
Subject: New maps, visibility, City tips for GDI
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The newest maps for Comand and Conquer mode don't just allow you to conveniently land aircraft
on the top of base structures, they also allow for superior vantage points.In the last game that I
played, a very long game on Walls_Flying.mix, our side (GDI) was left with nothing but our Power
Plant.  For a while, Nod was only missing the Hand of Nod, until we took out the Air Strip.With 8
minutes left in the game after the last failed assault on the GDI Power Plant, Nod had the
slimmest of leads.  In the last minute of the game, I don't know if we had gained the upper hand in
the battlefield, or if this was due to me, but while standing on the top of the Power Plant, I saw one
Nod engineer who had slipped past everyone else.  I was able to dispatch the engineer very
easily by simply jumping down and following him around.  He died seconds before the game
ended, GDI won the game, and I was MVP.If that had not been Walls_Flying.mix, I would've never
been able to see the engineer coming fast enough to react and squelch that last minute threat,
which may have put us in the lead as well.  The walls are not enough  on either of the Walls maps,
since you can't count on an absolute blockade of the tunnels in that kind of situation. 
Unfortunately, not all of the new architecture allows for great vantage points.  The best ones on
Walls_Flying.mix seem to be the GDI Infantry Barracks, the Nod Air Strip and the Power Plants. 
The central structure on that map, while it offers the best vantage point of the entire map, also
separates you from the rest of the game.  The only thing you can interract with are the aircraft and
other snipers or would be sniper-removers.As for City_Flying.mix, one terrain strategy to keep in
mind is that the Apaches and the ORCAS both could easily sneak up on the other base by flying
underneath the central section of the highway (you don't get spotted by the traffic directy above
you, though perhaps heard), and fit through the gaps between the buildings.  As far as vantage
points, the large skysc****rs on either side of each teams' base serve as a detriment to defenders.
 Don't unload passengers on the top of them, as you'll probably get spotted (or shot) while
descending the never-ending rampway.  What's more, on Nod's side, the turrets can even spot
you, and those don't get taken out by destroying the Power Plant.These skyscrappers do also act
as great cover for the air vehicles, as well as the ground vehicles.  Even if you're within Turret
range on the Nod base, they're still sluggish enough that you can easily dodge their fire (only for
the ORCAs of course, as the transport helicopter is too slow to effectively strafe) and return
fire.More later as I think of it.- Sparks
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