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INTRODUCTION 
 

The Grey Wolves Expansion (GWX) is a FREEWARE ADD-ON to Ubisoftôs Silent Hunter III. The 

GWX team created this expansion to immerse you in the role of a German submarine (Unterseeboot or 

ñU-boatò) commander during World War II by offering improved realism and environments, as we see 

them, without radically changing the way you play the game. Many of these modifications operate ñin 

the backgroundò to make it easier if you want to take the plunge from ñgoodò Silent Hunter III to an 

ñexcellentò GWX experience without requiring you be a U-boat commander. The GWX team has 

modified over 5,000 game files to make dozens of corrections, sound, and graphics enhancements, and 

include new game concepts while resolving incompatibilities between individual modifications. You 

may very well play for years and not see everything we have changed.  

 

Disclaimer 
 

GWX is a not-for profit, non-commercial venture. Our goal is historical accuracy, so please let us know 

if you see something is missing, or requires correction or change. We have tried to give proper credit to 

sources wherever possible, so please let us know if you think we have infringed on your rights: we will 

be happy to correct it to your satisfaction. We have dedicated this modification package to the 

enhancement and enjoyment of World War II submarine simulations, NOT the promotion of ANY 

political or philosophical views. 

 

 

License Agreement 
 

ñSilent Hunterò is a registered trademark and Ubisoft is a trademark of Ubisoft Entertainment, which 

neither approved nor endorsed GWX. The individual authors own the modifications, fixes, and 

alterations contained in this add-on. This compilation is freeware: 

 

1. Do not distribute it in whole or in part on CD-ROM, disk, or other physical media for a fee 

without the permission of the individual authors 

 

2. Do not include it in whole or in part within other modifications (ñmodsò) without the express 

permission of the individual mod authors and artists. 
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Special Thanks 
 

The Grey Wolves Expansion Team wishes to express special gratitude to the people and organizations 

who have very graciously granted permission to use their materials: 

 

The Archives of Ontario, Canada, http://www.archives.gov.on.ca/ 

The Battleship G. Averof Museum, www.bsaverof.com 

Destroyer Escort Central, www.de220.com 

The Hellenic Navy, www.hellenicnavy.gr  

The H.M.S. Hood Association, www.hmshood.com 

ñThe Battleship Bismarck,ò www.kbismarck.com 

Donald Smith, RAF Marine Craft Historian 

The Rhiw Village website, www.rhiw.com 

ñU-boat Aces,ò www.uboataces.com 

www.uboat.net 

The Vatcher family website, arthurjohn.vatcher-family.net 

ñRomanian Armed Forces in the Second World War,ò www.worldwar2.ro 

 

Finally, warm and special thanks to Neal Stevens and Subsim (http://www.subsim.com) 

 

 

In Appreciation 
 

To all who are and were veterans of that horrible waréboth military and civilianéthat paid its price. 

All gave some. Some gave all. We have not forgotten you. 

 

 

In Memoriam 
 

Matthew J. ñAverage Joeò Chandler 

1958 ï 2006 

 

Ben 

December 25, 1987 - May 30, 2006 

Son of Marcel and Margrit 

 

Dave ñleovampireò Bunnell 

1964 - 2008

http://www.archives.gov.on.ca/
http://www.bsaverof.com/
http://www.de220.com/
http://www.hellenicnavy.gr/
http://www.hmshood.com/
http://www.kbismarck.com/
http://www.rhiw.com/
http://www.uboataces.com/
http://uboat.net/
http://arthurjohn.vatcher-family.net/
http://www.worldwar2.ro/
http://www.submsim.com/
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Glossary  
 

Acronyms 

Term Description Notes, including ñTranslation to Englishò 

I.WO Erster Wachoffizier (ñEins-WOò) ñFirst Watch Officerò 

II.WO Zweiter Wachoffizier (ñZwei-WOò) ñSecond Watch Officerò 

AAF Army Air Field (U.S. Army)  

ABSD Advanced Base Sectional Dock (U.S. Navy)  

