y A 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
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Dot Product - Scalar Product
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Alpha -> angle between two vectors
Beta -> View Angle Threshold

x = X Rdc)\&Deg

j\\/ € > -
< & ) Rad) A - A CoS
s A& ®29 3 o7 560°

220°

Cross Product

normal vector

s V?"“Z LAY,
mn = VZ. e -V N,

-

N

Linear Interpolation (lerp)
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Linear Extrapolation (lerpUnclamped)
PingPong
Bezier Curves
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quadratic - second degree
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