Room file syntax:

ROOM size width_X depth_Y height_Z [name name]

TARGETBOX at x y [z] [exact | natural] [orientation right_X right_Y right_Z forward_X forward_Y forward_Z up_X up_Y up_Z] 

TARGETPILE at x y [z] [exact | natural] boxes n  [orientation right_X right_Y right_Z forward_X forward_Y forward_Z up_X up_Y up_Z]
TARGETBRICKWALL at x y [z] [exact | natural] boxes columns rows  [orientation right_X right_Y right_Z forward_X forward_Y forward_Z up_X up_Y up_Z]
TARGETPYRAMID at x y [z] [exact | natural] boxes columns rows  [orientation right_X right_Y right_Z forward_X forward_Y forward_Z up_X up_Y up_Z]
BOX at x y [z] size width depth height [moving | static] [mass relativeMass] [orientation right_X right_Y right_Z forward_X forward_Y forward_Z up_X up_Y up_Z]

BALL at x y [z] size radius [moving | static] [mass relativeMass]
; comment

// comment

Example file:

ROOM size 10 15 8

// Six targets in total

TARGETBOX at 3 1

TARGETPILE at 0 0 boxes 5
BOX at 5 0 size 5 2 3

BALL at 5 0 2.5 size 0.5 moving
Descriptions:
The syntax is as follows:


- if the item is enclosed in the square brackets [], it is optional


- if there are items separated by a vertical line |, only one of the items can be specified


- if an item is underlined, it is the default one


- for example, "[exact | natural]" means that either the keyword exact or natural can be specified. If neither is given, the default (natural) will be used.
The coordinate system is as follows:


- All coordinates are in meters


- x grows to the east, y to the north and z up (right hand coordinate system)

- Orientation of the object is given with three orthogonal vectors. They don’t have to be unit vectors but they should be close to orthogonal.
The target boxes are always 1x1x1 meters in size.

The at keyword specifies the location of the object. It is the location of the center of the object. For TARGETBRICKWALL and TARGETPYRAMID it defines the center location of the lowest row of the boxes.
If the exact keyword is used with the objects, it means that the object orientation is exactly the one given. If no orientation is given, the object is by default aligned to the coordinate axes. If the natural keyword is used (which is also the default), object will be slightly randomly twisted (±10 degrees) along the vertical axes z and also slightly offset from its ideal position.

If (relative) mass is not given, it defaults to 1.

The tag ROOM can be used only once within the file. Other tags can be repeated as many times as there are objects.
The room files must be called RoomX.dat, where X runs from 1 upwards (i.e. 1, 2, 3…). Every fifth room (room5, room10, room15…) will be a bonus room.
