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+ update()
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+ onUnitDestroy()

+ onUnitMorph()

+ onUnitShow()
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+ onUnitRenegade()
+ getViewedUnits()
+ getViewedUnit()

+ getNumbersType()
+ getClosestCenter()
+ getlnvisibleUnits()
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+ update()
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UnitGroupManager
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+ onUnitDiscover()
+ onUnitEvade()

+ onUnitMorph()

+ onUnitRenegade()
+ create()

+ destroy()
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+ setBid()
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+ removeBid()
+ removeBid()
+ removeAllBids()
+ removeController()
+ accept()
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and 10 more...

+ attackGoals

+ addGoal()

+ addGoals()

+ onUnitCreate()

+ onUnitDestroy()

+ onUnitRenegade()

+ getCompletedUnits()
+ getCompletedUnit()
+ update()

unitGroupManager | arbitrator goalManager

MicroAlModule

+ eUnitsFilter

+ mapManager

+ regions

+ unitGroupManager
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+ goalManager

+ enemiesFound

+ eStartLocation

+ buildings

+ MicroAlModule()
+ ~MicroAlModule()
+ onStart()

+ onEnd()

+ onFrame()

+ onSendText()

+ onUnitCreate()
+ onUnitDestroy()
+ onUnitShow()

+ onUnitHide()

+ showStats()

+ showPlayers()
+ showForces()
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+ operator<()
+ operator+()
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+ operator+=()
+ operator+=()
+ operator-()
and 16 more...

airDamagesGrad
roundDamagesGrad

MapManager

Regions

+ regionsData

+ setDependencies()
+ addUnit()

+ removeUnits()

+ addUnits()

+ removeUnit()

+ update()

+ getName()

+ walkability

+ buildings_wt

+ buildings

+ groundDamages

+ airDamages

+ groundDamagesGrad
+ airDamagesGrad

+ regionsPFCenters
+ distRegions

+ regionsByDist

+ distBaseToBase

+ regionsinsideCenter
+ stormPos

+ onUnitCreate()
+ onUnitDestroy()
+ onUnitShow()

+ onUnitHide()

+ display()

+ enemyFound()
+ wherelsEnemy()

+ onUnitCreate()
+ onUnitDestroy()
+ onUnitShow()
+ onUnitHide()
+ justStormed()
+ pathfind()
+ threatAwarePathfind()
+ cancelPathfind()
+ getPathFromHomeToSL()
+ update()
and 16 more...
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