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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. Basic elements -
geometries
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SECTION OBJECTIVES

e Knowing the basic a-frame elements for the

construction of a virtual scene.
e Working with element attributes

e Creation of a virtual museum-room

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

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



Section points

Click on each of the points to find out what we will be
studying in this module.
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1. Introduction to geometries

As we have seen in the previous module, the default code offered by the a-frame platform is configured by
means of basic elements in the form of geometries. These basic geometries, which appear in the scene, are a
green plane (a-plane), ared sphere (a-sphere), a blue box (a-box) and a yellow cylinder (a-cylinder).

Geometries are basic a-frame elements that help to set up a virtual scene. However, if we want our virtual
scene to have valuable content, it is necessary to add other kinds of elements that we will see in the next
module.

In this module we will learn all these basic elements and how to work with them to start building our virtual
scene.

a We will work with the attributes of each basic geometry.

O BASIC A-FRAME SCENE

Creating virtual scenes with A-Frame | A-Frame Course |
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2. Geometries
2. 1. Basic element a-box

The a-box element is perhaps the most useful element when starting to build our virtual scene. These
geometries can be used to create the walls, floor and ceiling of our virtual room. In the practical part of this
module we will see how.

Basic line of code to add a box (a-box) to our scene:

<a-box "tomato" ) "4" "0.5"></a-box>

How to search for documentation?

How to find for Code lines Attributes

5
elements: o A-BOX ELEMENT

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



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

1.35.8 7 PRIMITIVES

<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>

In this section we will find all the attributes that we can add to the
elements (in this case to the a-box element).

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







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

Basic line of code to add the box

VR Headsets & Web)R Browsers
. Default Value
HTML & Primitives
. ambient-eeclusion-map materialambientOcclusionMap
Entity-Component-System

bient- i matorial it g

lavaScript, Events, DOM APls '
bient-oeciusi material

Developing with three,js
i clusi material

Writing a Compaonent
color materialeolor

depth geometry.depth

displacement-hias materialdisplacementBias

Interactions & Controllers

Visual Inspector & Dev Toals
displacement-map materialdisplacementianp
Hosting & Publishing
displacernent-scale materialdisplacementScale
Best Practices
tewture-offset materialdi




To find the necessary documentation we can do it from the A-Frame web browser

or directly from Google.

A-FRAME o= o o
Introduction ol | o %
oocs Getting Started s
o Imagenas Videos Nollcias Maps Libros Vueios Finance
A-Frama can ba developed froee a plain HTML file without hawleg to Install anything, &

Vel wary 50 try et A-Frame & 1o memls the starter exsssple on Glich, an online code
editor that instantly hosts and deploys for free. Alresnatively, create an htal Ale and i age €}
nclude A-Frama in the <head> .
Aproximadamente 76 700.000 resultados (0,59 segundos)
i

Sugerencia; Limita esta busqueda a resultados en espafiol. Mas informacion sobre como
filtrar por idiorma

wirsew (180 <]
inmesscrio

Intmduction

n A-Frama
htips Hfaltame o » docs » primitives -+ Tracuclr esta pagina
a-box
The box primitive creates shapes such as boxes, cubes, or walls. Example <a-assets:

The nstafiation page provides more options for getting staried with A-Frame. o get
started learning A-Frame, check out A-Frame Schonl for visust step-hy-step iessons 1o
compeement the dotumentation.

What is A-Frame?
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2. 2. Basic element a-sphere

The a-sphere element is used to add spherical geometries to the scene. The most useful use is when
developing video games with A-Frame to build balls in the scene, in our case, we will use the sphere as a
reference point to place ourselves in the scene.

Basic line of code to add a sphere (a-sphere) to our scene:

<a-sphere "yellow" "5" ></a-sphere>

How to search for documentation?

How to find for Code lines Attributes
elements?

O  A-SPHERE ELEMENT

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






In this window we find all the documentation related to the sphere element (a-
sphere).