AG Aktiengesellschaft ñCorporation limited by sharesò 

AI  Artificial Intelligence  

aka also known as  

Anton Gun turret ñAò in German ships  

Ar Arado flugzeugwerke GmbH (as in Ar 196) ñaircraft worksò 

AOB Angle on the Bow  

APD Destroyer converted into a troop transport (U.S. Navy)  

ARA Armada de la República Argentina ñFleet of the Argentine Republicò 

A/S Aksjeselskap (Norway) ñStock-based companyò 

ASDIC Anti-Submarine Detection [electron]-ics (ASDics)  

Ato Atmosphärisch getriebener torpedo ñair-driven torpedoò 

ASW Anti-submarine warfare  

B-dienst Beobachtungsdienst ñObservation Serviceò (Signals Intelligence) 

BCE Before Christian Era  

BdU Befehlshaber der Unterseeboote ñCommander of the Submarinesò 

BEF British Expeditionary Force (in France)  

Bf Bayrische Flugzeugwerke AG ñBavarian aircraft worksò 

BPF British Pacific Fleet  

Bruno Gun turret ñBò on German ships  

BRT Bruttoregistertonnen Gross Register Tons 

Caesar Gun turret ñCò on German ships  

CAM Catapult-Armed Merchantman  

CANF Command, Allied Naval Forces (South West Pacific Area)  

CE Christian Era  

CFMC Canadian Forces Military College  

CTD Crash to Desktop  
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Term Description Notes, including ñTranslation to Englishò 

DAK Deutsches Afrika Korps ñGerman Africa Corpsò 

DANFS Dictionary of American Naval Fighting Ships  

DLH Deutsche Luft Hansa aka Lufthansa ñGerman Air Hansaò (ref. the Hanseatic League) 

Do Dornier flugzeugwerke GmbH (as in Do-18) ñaircraft worksò 

Dora Gun turret ñDò on German ships  

D/S Damp Skip (Norway) ñSteam Shipò 

DShK Degtyaryova-Shpagina Krupnokaliberniy 

(ɼʝʛʪʷʨʸʚʘ-ʐʧʘʛʠʥʘ ʂʨʫʧʥʦʢʘʣʠʙʝʨʥʳʡ ï ɼʐʂ) 

ñDegtyarov-Shpagin large caliberò (machine gun) 

Eto Elektrischer torpedo ñelectric torpedoò 

FAA Fleet Air Arm (Royal Navy)  

FAT Federapparat Torpedo or Flächenabsuchender Torpedo  ñspring-operated torpedoò or ñarea-combing torpedoò 

FCS Fighter Catapult Ship  

FdU Führer der Unterseeboote ñLeader of the Submarinesò 

FFAR Forward-Firing Aircraft Rocket  

FFI Forces Françaises de l'Intérieur ñFrench Forces of the Interiorò (Resistance fighters) 

FFL Forces Françaises Libres ñFree French Forcesò 

Fa Focke-Achgelis & Co. GmbH (as in Fa 223)  

Fi Gerhard Fieseler Werke (as in Fi 103) ñfactoryò 

Flak Fliegerabwehrkanone ñantiaircraft cannonò 

FM Flak Marine ñNaval antiaircraft cannonò 

FPS Frames Per Second  

FuG Funkmessgerät ñradar transmitterò 

FuMB Funkmessbeobachtungsgerät ñradar observation apparatusò (of enemy radar signals) 

FuMG Funkmessgerät ñradar transmitterò 

FuMO Funkmessortungsgerät ñradar location apparatusò (using active radar) 

FW Focke-Wulf flugzeugbau AG (as in Fw 200) ñaircraft constructionò 

GEMA Gesellschaft für Elektroakustische und Mechanische Apparate m.b.H. ñElectro-acoustic and Mechanical Apparatus companyò 

GHG Gruppenhorchgerät ñgroup listening apparatusò (hydrophones) 

GHz Gigahertz (billions of cycles per second)  

GM General Motors, Incorporated  

GmbH Gesellschaft mit beschränkter Haftung ñLimited Liability Companyò 

GMT Greenwich Mean Time  

GNAT German Navy Acoustic Torpedo (e.g., T V ñZaunkönigò)   

GR General Reconnaissance  
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Term Description Notes, including ñTranslation to Englishò 

GRT Gross Registered Tons  

GW Friederich Krupp Germaniawerft AG (diesel engine & U-boat mfr.)  

