
vector - parallel movement
position vector - cartesian point (vector from origin)
direction vector - direction between two vectors (should have length of 1 for
further calculations)
unit length vector - vector with a length of 1

=> normalized Vector

Goal minus Start

Movementvector

Addition

Subtraction

Multiplication with a Scalar

better performance

Dot Product - Scalar Product

Alpha -> angle between two vectors
Beta -> View Angle Threshold

Cross Product normal vector

Linear Interpolation (lerp)

Linear Extrapolation (lerpUnclamped)
PingPong

t - percentage on way between A & B

Bezier Curves

linear - first degree

quadratic - second degree

reuse already exsting functions

performant