A7 ’: RAM E L.5.8 1 PRIMITIVES TABLE OF CONTENTS
<a-sphere> Example
Search.. Attributes
The sphere primitive creates a spherical or pelyhedron shapes. It wraps an entity that

- . Fr & oy Edit Page €} View Source €
pocs prescribes the geometry companent with its geometric primitive set to sphere. 2

Example

<a-sphere color="yellow" ragius="5"></5-spheras J

SLETTER .
Attributes

A QUESTION

N\ Linea de codigo basica para afiadir una

wrsion (150 | Attribute Component Mapping * sault Vatie

ST S — materialambrientOcclusionilap eSfe ra

ambient-oeclusion-map-intensit materizlambiemOeciusiony apl ntensity

INTRODUCTION

Introduction

ambient-occlusion-tewture-offset materialambient0: i Offcet

Installation

ambient-occlusion-teture-repeat materialambientO

VR Headsets & WebXR Browsers

HTML & Primitives

calor matenal.color

displacement-bias material.displacementias
Entity-Component-System

displacement-map maleialdisplacermentMap
avascript, Events, DOM APis

displacement-scate miaterialdisplacementscate




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

A-FRAME

Search..

ETTER

K A QUESTION

wersion | 150

INTROCUCTION

Introduction

Installation

VR Headsets & WebXR Browsers

HTML & Primitives
Component-System

, Events, DOM APls

1.5.8 1 PRIMITIVES TABLE OF CONTENTS

<a-sphere> ramgls
Attributes

The sphere primitive creates a spherical or polyhedron shapes. It wraps an entity that

A g 3 Lr Edit Page View Source )
prescribes the geometry compaonent with its geometric primitive set to sphere.

Example

<a-sphere color="yellg 1 " J’B—S.E

 Tnthis section we will find all the attributes that we can add to the

elements (in this case to the a-box element).

Attributes

Attribute Component Mapping Default Value
ambient-occlusion-map material.ambientOcclusionMap
ambient-occlusion-map-intensity material.ambientOcclusionMapl ntensity

Aetiracoiisat material.ambiento i Offset

ambient-occlusion-texture-repeat material.ambient

color material.color
displacement-hias material.displacementBias
displacement-map material displacamentMap

displacement-scale material.displacementScale



To find the necessary documentation we can do it from the A-Frame web browser

or directly from Google.
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Introduction Satting Stariod

A-FRAME

s Getting Started
— sphere aframe

A-Frama can ba develaped froe a plain HTML file without having to Install anything, &

Freat way b try set A-Frame & 1 remls the startar exsssple on Giach, an online code

editer that instantly hosts and deploys for free. Altesnatively, create an _hital Ale and i Py O 2

inclugo A-Frama in tho <heads : Imagenes Videos Noticlas tbros Maps Vuelos Finance

& Aproximadamente 5190.000 resultados (0,19 segundos)
A-Frame
A

wsew (130 -]
nrips atame.io s docs | primitives + Tragucr peta pagina |

i et
sithise a-sphere
The sphera primitive creates a spherical or polyhedron shapes. |t wraps an entity that prescribes
the geomeatry component with its geometric primitive set to

The nstafiation page provides more options for getting staried with A-Frame. o get
started learning A-Frame, check out A-Frame Schonl for visust step-hy-step iessons 1o
compeement the dotumentation.

What is A-Frame?




In this geometry we see the attribute "radius".

This attribute indicates the radius of the
sphere.
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2. 3. Basic element a-plane

This element is mainly used to generate planes such as floors or surfaces. In our virtual scene we will not use it
to generate the floor of the museum-room, but we will use a box instead.

Basic line of code to add a plane (a-plane):

<a-plane "#CCC" 20" "20" ></a-plane>

How to search for documentation?

How to find for
elements?

