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/// <summary> Privátní metoda pro na�tení dat fraktalizovaného terénu. </summary> 
private void loadTerrain(String fileName) 
{ 
  TextReader tr = new StreamReader(fileName); // Vstupní proud pro �tení ze souboru 
  CustomVertex.PositionColored[] vertices; // Pole vrchol� pro zapsání do VB 
 
   // Zjišt�ní po�tu vrchol� a jejich na�tení do uzam�ené pam�ti VB 
  verticesCount = Int32.Parse(tr.ReadLine()); 
  vertexBuffer = new VertexBuffer(typeof(CustomVertex.PositionColored), 

    verticesCount, device, Usage.WriteOnly,                 
CustomVertex.PositionColored.Format, Pool.Default); 

 
  vertices = (CustomVertex.PositionColored[]) vertexBuffer.Lock(0, 0); 
  for (int i = 0; i < verticesCount; i++) 
  { 
 String[] readedWords = tr.ReadLine().Split(' '); 
 vertices[i].X = (float) Double.Parse(readedWords[0]); 
 vertices[i].Z = (float) Double.Parse(readedWords[1]); 
 vertices[i].Y = (float) Double.Parse(readedWords[2]); 
 
 int greenAmount = (int)((2 + vertices[i].Y) * 100); 
 if (greenAmount > 255) greenAmount = 255; 
 if (greenAmount < 0) greenAmount = 0; 
 vertices[i].Color = Color.FromArgb(0, greenAmount, 0).ToArgb(); 
  } 
   
  vertexBuffer.Unlock(); 
  indicesCount = Int32.Parse(tr.ReadLine()); 
  int[] indices = new int[3 * indicesCount]; 
  indexBuffer = new IndexBuffer(typeof(int), 3 * indicesCount, device, Usage.WriteOnly,          

  Pool.Default); 
 
  for (int i = 0; i < indicesCount; i++) 
  { 
 String[] readedWords = tr.ReadLine().Split(' '); 
 indices[3 * i + 0] = Int32.Parse(readedWords[0]); 
 indices[3 * i + 1] = Int32.Parse(readedWords[1]); 
 indices[3 * i + 2] = Int32.Parse(readedWords[2]); 
  } 
  indexBuffer.SetData(indices, 0, LockFlags.None); 
 
  tr.Close(); 
} 
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