
 



(Flying Tigers continued from page 
21) 

bombers may ram enemy aircraft by 
declaring any Out of the Sun card to 
make a ramming attack, ignoring the 
burst cost. If successful, both aircraft 
are destroyed and each side receives 
victory points as normal for the 
destroyed aircraft. 

(2) All damaged Japanese bombers 
may crash dive into targets after 
doing their normal bombing run. 
The bomber must again go through 
target flak and only then is one card 
picked up to see the amount of 
damage done as in normal bombing. 
If shot down before being able to 
crash, the allies gain normal victory 
points for the aircraft. Otherwise, no 
victory points are gained for the 
destroyed aircraft. 

(3) Whenever a Japanese leader is 
shot down the wingman who 
becomes the new leader does not 
suffer the -1 penalty to hand size 
as in other nationalities. 

Optional Counters: Ace 
Pilots 
(Note: Photocopy the pilot counters 
from page 21 to use with this module.) 
(1) For every element of P-40's draw 
a random ace counter from the four 
available. One counter has a minus 
ability (-1 burst) ace representing a 
new volunteer. 
(2) For every element of Japanese 
fighters draw a random ace counter 
from the four available. Two have 
no ability. 

Note: See Insert Sheets in this issue for 
the new Flying Tigers aircraft cards, 
campaign and target sheets - RBM 

 

Feedback 
Questions 

Issue Nr.10, 1999 
How to use the Feedback Response Card: 
After you've finished reading this issue, read the 
Feedback questions below, and send me your 
answers and comments on the enclosed 
Feedback Card or on a separate sheet of paper. 
Please send your Feedback Card and Comments 
to Rodger B. MacGowan, Editor-in-Chief, C3i 
Magazine, 26500 W. Agoura Rd., Suite 373, 
Calabasas, CA 91302, USA. Thank you. 

QUESTIONS 
Questions 1 through 17 ask you to rate this 
issue, its articles and graphics (0=no opinion; 
1=poor to 5=excellent). 
1. Inside GMT 
2. CAESAR Scenarios: The Sertorian War 
3. DiF Aircraft Card Data: Regia Aeronautica 
4. Operation Shoestring: Variant Naval Rules 
5. DiF Campaign: Operation Pedestal 
6. DiF Variant: The Vie in Down in Flames 
1. INSERT: DiF Module - The Flying Tigers 
8. INSERT: C3i Countersheet 
9. DiF Campaign: Battle of Britain Day 
10. Close-Up: Paths of Glory 
11. SPQR Scenarios: EQUUS Cavalry Battles 
12. SAMURAI: Warriors and Soldiers 
13. SAMURAI: The Power of One 
14. GMT Games Rating Chart 
15. This Issue Overall 
16. Graphic Design of this Issue Overall 
17. On the basis of this issue only would 
you be inclined to resubscribe (Y/N)? 
Questions 18 through 27 ask you to rate the 
following games, first in terms of game design, 
second ease of play and third graphic design 
using a scale of 1 to 5, 5 being best: 
18. Barbarossa: Army Group Center (Design) 
19. Barbarossa: Army Group Center (Payability) 
20. Barbarossa: Army Group Center (Graphics) 
21. Caesar: Conquest of Gaul - Vol. VI (Design) 
22. Caesar: Conquest of Gaul (Payability) 
23. Caesar: Conquest of Gaul (Graphics) 
24. War Galley: GBoH - Vol. VII (Design) 
25. War Galley: GBoH - Vol. VII (Payability) 
26. War Galley: GBoH - Vol. VII (Graphics) 
27. June 6: D-Day, 1944 (Design) 
27. June 6: D-Day, 1944 (Payability) 
27. June 6: D-Day, 1944 (Graphics) 