Code lines Attributes

O  A-PLANE ELEMENT

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



To find the necessary documentation we can do it from the A-Frame web browser

or directly from Google.

A-FRAME

Dacs

i
"
wirsew (180 <]

ITRzBRCTION

Intmduction

Introduction
Getting Started

A-Frama can ba develapes! froe a plain HTME il without havieg to Install anythieg. &
AL Wy 50 try ot A-Frame & 10 reimls the startar easssple on Gsch, an online code
editor that Instantly hosss and deploys for free. Alsenativaly, create an  heal Ale and
incluge A-Frama In the <heads |

The nstafiation page provides more options for getting staried with A-Frame. o get
started learning A-Frame, check out A-Frame Schonl for visust step-hy-step iessons 1o
compeement the dotumentation.

What is A-Frame?
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Gatting Startod

Google

plane aframe x
Imégenes Videos MNoticias Maps Libros Vuelos Finance

Aproximadamente 12,.000.000 resultados (0,29 segundos)

] A-Frame
hitps-ialrame.io » docs » primilives © Traduci ssta pagina |
a-plane
The plane primitive creates fiat surfaces using the geometry component with the type set 1o
plane . Example ...




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

A-FRAME

COMMUNITY
SHOWCASE
GLTHUB
SLACK
CISCORD
NEWSLETTER

ASK A QUESTION

vERSION [150 |

INTROMUCTION
Introduction

Instaliation

VR Headsets & WebXR Brovisers

HTML & Primitives
Entity-Component-System
JavaScript, Evenls, DOM APls
Developing with threejs
Writing a Compeonent
Interactions & Controllers
30 Modeis

Visual Inspector & Dev Tools

Hacting R Puhliching

<a-plane>

The plane primitive creates flat surfaces using the geometry component with the type
sel o plane.

Example

<a-scener
c3-assets?

<img 10="ground" sre="ground,JpgT>
</a-assets>

Basic plane
<3g-plane colors"gCCC™ ME1ENT="ZE" wldin="28"></a-planer

Textured plane parallel to grou
<a-plane sre="gground” NEIgNT="100" wWidth="188" raration="-98 B 6":s/
<fa-scene>

Attributes

Attribute Compenant Magping Drefault Value

amblent-oreiusion-map material.ambientdcclusionMap Nane

ambient-ocelusion-map-intensity material

material

Hisnt-prelosi

i \usi peat [—
color materialcolor

displacement-bias material.displacementBias

TABLE OF CONTENTS
Example
Attributes

Parallelizing to the Ground

Edit Page ) View Source )

In this section we will find all the attributes that we can add to the
elements (in this case to the a-plane element).




Note that the color attribute can be modified
by hexadecimal code (#FFFFFFFF) or by
indicating it textually, obviously, the
hexadecimal code offers more color

possibilities.




In this window we find all the documentation related to the plane element (a-plane).

A-FRAME

Search...

Docs

BLOG
COMMUNITY
SHOWCASE
GLTHUB
SLACK
CISCORD
NEWSLETTER

ASK A QUESTION

vERSION [150 |

INTRODUCTION
Introduction

Instaliation

VR Headsets & WebXR Brovisers
HTML & Primitives
Entity-Component-System
JavaScript, Evenls, DOM APls
Developing with threejs
Writing a Compeonent
Interactions & Controllers

30 Modeis

Visual Inspector & Dev Tools

Hacting R Puhliching

<a-plane>

The plane primitive creates flat surfaces using the geometry component with the type
sel o plane.

Example

<a-scener
c3-assets?
<img 10="ground" sre="ground,JpgT>
</a-assets>

Basic plane »
<3g-plane colors"gCCC™ ME1ENT="ZE" wldin="28"></a-planer

1= Textured plane parallel tol grou
<a-plane sres"gground” NeighT="188" width="168" raration="-98
<fa-scene>

Attributes

Attribute Compenant Magping Drefault Value

amblent-oreiusion-map material.ambientdcclusionMap Nane

P

hient-ocel; niensity material I

hient-orelusi material

i \usi peat [—
color materialcolor

displacement-bias material.displacementBias

TABLE OF CONTENTS
Example
Attributes

Parallelizing to the Ground

Edit Page ) View Source )

Linea de codigo basica para afiadir un
plano
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2. 3. Basic element a-sky

This element sets the environment/background of the scene, it can be a color or a 360° image.

