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CREATING VIRTUAL SCENCES WITH A-FRAME | A-FRAME COURSE |

In this course you will learn about A-Frame, an HTML-based framework that allows you to
create Virtual Reality scenes and immersive web environments using the tool's own tags
and components.
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A-Frame. Introducing the
platform
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SECTION OBJECTIVES

Introducing A-Frame
Unterstanding HTML language

Learn how to search for basic documentation on
the A-Frame website

Start working on a virtual project

Creating virtual scenes with A-Frame | A-Frame Course |
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Sections points
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Section points

Click on each of the points to find out what we will be
studying in this module.
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1. Theoretical introduction A-Frame

Developed by Mozilla, A-Frame is an open source domain-specific language (DSL) for generating Virtual
Reality content in the browser (Gill, 2017). A-Frame is an HTML-based framework that allows generating
virtual environments and WebXR scenes by using HTML tags and A-Frame's own components.

The use of HTML tags allows to add elements such as basic geometries (box, sphere, plane...) to the virtual
scene, as well as other components that we will see below.

In addition, we will explain how HTML tags are composed (tag, attribute, value) and how they are used to give
properties to the elements and geometries of our virtual scene. Among these properties, you can work with
the color, size, position or rotation of the elements.

A-Frame can be developed from an HTML file without having to install anything. In this course we will use the
Glitch platform (https://glitch.com/), an online code editor that is hosted and deployed instantly and free of
charge.

O EXAMPLES DEVELOPED WITH A-FRAME

Creating virtual scenes with A-Frame | A-Frame Course |



To add new elements and more properties to components,
JavaScript can be used. However, this course will not cover

the use of JavaScript for the creation of basic virtual scenes.
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https://stirring-morning-professor.glitch.me/
https://sugared-ajar-beet.glitch.me/
https://oluisjuan.github.io/LongCovid-Pilot/
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2. HTML language
2. 1. HTML structure

To develop our virtual scene we will use lines of HTML code (tag language).

The basic structure of an HTML code consists of the following tags:

<!DOCTYPE html> <html></html> <head></head> <body></body> D

HTML tags are composed of a name (html, body, head...) enclosed in angle brackets ("<>" and "</>").

The tags must always maintain the same order in the scene structure (as shown in the example). Between the
opening and closing tags the necessary content (also in the form of tags) will be added to create the scene.

O BASIC A-FRAME SCENE
R

Creating virtual scenes with A-Frame | A-Frame Course |




HTML tags are written with an opening and a closing tag.

Opening tags Closing tags

<html> </html>

<head> </head>

<body> </body>




<IDOCTYPE html>

<html>
<head>
<script src="https://aframe.io/releases/1.5.0/aframe.min.js"></script>
</head>
<body>

<a-scene>
<a-box position="-1 0.5 -3" rotation="0 45 0" color="#4CC3D9"></a-box>

<a-sphere position="0 1.25 -5" radius="1.25" color="#EF2D5E"></a-
sphere>
<a-cylinder position="1 0.75 -3" radius="0.5" height="1.5"
color="#FFC65D"></a-cylinder>
<a-plane position="0 0 -4" rotation="-90 0 0" width="4" height="4"
color="#7BC8A4"></a-plane>
<a-sky color="#ECECEC"></a-sky>
</a-scene>
</body>

</html>




<IDOCTYPE html>

<html>
<head>
<script src="https://aframe.io/releases/1.5.0/aframe.min.js"></script>
</head>
<body>

<a-scene>
<a-box position="-1 0.5 -3" rotation="0 45 0" color="#4CC3D9"></a-box>

<a-sphere position="0 1.25 -5" radius="1.25" color="#EF2D5E"></a-
sphere>
<a-cylinder position="1 0.75 -3" radius="0.5" height="1.5"
color="#FFC65D"></a-cylinder>
<a-plane position="0 0 -4" rotation="-90 0 0" width="4" height="4"
color="#7BC8A4"></a-plane>
<a-sky color="#ECECEC"></a-sky>
</a-scene>
</body>

</html>







<IDOCTYPE html>

<html>
<head>
<script src="https://aframe.io/releases/1.5.0/aframe.min.js"></script>
</head>
<body>

