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2nd Workshop

Object component. 3D Builder. Animations
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Bee.glb - Visor 3D

Archivo  Editar  Herramientas  Ver  Ayuda G Biblioteca3D @) Realidad mixta @ ) Desactivado
¥ EH A
Entorno e iluminacion

Temas v

Predeterminado

Guardar configuracién

Cargar configuracién

Rotacion de luces

o — o ®iA WA xw0A

# Exported from 3D Builder

o Object.1

v 2600.481445 2289.817383 8840.607422 255 255 255
v 3052.760742 3579.895996 9028.778320 255 255 255
v 2974.678223 3501.814453 9165.332031 255 255 255




Bee.glb - Visor 3D

Archivo  Editar  Herramientas  Ver  Ayuda G Biblioteca3D @) Realidad mixta @ ) Desactivado
¥ EH A
Entorno e iluminacion

Temas v

Predeterminado

Guardar configuracién

Cargar configuracién

Rotacion de luces

o — o ®iA WA xw0A

# Exported from 3D Builder

o Object.1

v 2600.481445 2289.817383 8840.607422 255 255 255
v 3052.760742 3579.895996 9028.778320 255 255 255
v 2974.678223 3501.814453 9165.332031 255 255 255
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<a-entity> ta




<a—-assets>
<a-asset-item id="tree"
src="/path/to/tree.gltf">
</a-asset-item>

</a—-assets>
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gltf-model="#tree">
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In order to use gltf objects, they
must be included as <a-assets> tag.
They need to have an unique id for
identification.

This id will be used then at the
<a-entity> tag for loading.

An <a-entity> tag works the same
way as regular objects in terms of
position, rotation, and scaling.



<a—-assets>

e Inorder touse objobjects, they must

<a-asset-item id="tree-obj" !
be included as <a-assets> tag.

que i
- /?ath/tO/tree 2lox e e They need to have an unique id for
identification.
e Thisid will be used then at the
src="/path/to/tree.mtl1"> <a-entity> tag for loading.
e An <a-entity> tag works the same
way as regular objects in terms of
position, rotation, and scaling.
e |f anobject has more than one file, all

of them must be included in the
<a-assets> tag and their ids must

appear on the obj-model entity

obj-model="obj: #tree-obj;
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3D Builder




e 3D Builder is an application free for
e o Windows, that edits 3d models.
N e Itisprimarily designed for 3d
printing not for modeling but does

makes it simpler to use.

i, Desagrupar

viie e Onthe top menu we have: Insert,
=) Object, Edit, Paint, View and Help,
= Print and Save.

e Onthe down menu we have:
position, rotation and scale tools.

X y: z
e O X 042 -111 70182 mm



Cancelar Dividir
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Insert: Allows to import more than
one object.

Object: Allows us to copy, mirror or
eliminate an object.

Edit: Allows us to split an object into
two different objects and to combine
them.

Paint: Allows us to modify the color
and add textures to our objects.
Save: Allows us to export the new
edited object into various 3d
formats. Best option .gltf



- This options will provide us with the
~ability of combining different models
to create new ones.

@ Seeccion
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On the side image we can see a new
model created via other models. It is
the combination of a moon, a pagoda
tower and a cylinder.

That is the idea of recycling the Al in
the models. Recycled art is an
aesthetic of its own.
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Animation prop




Animation is a property that can be
added to an object or to an entity.

position="-1 1.6 -5"
It allows to change values from its
properties from an initial point to an end

property: position; ELSlSATALSgiadlel:]sleltif oA el
this transition last.

animation="

to: 1 8 -10;

dur: 2000: It can be given to a more than one
property and more than one value at a
loop: true"> time.

</a-box>
/ Not to confuse with the animation that

an object can have in itself.
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https://aframe.io/docs/1.4.0/components/animation.html
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Working Group




1) Continue collecting your models.

What iS |t eXpeCted 2) Finish your scene design.

3) Beginimporting your models into
from you at the end of Jour scene.
the next working group 4) Edit those models that are hard to

. 5 find with 3D Builder.
S€ssion: 5) Think of possible animations.
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Some extra features

Particles and physics

B



multiple distribution sparkler world relative additive blending

O

active multiplier multicolor

backward fireworks

fountain i rainfall 2 §n'8\.ngall.




IIIIIIIIIII
TTTTTTTTTT

Particle Compo




A

src="https://unpkg.com/aframe-spe-pa

rticles-component@”1.0.4/dist/aframe

-spe-particles-component.min.js"

As component, in the same way that
there is an environment component to be
added at the <head> tag while using it,
you need to add the component js files if
you want to use particles.

For this time, we will be using the online
component



<a-entit
particles="texture:
/images/particles/star.png;
color: blue;
opacity: 1,1,1,0;
' : 0 10 0;
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lending: normal;

article-count: 100">
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Also as seen before, particles are also
entities and they should be declared
under the <a-entity> tag.

Then they use a set of properties:
e texture: the image for every particle.
{ ]