Basic line of code to add a background (a-sky): If we want to add a 360 image, we will have to use the
<a-sky "#6EBAAT"></a-sky> src attribute. o
<a-sky "url"></a-sky>

How to search for documentation?

How to find for Code lines Attributes
elements?

o ELEMENTO A-SKY

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




The example uses:

<a-sky src="https://cdn.glitch.global/6129616¢c-d685-405f-9eba-
3869316b8bel/entorno_universidad0001.jpg?v=1655202508267"></a-sky>

Check the link: https://cdn.glitch.global/6129616¢-d685-405f-9eb5a-
3869316b8be0/entorno_universidad0001.jpg?v=1655202508267



https://cdn.glitch.global/6129616c-d685-405f-9e5a-3869316b8be0/entorno_universidad0001.jpg?v=1655202508267

To find the necessary documentation we can do it from the A-Frame web browser

or directly from Google.

A-FRAME

Dacs

i
"
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Introduction Satting Stariod

Getting Started

A-Frama can ba develapes! froe a plain HTME il without havieg to Install anythieg. &
AL Wy 50 try ot A-Frame & 10 reimls the startar easssple on Gsch, an online code
editor that Instantly hosss and deploys for free. Alsenativaly, create an  heal Ale and
incluge A-Frama In the <heads |

The nstafiation page provides more options for getting staried with A-Frame. o get
started learning A-Frame, check out A-Frame Schonl for visust step-hy-step iessons 1o
compeement the dotumentation.

What is A-Frame?

sky aframe
Imagenes Videos Moticias Maps Libros Vuelos

Aproximadameante 22.800.000 resultados (0,30 segunoos)

Sugerencia: Limita esta bisqueda a resultados en espanol. Mas informacion sobre como
filtrar por idioma

m A-Frame
nMpaatrame.ln » docs » pAMItves © Traducir e308 pagina ©
a-sky
The sky primifive adds a hackground color or 360" Image to a scene. A sKy s a large sphere
with @ cofor or texture mapped to the inside,







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

I.5.e PRIMITIVES TABLE OF CONTENTS

A-FRAME oo .

Search. ., Attributes
The sky primitive adds a background color or 360° image to a scene. A sky is a large Equirectangular Image
pocs sphere with a calor or texture mapped to the inside.

EXAMPLES
BLOG
. - Adding a Sky
COMMUNITY
Example Changing the Sky
SHOWCASE
GITHUB Edit Page € Viow Source )
An equirectangular image as a background:
SLACK
D1SCORD Ciieeanas
NEWSLETTER <a-assetss
<img 1d="sky* srr=‘sky.png">
ASH A QUESTION Ga megaras
sa-sky src="#sky"2</a-skys

1 </a-scener
version [1.5.0 v|

THTROQUCTION A plain color as & background:

Introduction

- cxssy enten=stiianizge- In this section we will find all the attributes that we can add to the
L elements (in this case to the a-sky element).

HTML & Primitives

Entity-Comp 1=System Attributes

javaScript, Events, DOM APls

Developing with three.js
. : Artribute Component Mapping Default Value
Wnting a Component
L color material.color HFFF
Interactions & Controllers

metalress material. metainess o
ik Models
7 opac matenal opac 1
Visual Inspector & Dev Tools pacy =

phi-length geomelry.philength 360

Hnstine A& Puhlishine

phi-starn geometry.phistar o




By adding a 360 image, the user will be able
to explore the environment only visually, but
will not be able to move through it as if it were

a recreation of reality.




