UnitGroup

- mUnits

+ UnitGroup()

+ countCompletedBy()

+ ratingDifference()

+ isWorthEngaging()

+ getCenter()

+ getBestFittingToCircle()

+ getClosestUnit()

+ getClosestUnit()

+ isAnyInRange()

+ minDistanceBetween()
and 30 more...

mEnemies

FleeHValue

+ mEnemies
+ mMmaxHValue

+ FleeHValue()
+ operator()()




