currentRidePointindex = 2;

}

break;
¥
case RobotState::ReturningToRidePoint3: {
int ridePointindex =
rackRoutes[selectedRackIndex][2];
iIf (MoveTo(robot_Translate[0],
ridePoints[ridePointIndex].x, speed) &&
MoveTo(robot_Translate[2],
ridePoints[ridePointIindex].z, speed)) {
robotState =
RobotState::ReturningToRackApproach;
currentRidePointIndex = 3;

}

break;
¥
case RobotState::ReturningToRackApproach: {
iIf (MoveTo(robot_Translate[0],
rackPositions[selectedRackIndex][0], speed) &&
MoveTo(robot_Translate[2],
rackPositions[selectedRacklIndex][2], speed)) {
robotState = RobotState::ReturningToRack;
¥

break;
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¥
case RobotState::ReturningToRack: {

carryingRack = false;
rackAttached = false;

int lastRidePointIindex = -1;
for (inti=3;i>=0; --i) {
if (rackRoutes[selectedRackIndex][i] !'=-1) {

lastRidePointindex = i;

break;
¥
¥
if (lastRidePointindex == 2) {
robotState =

RobotState::GoingToWaitingPointRidePoint3;
currentRidePointIndex = 2;
¥
else if (lastRidePointIndex == 1) {
robotState =
RobotState::GoingToWaitingPointRidePoint2;
currentRidePointIndex = 1;
¥
else if (lastRidePointIndex == 0) {
robotState =
RobotState::GoingToWaitingPointRidePoint1;
currentRidePointIindex = 0;
¥
else {
robotState =
RobotState::GoingToWaitingPointHome;



}
break;

}

case RobotState::GoingToWaitingPointRidePoint3: {

int ridePointindex =
rackRoutes[selectedRackIndex][2];
iIf (MoveTo(robot_Translate[0],
ridePoints[ridePointIindex].x, speed) &&
MoveTo(robot_Translate[2],
ridePoints[ridePointIindex].z, speed)) {
robotState =
RobotState::GoingToWaitingPointRidePoint2;
currentRidePointIndex = 1;

}

break;

}

case RobotState::GoingToWaitingPointRidePoint2: {

int ridePointindex =
rackRoutes[selectedRackIndex][1];
if (MoveTo(robot_Translate[0],
ridePoints[ridePointIndex].x, speed) &&
MoveTo(robot_Translate[2],
ridePoints[ridePointindex].z, speed)) {
robotState =
RobotState::GoingToWaitingPointRidePoint1;
currentRidePointIindex = 0;

}

break;

}

case RobotState::GoingToWaitingPointRidePoint1: {
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int ridePointIindex =
rackRoutes[selectedRackIndex][0];
iIf (MoveTo(robot_Translate[0],
ridePoints[ridePointindex].x, speed) &&
MoveTo(robot_Translate[2],
ridePoints[ridePointindex].z, speed)) {
robotState =
RobotState::GoingToWaitingPointHome;
b

break;
¥
case RobotState::GoingToWaitingPointHome: {
iIf (MoveTo(robot_Translate[0], waitingPoint.x,
speed) &&
MoveTo(robot_Translate[2], waitingPoint.z,
speed)) {
if (currentActiveOrder != nullptr &&
currentRackInOrderindex < currentActiveOrder->RackNumbers->Count - 1) {
currentRackInOrderIndex++;
selectedRackIndex =
currentActiveOrder->RackNumbers[currentRackInOrderindex];
robotState = RobotState:: ToRidePoint1;
iIsMoving = true;
by
else {
robotState = RobotState::ldle;
ISMoving = false;
currentActiveOrder = nullptr;
currentRackInOrderIndex = -1;

selectedRacklIndex = -1;
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boxState = BOX_TO_POINT _1;
boxTimer->Start();
MessageBox::Show("3amoBiieHHS

noBHicTIO BUKOHaHO!", "[Hdopmaris");