In this window we find all the documentation concerning the a-sky element:

A F R A M E 1.5:@ 1 PRIMITIVES TABLE OF CONTENTS
<a-sky> Example
Search. ., Attributes
The sky primitive adds a background color or 360° image to a scene. A sky is a large Equirectangular Image

pocs sphere with a calor or texture mapped to the inside.

EXAMPLES
BLOG
. - Adding a Sky
COMMUNTTY I_
Examp e Changing the Sky
SHOWCASE
GLITHUB Edit Page ) Vigw Source {3
An equirectangular image as a background:
SLACK
D1SCORD Ciieeanas
NEWSLETTER <3-assets?
<img 1d="sky* srr=‘sky.png">
ASH A QUESTION Ga megaras
sa-sky src="#sky"2</a-skys
1 </a-scener
VERSION [ 1.5.0 v|

THTERQLTION A plain color as & background:

ntroduction

allation <a-sky color="2GEBART"»<fa-sky»

VR Headsets & WebXR Browsers

HTML & Primitives

Entity-Com 1=System Attributes

Basic line of code for adding an a-sky with flat
javascript, Events, DOM APls COlor

Developing with three.js

. : Artribute Component Mapping Default Value
Wnting a Component
L color material.color
nieractions & Controllers

ik Models

metalness material.metainess
7 opac matenal opac
Visual Inspector & Dev Tools pacy =
phi-length geomelry.philength

phi-starn geometry.phistar

Hnstine A& Puhlishine
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3. Attributes

The attributes that we will see in this section are common to all the elements that are integrated in A-Frame.
That is, they are not only attributes of the basic geometries we have just seen.

3. 1. Position

This attribute is used to position an element within the scene. When working in a 3D virtual space, there are
three axes: X or horizontal axis, Y or vertical axis and Z or depth axis.
The code line is structured as follows:

<a-box ></a-box>

By default, if no value is set or no position attribute is specified, the element will appear at position (0 0 0). The
first number corresponds to the X axis, the second to the Y axis and the third to the Z axis (XY Z).

By default, the point of view from which the scene starts (i.e. our initial position), is also at the point (0 0 0), so
it will be necessary to set the position attribute to each of the elements of the scene to be able to visualize
them.

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



Coordinate
axis
Y axis (vertical)

(030)

X axis
(horizontal)

Z axis (depth)
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3.2. Scale

The scale attribute is used to increase or decrease the size of the elements proportionally, and values for the
X and Z axes are also associated to this attribute. In the code line it appears as:

<a-box "111"></a-box>

By default, if no value is set or no scale attribute is specified, the element will have values (1 1 1).

It is not necessary that the values of the axes are the same. For example, you can scale only the value for the
X-axis (2 11).

If the values are changed to (2 2 2), the element doubles its size on the X Y and Z axis, respectively.

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






Scene code:

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

<a-scene>
<a-sky color="#ECECEC"></a-sky>
<a-sphere position="-11-3"radius="0.5" color="yellow"></a-sphere>
<a-sphere position="11-3" radius="0.5" color="yellow" scale="2 2 2"></a-sphere>
</a-scene>
</body>
</html>
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3.3. Rotation

This attribute allows to rotate the elements on any of the axes. On this occasion, values for the X and Z axes

are also associated, but numerical values corresponding to sexagesimal degrees will be set. In the code line it
appears as:

<a-box "0 45 0"></a-box>
By default, if no value is set or no rotation attribute is specified, the element will not rotate on any of the axes.

Usually only one axis is rotated, but it is possible to rotate on all axes at the same time.

Let's see what a box looks like when we rotate it 45° on each axis.

o X AXIS ROTATION o Y AXIS ROTATION o Z AXIS ROTATION

Creating virtual scenes with A-Frame | A-Frame Course |
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3.4. src

The src attribute (source) is used to specify the location of the source or media resource that we want to
display in the scene.

