Genetic manipulation

816 damageInflicted +=
mWeapons[i] [J]->Damage () ;

1056 1f (damager->GetPlayer ()
->GetPlayerHuman () {

1057 ContactCallback();

899 for (unsigned int 1 = 0;
1 < mModules.size(); ++1 ) {

900 mModules [1]
->NotifyDamagedComponent (damager)

@ssover operation (FusicD

816 damageInflicted +=
mWeapons [1] [J]->Damage () ;

1056 1f (damager->GetPlayer ()
->GetPlayerHuman () {

1057 ContactCallback() ;

899 for (unsigned int 1 = 0;
i < mModules.size(); ++1i ) {

900 mModules [1]
->NotifyDamagedComponent (damager)

Mutation operation
(Subtractive)

816 damageInflicted +=
mWeapons [i] [J]->Damage () ;
1057 ContactCallback();
899 for (unsigned int 1 = 0;
i < mModules.size(); ++1 ) {

Fitness assessment
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