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Mathf.Abs

public static float Abs (float f);
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Mathf.Clamp

public static int Clamp (int value, int min, int max);
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Mathf.Sqgrt

public static float Sqrt (float f);
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Mathf.Floor

public static float Floor (float f);
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Mathf.Ceil

public static float Celil (float f);
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Mathf.Round

public static float Round (float f);
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Mathf.Lerp

public static float Lerp (float a, float b, float t);

public class LerplLessonl : MonoBehaviour

{

private float lerpTime;
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7 57 // Start is called before the first frame update
void Start()
{

_ lerpTime
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// Update is called once per frame
void Update()
i
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When t = 0 returns a.
When t = 1 return b.
When t = 0.5 returns the midpoint of a and b.
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Debug.Log(Mathf.Lerp(0,1,lerpTime));

lerpTime += Time.deltaTime;
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public class LerpTestl : MonoBehaviour

i
[SerializeField] private GameObject gameObji;
[SerializeField] private GameObject gameObj2;

private float lerpTime;

// Start is called before the first frame update
void Start()
d

[ [ BEREIHRE

lerpTime = 0;

// Update is called once per frame
void Update()
{
[12¥h\F TRRENT B
transform.position =

new Vector2(Mathf.Lerp(gameObjl.transform.position.x, gameObj2.transform.position.x, lerpTime / 2), 0);

lerpTime += Time.deltaTime;
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public class LerplLesson2 : MonoBehaviour

{
private SpriteRenderer gpriteRender;
private float lerpTime;

private Color colorSprite;

{

HiE

lerpTime = 0;

spriteRender = GetComponent<SpriteRenderer>();
colorSprite = spriteRender.color;

ca d once per frame

void Update()
{

colorSprite.a = Mathf.Lerp(1l, 0, lerpTime);
spriteRender.color = colorSprite;
lerpTime += Time.deltaTime;
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Mathf.Max

public static float Max (float a, float b);

public static float Max (params float[] values);
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