As we work on the creation of our virtual scene, we will use this attribute to add textures, external resources,
images or any other external multimedia element.

In the practical exercise of this module, we will use the src attribute on the <a-box> element to add texture to
the walls and floor. How to do this is detailed in the practice.

<a-box ></a-box>

For image (<img>), audio (<audio>) and video (<video>) tags, the src attribute is used to specify the location of
the media file.

Creating virtual scenes with A-Frame | A-Frame Course |
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Construction of a virtual
museum-room

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



In this exercise we will create our first virtual
room with boxes (a-box) in Glitch.

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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Creation of a basic room
At this point we will develop a virtual museum-room using boxes (a-box). To do this, we will open a new
project in Glitch as we learned in the previous module (point 2 of the section "Start working"). We will copy
again the basic code of a-frame (point 6 section "Start working" of the practice of module 2) and we wiill
modify the elements.
Modification of basic Floor Floor Walls Process Lateral walls Construction
elements Creation Visualisation Creation creation completion

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



For the creation of the walls, we will also use the basic element a-box.

First, we will create the back wall:

o We copy and paste the line of code from our floor

<I--Suelo-->
<a-box position="00 0" depth="12" height="0.1" width="12" color="#4CC3D9"></a-box>

Q We modify the measures of the box (depth, height and width attributes) to give a height of 3 metres to the walls. As the
back wall must be 12 metres wide (width) and 0.1 metres deep (depth), we will position it in the correct place by
modifying the values of the position attribute. We will change the colour to differentiate it from the floor.

<I--Pared del fondo-->
<a-box position="01.5-6" depth="0.1" height="3" width="12" color="#FFCC89"></a-box>




To complete the construction of the museum hall, all that remains is to build the back wall and the roof.

For the back wall we copy the line of code of the back wall and only change the position (Z-axis):
<!--Pared de atras-->
<a-box position="01.56" depth="0.1" height="3" width="12" color="#FFCC89"></a-box>

For the ceiling we copy the code line from the floor and change the position (Y axis) and the colour:
<I--Techo-->

<a-box position="03 0" depth="12" height="0.1" width="12" color="#FFFFFF"></a-box>

This is what we will see if we have
followed the steps correctly.




To create the floor we have to modify the attributes and values of the default box.

Default a-box code line:

<a-box position="-10.5-3" rotation="0 45 0" color="#4CC3D9"></a-box>

We change the attributes to generate the floor of a 12x12 room:

<!--Suelo-->
<a-box position="000" depth="12" height="0.1" width="12" color="#4CC3D9"></a-box>

First, we will change the position to centre the room (0 0 0) in the environment. The second step is to remove
the rotation, we won't need it now. Finally, we have to give the measurements of the floor, for this, we will add
the basic attributes of a-box depth, height and width. Being 12x12, we have to add 12 metres to the width of

the floor (width, X axis); 12 metres to the depth (depth, Z axis) and as the floor has no height, we will give the
height attribute a value of 0.1.




So far, we have this environment:
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Initial point of view

Visualisation of the room by scrolling through the
environment




Do not copy and paste the lines of code shown in this presentation into your Glitch
project.

You have to write them in the Glitch code editor so that it recognizes the tags.




To create the side walls, copy and paste the line of code of the back wall and change the values of the attributes:

<l--Pared derecha-->
<a-box position="6 1.5 0" depth="12" height="3" width="0.1" color="#FC6600"></a-box>

<l--Pared izquierda-->
<a-box position="-6 1.5 0" depth="12" height="3" width="0.1" color="#FC6600"></a-box>
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Our floor will look like this:

=Glitch

This is your own brand new websita! Make an edit to your code by opening the TODO and following the steps!

P
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From the code of the basic a-frame scene we want to keep only the box, so we will delete the cylinder, the sphere and the
plane. We can leave the background color (a-sky).
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Add textures to the room

To give arealistic look to our room, we are going to add textures to the boxes. To do this we will use the src
attribute, in which we will add, from an external link, an image that generates the texture effect.