<a-scene>
<a-box position="-1 0.5 -3" rotation="0 45 0" color="#4CC3D9"></a-box>

<a-sphere position="0 1.25 -5" radius="1.25" color="#EF2D5E"></a-
sphere>
<a-cylinder position="1 0.75 -3" radius="0.5" height="1.5"
color="#FFC65D"></a-cylinder>
<a-plane position="0 0 -4" rotation="-90 0 0" width="4" height="4"
color="#7BC8A4"></a-plane>
<a-sky color="#ECECEC"></a-sky>
</a-scene>
</body>

</html>




<!DOCTYPE html>

<html>
<head>
<script src="https://aframe.io/releases/1.5.0/aframe.min.js"></script>
</head>
<body>

<a-scene>
<a-box position="-1 0.5 -3" rotation="0 45 0" color="#4CC3D9"></a-box>

<a-sphere position="0 1.25 -5" radius="1.25" color="#EF2D5E"></a-
sphere>
<a-cylinder position="1 0.75 -3" radius="0.5" height="1.5"
color="#FFC65D"></a-cylinder>
<a-plane position="0 0 -4" rotation="-90 0 0" width="4" height="4"
color="#7BC8A4"></a-plane>
<a-sky color="#ECECEC"></a-sky>
</a-scene>
</body>

</html>




Click on each of the tag icons to learn the basic HTML code.

The code shows the default basic scene presented by A-Frame
which you can access by clicking on the A-Frame Basic Scene

icon.

This scene shows several a-frame elements that are basic
geometries (sphere, box, plane).
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2. HTML language
2.1. 1. <!DOCTYPE html>

This tagis theinitial tag of an HTML document that tells the browser the version you are working with and is
necessary to correctly process the document's code.

2. 1. 2. <html> tag
Starts the HTML document and collects all the content that makes up a web page.

Within the <html> tag, the <head> tag and the <body> tag must appear.

<html>...</html>

Creating virtual scenes with A-Frame | A-Frame Course |




<!DOCTYPE html>

<html>
<head>
<script src="https://aframe.io/releases/1.5.0/aframe.min.js"></script>
</head>
<body>

<a-scene>
<a-box position="-1 0.5 -3" rotation="0 45 0" color="#4CC3D9"></a-box>

<a-sphere position="0 1.25 -5" radius="1.25" color="#EF2D5E"></a-
sphere>
<a-cylinder position="1 0.75 -3" radius="0.5" height="1.5"
color="#FFC65D"></a-cylinder>
<a-plane position="0 0 -4" rotation="-90 0 0" width="4" height="4"
color="#7BC8A4"></a-plane>
<a-sky color="#ECECEC"></a-sky>
</a-scene>
</body>

</html>
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2. HTML language
2. 1. 3. <head> tag

The <head> tag contains the lines of code necessary for our web page to function and which are not displayed
visually. It contains metadata such as the title of the page, links to style sheets, scripts, etc.

For the elaboration of an a-frame environment, it is necessary to add inside <head> the necessary script to
inform the browser that we are working in a virtual a-frame environment.

<head>...</head>

Creating virtual scenes with A-Frame | A-Frame Course |



<IDOCTYPE html>

<html>
<head>
<script src="https://aframe.io/releases/1.5.0/aframe.min.js"></script>
</head>
<body>

<a-scene>
<a-box position="-1 0.5 -3" rotation="0 45 0" color="#4CC3D9"></a-box>

<a-sphere position="0 1.25 -5" radius="1.25" color="#EF2D5E"></a-
sphere>
<a-cylinder position="1 0.75 -3" radius="0.5" height="1.5"
color="#FFC65D"></a-cylinder>
<a-plane position="0 0 -4" rotation="-90 0 0" width="4" height="4"
color="#7BC8A4"></a-plane>
<a-sky color="#ECECEC"></a-sky>
</a-scene>
</body>

</html>
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2. HTML language
2. 1. 4. <body> tag

Inside the <body> tag will be all the visible content on our website.
When designing an a-frame environment, it is necessary to add the <a-scene> tag inside <body>, as shown in

the example:
<body>...</body>

Inside the <a-scene> tag will go all the elements that will appear in our virtual scene.

