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float3 v = float3(0.0f, 0.0F, 0.0F);
v = cos(V);
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sin(1.07F);
sqrt(4.0f);

float x
float y

vector u = {1.0F, 2.0f, -3.0f, 0.0f};
vector v = {3.0f, -1.0Ff, 0.0Ff, 2.0f};
float s = dot(u, Vv);

float3 1 = {1.0f, 0.0Ff, 0.0F};
float3 j {0.0f, 1.0f, 0.0Ff};
float3 k = cross(i, j);

matrix<float, 2, 2> M
matrix<float, 2, 2> T

{1.0f, 2.0F, 3.0f, 4.0f};
transpose(M);
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