Remove colour src attribute Attribute floor Floor Walls textures Final results
attribute texture value visualisation
Floor texture: Walls textures:

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


https://raw.githubusercontent.com/oluisjuan/LongCovid-Pilot/master/material/floor-texture.jpg
https://raw.githubusercontent.com/oluisjuan/LongCovid-Pilot/master/material/plaster_wall.jpg

Once the colour attribute is removed, we can replace the colour attribute with the src attribute.
The lines of code would look like this:

<I--Suelo-->

<a-box position="000" depth="12" height="0.1" width="12" src=""></a-box>
<l--Pared de fondo-->

<a-box position="0 1.5-6" depth="0.1" height="3" width="12" src=""></a-box>
<l--Pared derecha-->

<a-box position="6 1.5 0" depth="12" height="3" width="0.1" src=""></a-box>

<l--Pared izquierda-->

<a-box position="-6 1.5 0" depth="12" height="3" width="0.1" src=""></a-box>
<!--Pared de atras-->

<a-box position="01.56" depth="0.1" height="3" width="12" src=""></a-box>
<I--Techo-->

<a-box position="03 0" depth="12" height="0.1" width="12" src=""></a-box>

In the next step we will attribute the corresponding values to the src attribute




Once you have copied the path to add texture to the ground, the scene should look like this:
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To give texture to the boxes, the first thing we have to do is to remove the

colour attribute from all the boxes. So:
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Once we have added all the textures to the walls and floor, the final result of our room will be as follows:
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At this point we will attribute the corresponding value to give texture to the soil.

Floor texture:

Once we click on the icon to access the resource, we have to copy and paste the

link into our line of code:

Q Copy the route:

("3 https://raw.githubusercontent.com/oluisjuan/LongCovid-Pilot/master/material/floor-texture.jpg

Q We paste it into our line of code in the value of the src attribute as follows:

<!--Suelo-->
<a-box position="00 0" depth="12" height="0.1" width="12"
src="https://raw.githubusercontent.com/oluisjuan/LongCovid-Pilot/master/material/floor-texture.jpg">

</a-box>



https://raw.githubusercontent.com/oluisjuan/LongCovid-Pilot/master/material/floor-texture.jpg

If you got lost in any step, in the following link you can find the complete code so you can copy

and paste it into your scene:



https://glitch.com/edit/#!/evergreen-sparkly-lychee?path=index.html%3A23%3A7

As we have done with the floor, we will copy and paste the texture path of the walls:

Walls texture:

<!--Pared de fondo-->

<a-box position="01.5-6" depth="0.1" height="3" width="12" src="https://raw.githubusercontent.com/oluisjuan/LongCovid-
Pilot/master/material/plaster_wall.jpg"></a-box>

<!--Pared derecha-->

<a-box position="6 1.50" depth="12" height="3" width="0.1" src="https://raw.githubusercontent.com/oluisjuan/LongCovid-
Pilot/master/material/plaster_wall.jpg"></a-box>

<l--Pared izquierda-->

<a-box position="-6 1.5 0" depth="12" height="3" width="0.1" src="https://raw.githubusercontent.com/oluisjuan/LongCovid-
Pilot/master/material/plaster_wall.jpg"></a-box>

<l--Pared de atras-->

<a-box position="01.56" depth="0.1" height="3" width="12" src="https://raw.githubusercontent.com/oluisjuan/LongCovid-
Pilot/master/material/plaster_wall.jpg"></a-box>



https://raw.githubusercontent.com/oluisjuan/LongCovid-Pilot/master/material/plaster_wall.jpg
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Next steps

In the next module we will add images, videos and 3D objects, among others, to our scene.

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


https://veil-lace-layer.glitch.me/
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Bibliography

and useful resources

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