Creating virtual scenes with A-Frame | A-Frame Course |




<IDOCTYPE html>

<html>
<head>
<script src="https://aframe.io/releases/1.5.0/aframe.min.js"></script>
</head>
<body>

<a-scene>
<a-box position="-1 0.5 -3" rotation="0 45 0" color="#4CC3D9"></a-box>

<a-sphere position="0 1.25 -5" radius="1.25" color="#EF2D5E"></a-
sphere>
<a-cylinder position="1 0.75 -3" radius="0.5" height="1.5"
color="#FFC65D"></a-cylinder>
<a-plane position="0 0 -4" rotation="-90 0 0" width="4" height="4"
color="#7BC8A4"></a-plane>
<a-sky color="#ECECEC"></a-sky>
</a-scene>
</body>

</html>




CIBERIMAGINAR};@;

Wovar T S ek
/\ Prodigioso Volcan

2. HTML language
2. 2. Composition HTML tags

We have already seen that html tags have an opening and a closing tag.

Within the opening tag you can add attributes to the a-frame elements themselves to give them a set of
properties or values. The attributes are added before closing the opening tag with the symbol (>).

The following example is a line of code to add a box (a-box) to a virtual scene with attributes and their
respective values:

<a-box ~ = = ></a-box>

Value Value Value Value D

Attribute Attribute Attribute Attribute

v v
Opening tag Closing tag

Creating virtual scenes with A-Frame | A-Frame Course |



The values (shown in green in the example) must always be enclosed in quotation marks.




Attributes are shown in yellow, values in green and labels in
blue.

In this example all attributes have a value assigned to
them, but in some cases, there are attributes that do not
require a value to be assigned to them.
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3. A-Frame. Get to know the platform

To start working with A-Frame it is necessary to have access to the platform (https://aframe.io/). In this
web is where we are going to find all the necessary documentation to develop our basic scene.

Web access Access to Howtosearchfor  Example a-box  Basica-boxcode  a-box attributes
documentation elements? line

[

st
—

Creating virtual scenes with A-Frame | A-Frame Course |


https://aframe.io/

Once we enter the website, we have to click on "Get Started" to access all the
documentation.

A-FRAME

A web framework for building 3D/AR/VR
experiences

30 worlds with HTML and Entity-Component

On any headset, mole and desktor

GET STARTED

Special Sponsors  supeaftEnIUM
-




In this window we find all the documentation related to the box element.

ﬁ ’: R E M E 1.3,8 7 PRIMITIVES TABLE OF CONTENTS

<a-bOX> Example
Search... Attributes
The box primitive creates shapes such as boxes, cubes, or walls.
pocs Edit Fage €3 View Source €

BLOG

Example

COMMUNITY

<aJassets>
<img fd="texture” src="texture.png">
</a-assets>

NEWSLET = Basic |
<a-box color="tomato" depth="1" height="4" width="0.53"></a-box>

ASK A QUESTION

Textured box

<a-box src="#texture”=></a-box?
VERSION | 1.

INTRODUCTION

ntroduction Attributes

Installation

Linea de codigo basica para afiadir la caja

VR Headsets & Web)R Browsers
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HTML & Primitives
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Writing a Compaonent
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Hosting & Publishing
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Best Practices
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Let's see an example. We are going to search how to add a box (a-box) to our
scene. We type in the search bar a-box (or simply box) to see all the documentation

concerning the box element.

A-FRAME PR

Introduction

Getting Started

A-Frame can be developed from a plain HTML file without having to install anything. A
great way to try out A-Frame is to remix the starter example on Glitch, an online code
editor that instantly hosts and deploys for free. Alternatively, create an .html file and
include A-Frame in the <head>:

vemsion [15.0 ~|
THTROBHCT Ok

Introduction

The Instailation page provides more options for getting started with A-Frame. To get
started learning A-Frame, check out A-Frame School for visual step-by-step lessons to
complement the documentation,

What is A-Frame?

TABLE OF CONTENTS

Getting Started
5 A-Frar

i}
EXAMPLES
Heldla, Warld!

Edit Page €3




To find the lines of HTML code needed to integrate the different elements in our

virtual scene we will search for them in the search bar.

A.. F RA M E i e Aot TABLE OF CONTENTS

[: Introduction Getting Started
Search... What is A-Frame?