}
}
break;
}
default:
break;
}

this->RenderScene(nullptr, nullptr);
¥
void BoxTimer_Tick(System::Object” sender,
System::EventArgs” e)
{
static float speed = 0.06f;

bool reachedTarget = false;

switch (boxState) {
case BOX_START:
break;
case BOX_TO_POINT _1:
reachedTarget = MoveTo(box_Translate[0], 1.0f,
speed) &&
MoveTo(box_Translate[2], 0.0f, speed);
iIf (reachedTarget) {
boxState = BOX_TO_POINT_2;

}
break;



case BOX_TO_POINT _2:
reachedTarget = MoveTo(box_Translate[0], 1.0f,
speed) &&
MoveTo(box_Translate[2], 5.5f, speed);
if (reachedTarget) {
boxState = BOX_BACK_TO_START;
by
break;
case BOX_BACK_TO_START:
box_Translate[0] = { 0.4f };
box_Translate[2] = { 0.0f };
boxState = BOX_START;

break;

this->RenderScene(nullptr, nullptr);
¥
void MyForm_KeyDown(System::Object” sender,
System::Windows::Forms::KeyEventArgs” e)
{
If (e->KeyCode == Keys::Enter && !isMoving &&
robotState == RobotState::Idle)
{
diplom::OrderSelectionForm” orderForm = gcnew
diplom::OrderSelectionForm();
If (orderForm->ShowDialog() ==
System::Windows::Forms::DialogResult::OK)
{
currentActiveOrder = orderForm-
>SelectedOrder;
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If (currentActiveOrder != nullptr &&

currentActiveOrder->RackNumbers->Count > 0)

{

currentRackInOrderIndex = 0;

selectedRackIndex =
currentActiveOrder->RackNumbers[currentRackinOrderindex];

iIsMoving = true;

robotState = RobotState:: ToRidePoint1,;

boxTimer->Stop();

boxState = BOX_START;

animationTimer->Start();

else

MessageBox::Show("3amoBiieHHs HE
BHOpaHo abo BoHo nmopoxkHe.", "Tlomunka", MessageBoxButtons::OK,
MessageBoxlcon::Warning);

iIsMoving = false;

robotState = RobotState::Idle;

¥
else if (e->KeyCode == Keys::Space && robotState ==

RobotState::WaitingForSpace)
{

spaceKeyPressed = true;

}

this->RenderScene(nullptr, nullptr);
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void MyForm_Load(System::Object” sender, System::EventArgs”

InitializeOpenGL();
SetupProjection(this->ClientSize.Width, this-
>ClientSize.Height);
glClearColor(1.0f, 1.0f, 1.0f, 1.0f);
¥
void MyForm_Resize(System::Object” sender,
System::EventArgs” e)
{
SetupProjection(this->ClientSize.Width, this-
>ClientSize.Height);

}
void MyForm_Closing(System::Object” sender,

System::Windows::Forms::FormClosingEventArgs” e)

{
renderTimer->Stop();
wglMakeCurrent(NULL, NULL);
wglDeleteContext(hglrc);
ReleaseDC((HWND)this->Handle.ToPointer(), hdc);
¥
#pragma endregion

}
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JTOIJATOK ]I
Kox momarkosoi ¢popmu (MyForm1.h)

#pragma once
#include <vector>
#include <random>
#include <ctime>
#include <msclr/marshal_cppstd.h>
namespace diplom {
using namespace System;
using namespace System::ComponentModel;
using namespace System::Collections;
using namespace System::Windows::Forms;
using namespace System::Data;
using namespace System::Drawing;
public ref class Order {
public:
System::String™ Name;
System::Collections::Generic::List<int>" RackNumbers;
Order() {

RackNumbers = gcnew System::Collections::Generic::List<int>();

¥
2
const int totalRacks = 25;
public ref class OrderSelectionForm : public
System::Windows::Forms::Form
{
public:
System::Collections::Generic::List<Order*>" AllGeneratedOrders;
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property Order”™ SelectedOrder{
Order ~ get() {
If (IbOrders->SelectedIndex !=-1) {
return AllGeneratedOrders[lbOrders->Selectedindex];
¥

return nullptr;

OrderSelectionForm(void)

InitializeComponent();
AllGeneratedOrders = gcnew
System::Collections::Generic::List<Order>();

srand(time(0));
GenerateOrders();

¥

protected:

~OrderSelectionForm()

{
if (components)

{

delete components;

