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There is only little I understand sofar of the moth orientation business. But there are a couple of vectors that are affected and of course moth orientation:

direction of view

direction of thrust

direction of motion

pitch, roll, turn (heading)

sure:

x,z,y coordinates
speed
less sure:

look up/down
look left/right
not so sure:

sideward motion - right

sideward motion - left

look up/down
always very similar or even identical

roll

major effect moth orientation the most - turning upside down when >7F, and combined heading effect