Features
ocs Getting Started off You Gol
% EXARPLES
COMNUNESY A-Frame can be developed from a plain HTML file without having to install anything. A
great way to try out A-Frame is to remix the starter example on Glitch, an online code
editor that instantly hosts and deploys for free. Alternatively, create an . html file and Edit Page €3

include A-Frame in the <head>:

, Warld

<html>
<head>
<script srex“https:/Saframefo/reieases/1. 5 8faframe. min. js">&/acri
sfhead>
=hody>
<@-scene>
ca-box position="-1 8.5 -3" rotation="8 45 68" color="#ACCID9"><la
THTRODUCTION <a-sphere position="@ 1.25 “ radius="1 color="#EF2D5E">¢/a-
<g-cylinder position="1 B.75 -3' radius="®.5" height="1.5" color=
<g-plane position="@ @ -4" rotation="-58 @ 8" width="4" height="4
<a-sky color="#ECECEC"></a-sky>

Introduction

adsets & WebXR Browsers <la-sceae>
7L & Brim - </body>
HTML & Primitives vt

vents; Do/ The Installation page provides more options for getting started with A-Frame. To get

g with three.js started learning A-Frame, check out A-Frame School for visual step-by-step lessons to
o 1 the doc ion.
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What is A-Frame?
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Hosting & P sning
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We will access this interface, where we will find all the necessary documentation to

develop our virtual scene.

A“ F RA M E 1.5.8 INTROOUCT 1OM y e
Introduction Getting Started
Search... What is A-Frame?
Features
S Getting Started e

EXARPLES
COMNUNESY A-Frame can be developed from a plain HTML file without having to install anything. A
SHOWCASE great way to try out A-Frame is to remix the starter example on Glitch, an online code
editor that instantly hosts and deploys for free. Alternatively, create an . html file and Edit Page €3
include A-Frame in the <head>:

Narld

GITHUS
SLACK
DISCORD
<html>
<head>
<script srex“https:/Saframefo/reieases/1. 5 8faframe. min. js">&/acri
«/heag>
=hody>
<a-scene>
ca-box position="-1 8.5 " rotation="8 45 8" color="#4CC3
THTRODUCTION <a-sphere position= 1.25 -5° radius="1,25" color="#EF2D5E"></a-
R <g-cylinder position="1 B.75 -3' radius="®.5" height="1.5" color=
Introduction <a-plane position="8 @ -4" rotation="-88 @ 8" width="4" height=
Installation <a-sky color="#ECECEC"></a-sky>
<fa-scene>
</body>
“/hitml>

Vi Headsets & WebXR Browsers
HTML & Primitives

Entity-

JavaScript, Events, DOM APis The Installation page provides more options for getting started with A-Frame. To get
Dave g with three.js started learning A-Frame, check out A-Frame School for visual step-by-step lessons to

Writing 2 Companent [ 1 the doc ion.
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What is A-Frame?
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Best Practices




In this window we find all the documentation related to the box element.

A-FRAME

NEWSLETTER

ASK A QUESTION

INTRODUCTION
ntroduction

Installation

VR Headsets & Web)R Browsers

HTML & Primitives
Entity-Compuonent-System
lavaScript, Events, DOM APls
Developing with three,js
Writing a Compaonent
Interactions & Controllers
3D Models

Visual Inspector & Dev Toals
Hosting & Publishing

Best Practices
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<a-box>

TABLE OF CONTENTS

Example
Attributes

The box primitive creates shapes such as boxes, cubes, or walls.

Example

<a-astets»

Edit Fage €3 View Source ©)

<img fd="texture” src="texture.png">

</a-assets>

Basit boi

<a-box color="tomato"

Textured box

<a-box sSrC="WrEXLure">

Attributes

Attribite:
amblent-occlusion-map
ambient-ccclusion-map-intensity
ambient-occlusion-texture-offset
amhbient-oelusion-texture-repeat
color

depth

displacement-bias
displacement-map
displacement-scale

tewn

depth="1" height="4" width="0.5"=</a-box>

En esta seccidon encontraremos todos los atributos que podemos
anadir a los elementos (en este caso al elemento a-box)

Component Mapping Default Value
materalambentOoclusionMap Mane

material, i i 1

materialambientOcclusionTextureOffsat

material

material.color
geometry.depth

material displacomentBias
material.displacementMap

material displacementScate

material.di

materialdi
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In this exercise we will learn how to use the
Glitch platform to create virtual scenes using
A-Frame.

