Uses two object position events to rotate an
object about the axes for pitch (red) and yaw
(blue) so that it will always face the target object
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For a simpler method,
see Blastergamer's
tutorial ->

Rotate object to always face an Object with custom camera
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https://docs.google.com/drawings/d/1TcF1FtqGVtgXb_vK8gtebh4Iq_pAE15OSp9zsJtUypw/edit
https://docs.google.com/drawings/d/1TcF1FtqGVtgXb_vK8gtebh4Iq_pAE15OSp9zsJtUypw/edit

