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+ makeValid()
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SquadOrder
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+ getOrderString()
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MicroManager

# drawDebugVectors
# order
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+ ~MicroManager()

+ getUnits()
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+ setUnits()
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# executeMicro()
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# drawOrderText()
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# unitNearChokepoint()

ZealotManager
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+ ZealotManager()
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+ getTarget()

+ goForlt
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+ getAttackPriority()
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+ DragoonManager()
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+ getTarget()

+ DarkTemplarManager()
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+ getTarget()

observerManager

Squad

+ lastRegroup

+ order
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+ clear()

+ update()

+ setUnits()
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+ getSquadOrder()
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