quorum/ExampleAlModule/DropShipAerialSquadron.h

™~

CrawlingBallAttack.h

Tacticslmplementations.h

AgentPool.h I ThreatAwarePathfinder.h
N\ N\
SquadPool.h ScoutManagerAgent.h AgentBase.h InformationManagerAgent.h SquadTacticsModel.h windows.h
\
fstream Arbitrator.h Squad.h stack MedicMicroTactics.h MarineMicroTactics.h SquadTactics.h UnitModel.h
\Fé
iostream 4/ GoalTypes.h algorithm MicroTacticsModel.h < BWTA.h
TargetFitnessCalculator.h BWTA/RectangleArray.h BWTA/Region.h
/
/ UnitOrder.h BWTA/Polygon.h BWTA/Baselocation.h BWTA/Chokepoint.h
BWAPI.h
——
BWAPI/Game.h BWAPI/Force.h BWAPI/Constants.h BWAPI/AIModule.h BWAPI/Bullet.h BWAPI/DamageType.h BWAPI/ExplosionType.h
/ ——— l
map vector BWAPI/Event.h BWAPI/Error.h BWAPI/CoordinateType.h BWAPI/GameType.T BWAPI/Flag.h BWAPI/Color.h BWAPI/BulletType.h

/,

set

BWAPI/EventType.h