GWX Grey Wolves Expansion  

Hagenuk Hanseatische Apparatebau-Gesellschaft Neufeldt und Kuhnke GmbH  

He Heinkel Flugzeugwerke AG (as in He-111) ñaircraft worksò 

HIJMS His Imperial Japanese Majestyôs Ship / Submarine  

HMAS His Majestyôs Australian Ship  

HMCS His Majestyôs Canadian Ship  

HMNS His Majestyôs Netherlands Ship  

HMNZS His Majestyôs New Zealand Ship  

HMS His Majestyôs Ship / Submarine  

HMT His Majestyôs Transport  

HNoMS His Norwegian Majestyôs Ship  

HSL High Speed Launch  

HVAR High Velocity Aircraft Rocket  

IJN Imperial Japanese Navy  

IvS Ingenieurskaantor voor Scheepsbouw ñEngineersô Office for Ship Constructionò 

Ju Junkers flugzeugwerke AG (as in Ju-88) ñaircraft worksò 

JSGME Jonesoft Generic Mod Enabler  

KDB Kristalldrehbasisgerät  ñCrystal rotating base apparatusò (hydrophones) 

KFK Kriegsfischkutter Auxiliary fishing boat 

KG Kampfgeschwader ñBomber wingò 

KK Kabushiki Kaisha ( ); Japanese abbreviation ñ( )ò ñbusiness corporationò 

KNM Kongelige Norske Marine Royal Norwegian Navy 

Knot Nautical miles per hour  

KTB Kriegstagebuch ñWar Diaryò 

LaGG Lavochkin-Gorbunov-Gudkov (ʃʘʚʦʯʢʠʥ-ɻʦʨʙʫʥʦʚ-ɻʫʜʢʦʚ)  

LCI Landing Craft, Infantry   

LCI(D) Landing Craft, Infantry (Demolitions Team) ï (US Navy)  

LCI(G) Landing Craft, Infantry (Gunship) ï (US Navy)  

LCI(R) Landing Craft, Infantry (Rocket-armed) ï (US Navy)  

LCM Landing Craft, Medium ï (US Navy)  

LCVP Landing Craft, Vehicle, Personnel ï (US Navy)  

LORAN Long Range Navigation (aka ñLoomis Radio Navigationò)  
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Term Description Notes, including ñTranslation to Englishò 

LSD Landing Ship, Dock ï (US Navy)  

LST Landing Ship, Tank ï (US Navy)  

LSV Landing Ship, Vehicle ï (US Navy)  

LuT Lageunabhängiger Torpedo ñbearing-independent torpedoò 

MAC Merchant Aircraft Carrier  

MAD Magnetic Anomaly Detection  

MAN Maschinenfabrik Augsburg-Nürnberg AG (diesel engine maker.) ñmachine factoryò 

MAS Motoscafi Armati Silurante ñarmed torpedo motorboatsò 

MAS Motoscafi Armati Sommergibili ñarmed anti-submarine motorboatsò 

MCAS Marine Corps Air Station (U.S. Marine Corps)  

Me Messerschmitt AG (as in Me 109 aka Bf 109)  

MFP Marinefährprahm (-prähme) ñnaval flat-bottomed ferry (ferries)ò 

MG Maschinengewehr ñmachine gunò 

MGB Motor Gun Boat  

MHz Megahertz (millions of cycles per second)  

MOS Ministry of Supply (British, 1939 ï 1946)  

MOT Ministry of Transport (British, 1919 - 1941)  

MOWT Ministry of War Transport (British, 1941-1945)  