Utilizaremos el ejemplo basico que A-Frame
proporciona.

During the development of the course we will

design step by step, in the practical
exercises of each moadule, a virtual museum
room to which we will integrate elements
such as images, videos, 3D objects...
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Start working

To develop our first virtual scene we will use the online platform Glitch (https://glitch.com/).

Registration Creationof a Knowing the Code preview Preview pane A-Frame Code A-Frame code
project interface preview

Creating virtual scenes with A-Frame | A-Frame Course |



The index.html tab allows us to work with code and to be able to visualize what we are doing at the moment. To do this, we
have to click on "Preview" and then on "Open preview pane'

Make: an oot 1o yoar code by opsrieg e TODO ard folowing the ste Makn an it 16 yo tha TODG and dikamrg the shoar

Inln il © PETTIER Indlax. bt

<IDOCTYPE himl>

<ILOCTYPE htnl>
<btal lang="en"» il Las ">
<haad>

is an MIML € 11
Vou can write text in a3 coment and the content won't be wizible in the page
LICENSE o

an WTML eommont
ran write text in g comeent and the content wan't be wisibl
LICENSE
WEAWE ol <meta charsets"utf-5" /> READNE,nd <mets charset="ut{-6° /=
T000. nd <meta name="vlewport® c,muﬂn- ‘widib-device-width, Inltial-scale-1" /> 000 <mata nane="viewport” centent="width-device-width, Lnitial-scale-1" f»
<tk rel="icon® href="htips://gilteh. conffavicon. dco® /> <k rel="lcon” href="hutps://gliteh.con/favicon.dco® /3
tndox hitm|

seript.is the page head - it contsine anfo the browser uses seript.js This s the page fead - Ly contains idfo the bromser uses

aryle css ke the which appears pn the browser tah but nat inside the page syle.css appears on the beowser ol but not ipaide the page
Further down pou'T] sen the cantant that displays in the page Further dows you'll see the contemc that displays in the page
(th\oﬂelln warlel</titles ctitlasdallo Worldieftitles

dindex. htsl

£)-- THe wmbsite stylesh

1o--n ¢ stylushent
<link rel="styleskest™ nreb /style.css” f3

qink rel- stylesheet” nref-".”st\cLu c5s” /2
fhe website JovaScripr file

! v, Pt file —>
<script crce®focript.js” defers</seripts Jeeripr. jst eafarxherhb

page ent you see in the page
et vve ity v this aives/divs
The attelbuces £= "wrany £ 3 sryle elusents in Che C55 s *wrapper® let ur styla elomepss in tho CS§

=2 Open preview pane
<div class="wrapper’s

ediv classacontont” roles"main’s 4% Praviow bn a raw window jain">
A rlercateisiotatnl Te Manidl s R k‘-ia’hl‘.

@ eriris @ icos @ e () oo | JB eneview Ty TaBCE R




The code that we have copied, we will paste it in the project that we have created
previously in glitch (in the tab index.html).
The result has to be the following:

=Glteh E=

Thiz i& your owr brand new wehaita! Make an edit to your code by opening the TODO and

Index. tmi orows-camb. glitch.me/

<html>
<head>
<seript sre="https://aframe.io/releases/1.5.0/aframe.nin, js">< /script>
</head>
<body>
<a-scene>
<a-box positions' "#4CC309 " #</a-box>
<a-sphere posi: iE " »</a=sphere>
README . md €a-cylinder - Ly G olor="nFFCRS0" 3¢ fa-eyli
TOD0.md <a-plane position width="&" height="4" color="#7BCAAL"S
<a-sky color="# <fa-shy>
3 <fa-scene>
</body>
</himl>

LICENSE

index.html

& sratus B woos M temminae [ toows D rREview




Once registered, to start working on a project we have to click on "New project" and then on "glitch-hello-website".

Dashboard  Oiscover  Code Jams  Teams HelpCenter Blog & Upgrads Q .“

What do you want to make today?

