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Creating Spheres
Balls are called spheres in geometry and in 3D programming. There are two
ways to control spheres in JavaScript.

Size: SphereGeometry(100)
The first way that we can control a sphere is to describe how big it is. When
we said new THREE.SphereGeometry(100), we created a ball whose radius was 100.
What happens when you change the radius to 250?
➤ var shape = new THREE.SphereGeometry(250);
var cover = new THREE.MeshNormalMaterial(flat);
var ball = new THREE.Mesh(shape, cover);
scene.add(ball);

This should make it much bigger:

What happens if you change the 250 to 10? As you probably guessed, it gets much
smaller. So that’s one way we can control a sphere. What is the other way?

Not Chunky: SphereGeometry(100, 20, 15)
If you click the Hide Code button in 3DE, you may notice that our sphere isn’t
really a smooth ball:
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You Can Easily Hide or Show the Code

If you click the Hide Code button in the upper-right corner of the
3DE window, you’ll see just the game area and the objects in the
game. This is how you’ll play games in later chapters. To get your
code back, click the Show Code button within the 3DE Code Editor.
Computers can’t really make a ball. Instead they fake it by joining a bunch
of squares (and sometimes triangles) to make something that looks like a ball.
Normally, we’ll get enough chunks—the squares or triangles making up the
surface—so that it’s close enough.
Sometimes we want it to look a little smoother. To make it smoother, add
some extra numbers to the SphereGeometry() line:
➤ var shape = new THREE.SphereGeometry(100, 20, 15);
var cover = new THREE.MeshNormalMaterial(flat);
var ball = new THREE.Mesh(shape, cover);
scene.add(ball);

The first number is the size, the second number is the number of chunks
around the sphere, and the third number is the number of chunks up and
down the sphere.
This should make a sphere that is much smoother:
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The number of chunks we get without telling SphereGeometry to use more may
not seem great, but don’t change it unless you must. The more chunks that
are in a shape, the harder the computer has to work to draw it. It’s usually
easier for a computer to make things look smooth by choosing a different
cover for the shape.
Let’s Play!

Play around with the numbers a bit more. You’re already learning
quite a bit here, and playing with the numbers is a great way to
keep learning!
Just don’t make these numbers too high. Anything much beyond
1000 can lock the browser! Don’t worry too much if the browser
freezes or stops responding. You can always fix it with the steps
described in Recovering When 3DE Is Broken, on page ?.
When you’re done playing, move the ball out of the way by setting its position:
var shape = new THREE.SphereGeometry(100);
var cover = new THREE.MeshNormalMaterial(flat);
var ball = new THREE.Mesh(shape, cover);
scene.add(ball);
➤ ball.position.set(-250,250,-250);

The three numbers move the ball to the left, up, and back. This frees up space
to play with our next shape!
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