M/S Motor Ship  

MTB Motor Torpedo Boat  

MV  Motor Vessel  

mWdGb mit der Wahrnehmung der Geschäfte beauftragt ñentrusted with safeguarding interestsò / ñprovisionalò 

NAS Naval Air Station (U.S. Navy)  

NATO North Atlantic Treaty Organization  

NB Nota Bene ñNote carefullyò 

NDH Nezavisna Drģava Hrvatska ñIndependent State of Croatiaò 

NEI Netherlands East Indies  

NV Naamloze Vennootschap ñPublic Limited Liability Corporationò 

NVK Nachrichten-Versuchskommando der Kriegsmarine ñNaval Communications Research Establishmentò 

ObdM Oberbefehlshaber der Marine ñCommander-in-Chief of the Navyò 

OHG Offene Handelsgesellschaft ñgeneral partnershipò 

OKB Opytnoe Konstructorskoe Byuro (ʆʧʳʪʥʦʝ ʢʦʥʩʪʨʫʢʪʦʨʩʢʦʝ ʙʶʨʦ) ñExperimental Design Bureauò 

OKM Oberkommando der Kriegsmarine ñSupreme Command of the Navyò 

OKW Oberkommando der Wehrmacht ñSupreme Command of the Armed Forcesò 
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Term Description Notes, including ñTranslation to Englishò 

ORP Okrňt Rzeczypospolitej Polskiej ñPolish Republic Shipò 

PLM Paris-Lyon-Marseille (Free French shipping line)  

POW Prisoner of War  

PPI Plan Position Indicator  

RAAF Royal Australian Air Force  

RADAR Radio Detection and Ranging; now more commonly ñradarò  

RAF Royal Air Force  

RAFVR Royal Air Force Volunteer Regiment  

RAG Raketenabschußgestell ñRocket launching rackò 

RCAF Royal Canadian Air Force  

RCMG Rifle-caliber machine gun  

RDF Radio Direction Finding  

RHS Royal Hellenic Ship (Greek)  

RLM Reichsluftfahrtministerium ñReich Aviation Ministryò 

RMS Royal Mail Ship  

RN Real Nave ñRoyal Shipò 

RNZAF Royal New Zealand Air Force  

R. Smg. Real Sommergibili ñRoyal Submarineò 

RS Reaktivny Snaryad (ʈʝʘʢʪʠʚʥʳʡ ʉʥʘʨʷʜ) ñrocket cannon shellò 

RSI Repubblica Sociale Italiana ñItalian Social Republicò 

RWR Radar Warning Receiver  

SA Sociedad Anómina Limited Liability Corporation 

SAAF South African Air Force  

SEAC South East Asia Command  

SdKfz SonderKraftfahrzeug ñspecial purpose vehicleò 

SH3 Silent Hunter III  

SK Schiffskanone ñshipôs cannonò 

SM Savoia-Marchetti (as in S.M. 79 Sparviero) ñsparrowhawkò 

SMS Seiner Majistät Schiff ñHis Majestyôs Shipò 

SONAR Sound Navigation and Ranging; now more commonly ñsonarò  

SS Steam Ship  

SSR Soviet Socialist Republic  

Stuka Sturzkampfflugzeug ñdive bomberò 

St.G. Stukageschwader ñDive bomber wingò 
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Term Description Notes, including ñTranslation to Englishò 

SWPA South West Pacific Area  

TC Time Compression  

TDC Torpedo Data Computer  

TG Task Group (U.S. Navy)  

TGW The Grey Wolves (Version 1.0 ï 1.0a)  

UB Universalni Berezina (ʋʥʠʚʝʨʩʘʣʴʥʳʡ ɹʝʨʝʟʠʥʘ) ñBerezin Universalò 

UP Unrotated Projectile (fin-stabilized rocket)  

USAAC United States Army Air Corps (USAAF predecessor)  

USAAF United States Army Air Force (USAF predecessor)  