G Basicwebsite Glitch in Bio { Blog with Eleventy

% A simple website starter 1 "'I “our own free links pags. " As easy as blogging gets
—_

Discaver mare starfing paints @

November 2023 on Glitch: Challenges
and Self Reflections

3023 8 raphdly coming to a closs, but there are o marry ool things happening this
time of year|

Read more on the Glitch blog

Dashboard  Discover CodeJams  Teams Help Center Blog  « Upgrade Q ."

Starter apps Find More

What do you want to make today?

)
- < 1 Al 1 —— z
Eo . Basic website 1 | Gitch in Bio BlogwithE [ iion-hello-node
= A simple website startar | j ‘Your awn tree links page | As eaoy as) A simple Mode app bu
== with Fastify, instant

I giten-hellc-react
Discover may Get started with a new
Aesct project on Glitch!

[0 giitch-elio-sleventy
il Build & new Eleventy blog
on Glitch?

November 2023 on Glitch: Challenges - -
and Self Reflections i u.:." | ra-a parstotmt it

database with your
2023 is rapidly coming to a close, but there are 5o many cool things happening this _‘_-" Node. js app.

tipre af year| 4
4 E Impert from GitHub
e = |

Read more on the Glitch blog




A preview tab of the code we are creating will appear on the right

#Glitch
it to your code by Ing the TODO

indeshiml 4 PRETTEER

<IDOCTYPE himl>
<html lang="en">

in a and the ¢

LICENSE

READNE . id wtfeg >
TODO. md viewpert® content="width=dey
ol hteps:/ elite
Andex. htmi

script. is

style.css

<titlezHello World!</title>

l== The website styl eet
<link rel="stylesheet® href<"/style.css” /»

- The websi ript File —-3
cscript srce"/script.is” defers</scripts

“wrapper”»
s5="c
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To start working on an A-Frame scene, we have to copy the default code provided
by the A-Frame platform and paste it into our glitch project.

A-FRAME

Docs

Introduction

Getting Started

AeFrame can be developed from a plain HTMA Rle without having 1o nstall amything. &
great way ta try out A-Frame is to remix the starter example on Glitch, an anline code

editor that lestantly hasts and deploys for free, Alternatively, create an _hewl file and it Fage 03
include A-frame in the shesds:

The Imstallaticn page provides mare options for getting slarted with A-Frame. Ta get
started bearning A-frame, check out A-frame Schinal for visual step-by-step lessons to
complement the decumentation.

What is A-Frame?



Once a new project has been created, the following interface will appear:

22
T
‘@: This is your own brand new website! Make an edil to your code by opening the TODO and following the steps!

[ keen-vigorous-comb README.md . EDIT MARKDOWN

‘c Settings
& Assets

Hello website!

This is a basic HTML starter project you can build on however you like. No need to
{& Files save. While you develop your site, your changes will happen  immediately in the
preview window. On the left you'll see the files that make up your site, including HTML,
JavaScript, and CSS. You can upload assets like images or audio in assets . The rest
README . md E is up to you and your imagination, .
TODO. md

@ Last updated: 28 Feb 2023
script.js What's in this project?

style.css

LICENSE

+ README .md : That's this file, where you can tell people what your cool website does
and how you built it.

+ index.html : This is the main web page for your site. The HTML defines the
structure and content of the page using elemeants. You'll see references in the HTML to
the JS and CSS files. Try clicking the image in the center of the page!

+~ style.css: CSS files add styling rules to your content. The CSS applies styles to
the elements in your HTML page. The style rules also make the image move when
you click it.

+— script. js: If you're feeling fancy you can add interactivity to your site with
JavaSeript. The eode in the JavaSeript file runs when the page loads, and when the
visitor clicks the button you can add using the code in the TODO.

& stavus B toas M temminal ) oo D mReview

To start working with code we have to click on index.html
(As the course progresses we will discover what the rest of the tabs are).




Once we enter Glitch.com, we have to create an accountin "Sign up" to start

working.
Discover Codeldams Blog ¢ Pricing Q

What do you want to make today?

Basic website ﬂ Blog with Eleventy
A simple website starter | Your own free links page | As eacy as blogging gets
) 7

Discover more starting points &=

November 2023 on Glitch: Challenges
and Self Reflections

2023 is rapidly coming to a close, but there are se many cool things happening this

time of year|

Read more on the Glitch blog
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Add your first box

In the theoretical part we have explained how to add a basic box, let's put it into practice:

a-box example Basic a-box code Integrating a-box a-box visualization a-box attributes Modifying a-box Final results
line element in Glitch added attributes

Creating virtual scenes with A-Frame | A-Frame Course |



To see the box we have just added, we can navigate the environment with the arrow
keys and the mouse.