¥

private: System::Windows::Forms::Button” btnGenerateOrders;
private: System::Windows::Forms::ListBox” IbOrders;

private: System::Windows::Forms::Button” btnSelectOrder;
private:

System::ComponentModel::Container™ components;
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#pragma region Windows Form Designer generated code
void InitializeComponent(void)
{
this->btnGenerateOrders = (gcnew
System::Windows::Forms::Button());
this->IbOrders = (gcnew System::Windows::Forms::ListBox());
this->btnSelectOrder = (gcnew System::Windows::Forms::Button());

this->SuspendLayout();

this->btnGenerateOrders->Location = System::Drawing::Point(12, 12);
this->btnGenerateOrders->Name = L"btnGenerateOrders";
this->btnGenerateOrders->Size = System::Drawing::Size(260, 40);
this->btnGenerateOrders->TablIndex = 0;
this->btnGenerateOrders->Text = L"Hosi 3amoBiienns";
this->btnGenerateOrders->UseVisualStyleBackColor = true;
this->btnGenerateOrders->Click += gcnew System::EventHandler(this,
&OrderSelectionForm::btnGenerateOrders_Click);

this->IbOrders->FormattingEnabled = true;
this->lbOrders->Location = System::Drawing::Point(12, 60);
this->IbOrders->Name = L"IbOrders";

this->IbOrders->Size = System::Drawing::Size(260, 160);
this->IbOrders->Tablndex = 1;

this->btnSelectOrder->Location = System::Drawing::Point(12, 226);
this->btnSelectOrder->Name = L"btnSelectOrder";
this->btnSelectOrder->Size = System::Drawing::Size(260, 40);
this->btnSelectOrder->TablIndex = 2;

this->btnSelectOrder->Text = L"Bubparu 3amoBieHHs";
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this->btnSelectOrder->UseVisualStyleBackColor = true;
this->btnSelectOrder->Click += gcnew System::EventHandler(this,
&OrderSelectionForm::btnSelectOrder_Click);

this->AutoScaleDimensions = System::Drawing::SizeF(6.0F, 13.0F);
this->AutoScaleMode =
System::Windows::Forms::AutoScaleMode::Font;
this->ClientSize = System::Drawing::Size(284, 278);
this->Controls->Add(this->btnSelectOrder);
this->Controls->Add(this->IbOrders);
this->Controls->Add(this->btnGenerateOrders);
this->Name = L"OrderSelectionForm";
this->Text = L"Bubip 3amoBneHHs";
this->ResumeLayout(false);
}
#pragma endregion
private: System::VVoid btnGenerateOrders_Click(System::Object™ sender,
System::EventArgs™ e) {
GenerateOrders();
¥
private: System::VVoid GenerateOrders() {
AllGeneratedOrders->Clear();
IbOrders->Items->Clear();
System::Random” rand = gcnew System::Random();
for (inti=0;i<10; ++i) {
Order™ newOrder = gcnew Order();
newOrder->Name = "3amoBnenns " + (i + 1).ToString();
int numRacks = rand->Next(1, 6);
for (int ] = 0; ] < numRacks; ++j) {

int rackNum = rand->Next(0, totalRacks);
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If ("newOrder->RackNumbers->Contains(rackNum)) {
newOrder->RackNumbers->Add(rackNum);

}

else {
-

¥

}
AllGeneratedOrders->Add(newOrder);

System::String” rackListString = "";
for each(int rackNum in newOrder->RackNumbers) {
rackListString += rackNum.ToString() + " ";
¥
IbOrders->ltems->Add(newOrder->Name + " (Crenaxi: " +
rackListString->Trim() +")");
}

}
private: System::Void btnSelectOrder_Click(System::Object” sender,

System::EventArgs” e) {
if (IbOrders->SelectedIndex !=-1) {
this->DialogResult = System::Windows::Forms::DialogResult::OK;
this->Close();
¥
else {
MessageBox::Show("byap nacka, BuOepiTh 3aMOBJICHHS 31 CIIUCKY.",

"TTomuika Bubopy", MessageBoxButtons::OK, MessageBoxIcon::Warning);
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JTOJATOK E

JleMoHcTpaniitHuii MaTepiai
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