The default box is displayed as shown in the image:

= Glitch index. h -

your own brand new websltel Make an edit to your code by cpening the TODO and following th

m keen-vigorous-comb i Index.html + PRETTIER keen-vigorous-comb.glitch. me/

% Settings - <htmls>
<head>
0 Assets <script src="https://aframe.in/releases/1.5.0/aframe.min.js"></script>
o </head>
&5 Files - <body>
i - <a-scene>
LICENSE <a-box position="-1 8.5 -3" rotation="0 45 @" color="#4CC309"></a-box>
<a-sphere position="0 1.25 -5" radius="1.325" k DSE"></a-sphere>
README . md ) <a-cylinder position="1 0.75 -3" radius="0.5" height 5" color="#FFCE5D">¢/a-cyli
TOD0 .md 19 <a-plane position="0 @ -4 rotation="-9@ B 0" width="4" height="4" color="H#7BCBAL">
<a-sky color="IECECEC"></a-sky>
index.html H 1 <a-box color="tomato" depth="2" height="4" width="8.5"></a-box>
</a-scene>
</body>
style.css o </html>

script.js

& status @ 1oes M TerminaL [ Tools O PREVIEW




Once copied the line of code, we will paste it in our project in Glitch. Always inside
the <a-scene> tag, as shown in the image:

This Is your own brand new websita! Make an edi ofe by opening the TODO and folls

m keen-vigorous-comb 4 index.html * PRETTIER ous-comb.glitch.me/
w N
= Settings <html>
<head>

e Assets <script src="https://aframe.io/releases/1.5.@/aframe.min.js"></script>

</head>
& Files - <body>

t <a-scenes
LICENSE <a-box positio
<a-sphere positio
README . md <a-cylinder position= 1
o000 md e <a-plane position="B @ -4" rotation
™ color="#ECECEC 3¢ /a-sky>

"#4CC3D9 "</ a-box>

F2D5E"»</a-spheres

1.5° color="#FFCB50"></a-cyld

" height="4" color="#7BCBAL">
index.himl

: : 1 </a-scene!

script.js \ </body>
style.css </htnl>

& starus P o = veaminar [l Toous D eeeview




G We will work with the attributes of color, position, width, depth and height:

<l-- Basic box. -->
<a-box color="tomato" depth="2" height="4" width="0.5"></a-box>

We will change the color to a hexadecimal color and the proportions of the box, as
shown below:

<l-- Caja cambiando atributos -->
<a-box color="#572634" depth="3" height="3" width="3"></a-box>

e We add the "position" attribute to our line of code:

<l-- Caja cambiando atributos -->
<a-box color="#572634" depth="1" height="1" width="1" position="0 2.5 -2"></a-box>




To see the basic line of code of a box (a-box) we type in the search bar "a-box" (or
simply box) to see all the documentation concerning the box element.

TABLE OF CONTENTS

Introduction Getting Startad

Frar

Getting Started Off You |.:m!

EXAMPLES
A-Frame can be developed from a plain HTML file without having to install anything. A i
great way to try out A-Frame is to remix the starter example on Glitch, an online code
editor that instantly hosts and deploys for free. Alternatively, create an .html file and Edit Page €3
include A-Frame in the <head>:

<html>
<head>
3 Bfaframe.min, js*2><fscri
</head>
<body>
wension (158~ <a-scenex

THTRODHCT HOR

Introduction

The Instailation page provides more options for getting started with A-Frame. To get
started learning A-Frame, check out A-Frame School for visual step-by-step lessons to
complement the documentation,

What is A-Frame?




In this window we find all the documentation related to the box element.

A-FRAME

NEWSLETTER

ASK A QUESTION

INTRODUCTICH
ntroduction

Installation

VR Headsets & Web)R Browsers
HTML & Primitives
Entity-Compuonent-System
lavaScript, Events, DOM APls
Developing with three,js
Writing a Compaonent
Interactions & Controllers

3D Models

Visual Inspector & Dev Toals
Hosting & Publishing

Best Practices

1.35.8 7 PRIMITIVES TABLE OF CONTENTS
<a—b0x> Example
Attributes

The box primitive creates shapes such as boxes, cubes, or walls,
Edit Fage €3 View Source ©)

Example

<aJassets>
<img fd="texture” src="texture.png">
</a-assets>

Basit boi

<a-box color="tomato" depth="1" height="4" width="0.53"></a-box>

Textured box

<a-box src="#texture”=></a-box?

Basic line of code to add the box.we will
copy this line of code to paste itin our
Attribute Component Mapping Default Value project in Glitch.

ambient-eeclusion-map materialambientOcclusionMap

Attributes

ambiiant i intensit rmatorial

bis il material

material

color materialeolor

depth geometry.depth
displacement-hias materialdisplacementBias
displacement-map materialdisplacementianp

displacernent-scale materialdisplacementScale

materialdi:



With the box attributes changed, we will obtain the following result:

& Glitch

ur own brand new websitel Make an edit 1o your code by opening the TODO and following the

[#) keen-vigorous-comb index.html + PRETTIER

<html>
<head>

& Settings
0 Assets <script src="https://aframe.io/releases/1.5.0/aframe.min.js"»</script>
</head>

& Files <body>
<a-scene>
LICENSE <a-box positien="-1 8.5 -3° ratation="8 45 0" color="#4CC309"></a-box>
<a-sphere positions"8 1.25 -5" radius="1.25" color="#EF2DSE"></a-sphere>
README . md <a-cylinder position="1 8.75 -3" radius="0.5" height="1.5" coler="#FFC65D"><fa-cyli
TODO.md 2 <a-plane position="0 @ -&" rotation="-3@ @ @" width="4" height="4" color="H#7BCBAL">
1 <a-sky color="BECECEC"></a-sky>
<f== €aj biando atributos -->
<a-box color="#572634" depth="1" height="1" width="1" position="@¢ 2.5 -2"></a-box>
</a-scene>
§ o 1 </body>
tyle </html>

index.html

script.js

o
e

& starus @ roes M verminac ) toous D ereview




To remember how to find the documentation on how to add

the basic a-box geometry in a-frame, see point 3. A-Frame.

Get to know the platform




Going back to the a-box documentation on the a-frame website, we can find all the
attributes to work with the box element.

A-FRAME sz

Attributes

The box primitive creates shapes such as boxes, cubes, or walls,
Edit Fage €3 View Source ©)

R Example
COMMUNTTY
SHOWCASE
GITHUB <a-astets»

<img fd="texture” src="texture.png">
</a-assets>

Basit box

NEWSLETTER
<a-box color="tomato" depth="1" height="4" width="0.53"></a-box>
ASK A QUESTION

Textured box

In this section we will find all the attributes that we can add to the
INTRODUCTICN a-bOX element

ntroduction Attributes

Installation

VR Headsets & WebXR Browsers Attribite: Component Mapping Default Value
HTML & Primitives ambient-occlusion-map materal ambientOoclesionMap None

Entity-Compuonent-System ambient-ccclusion-map-intensity material i i 1

javaScript, Events, DOM APls ambient-occlusion-texture-offset materialambientOoclusionTextureOffsat

Developing with three,js ambient-occlusbon-texture-repeat miterial

Writing a Component color material.oolor
interactions & Controllers depth geometry.depth

30 Models displacement-bias material displacomentBias
Visual Inspector & Dev Tools displacement-map materialdisplacementMap

Hosting & Publishing displacement-scale material.displacementScate

Best Practices i text materialdi

materialdi
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Next steps
In the following modules of the course we will learn how to work and create rooms using boxes.
In the following example you can see a preview of how to work with boxes for the creation of virtual
rooms:

Creating virtual scenes with A-Frame | A-Frame Course |


https://evergreen-sparkly-lychee.glitch.me/
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Bibliography

and useful resources

Creating virtual scenes with A-Frame | A-Frame Course |
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on Real World Domain Specific Languages 1-1.

Sanchez-Acedo, A. (2023). Guia basica para crear un entorno inmersivo con A-Frame. Disponible en:
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Creating virtual scenes with A-Frame | A-Frame Course |



Creating virtual scenes with A-
Frame | A-Frame Course |
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