USAF United States Air Force  

USCG United States Coast Guard  

USCGC United States Coast Guard Cutter  

USLHS United States Light House Service  

USMC United States Marine Corps  

USN United States Navy  

USS United States Ship  

UZO Überwasserzieloptik ñAbove water target opticò (rangefinding binoculars) 

VC Victoria Cross  

VHF Very High Frequency  

VIP Very Important Person  

WLB Württembergische Landesbibliothek ñW¿rttemberg Regional Libraryò 

z.b.V. zur besonderen Verwendung ñto the special useò 

z. S.  zur See (as in Kapitän zur See, ñNaval Captainò)  

ZG Zerstörergeschwader ñHeavy fighter wingò 
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German Rank Equivalents 

This document uses the following German ranks, displayed here with their U.S. and British rank equivalents.
1
 

Table 1: German Navy (Kriegsmarine) approximate rank equivalents 

German Navy rank U.S. / British Naval Rank French Naval Rank 

Großadmiral  Fleet Admiral (FADM) / Admiral of the Fleet Amiral de la flotte de France 

Generaladmiral Admiral (ADM) Amiral 

Admiral Vice Admiral (VADM) Vice-amiral de escadre 

Vizeadmiral Rear Admiral (upper half) (RADM) Contre-amiral 

Konteradmiral Rear Admiral (lower half) (RDML) 

Commodore (Cdre) 1
st
 and 2

nd
 class 

Capitaine de vaisseau chef de division 

Kapitän zur See (z. S.) Captain (CAPT) Capitaine de vaisseau 

Fregattenkapitän Commander (CDR) / (Cdr) Capitaine de frégate 

Korvettenkapitän Lieutenant Commander (LCDR) / (Lt Cdr) Capitaine de corvette 

Kapitänleutnant Lieutenant (LT) Lieutenant de vaisseau 

Oberleutnant zur See (z. S.)  Lieutenant, Junior Grade (LTJG) / Sublieutenant Enseigne de vaisseau de 1
re
 classe 

Leutnant zur See (z. S.) Ensign (ENS) / Commissioned Warrant Officer Enseigne de vaisseau de 2
nde

 classe 
 

Table 2: Approximate rank equivalents for the German Army (Heer), Air  Force (Luftwaffe), and SS 

Heer/Luftwaffe  Schutzstaffel (SS) U.S. / British Army Royal Air Force  French Army 

Generalfeldmarschall Reichsführer-SS General of the Army / Field Marshal Marshal of the RAF Maréchal de France 

Generaloberst Oberstgruppenführer General Air Chief Marshal G®n®ral dôarm®e 

General
*
 Obergruppenführer Lieutenant General Air Marshal G®n®ral de corps dôarm®e 

Generalleutnant Gruppenführer Major General Air Vice-Marshal Général de division 

Generalmajor Brigadeführer 

Oberführer 

Brigadier General 

Brigadier 

Air Commodore Général de brigade 

Oberst Standartenführer Colonel Group Captain Colonel 

Oberstleutnant Obersturmbannführer Lieutenant Colonel Wing Commander Lieutenant-Colonel 

Major Sturmbannführer Major Squadron Leader Commandant 

Hauptmann Hauptsturmführer Captain Flight Lieutenant Capitaine 

Oberleutnant Obersturmführer Lieutenant  Flying Officer Lieutenant 

Leutnant Untersturmführer Second Lieutenant Pilot Officer Sous-Lieutenant 

                                                 
1 ñComparative Military Ranks,ò http://en.wikipedia.org/wiki/Comparative_military_ranks_of_World_War_II 
* This title is usually used with service type, e.g., General der Infanterie; - der Kavallerie; - der Panzertruppen; - der Flieger, etc. 

http://en.wikipedia.org/wiki/Comparative_military_ranks_of_World_War_II
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Turret Designations 

 

 

Figure 1: Letter identification codes for warship gun turrets 

 

Who was who in the Kriegsmarine 
 

Table 3: Historical Oberbefehlshaber der Kriegsmarine (ObdM)
 2
 

Rank Name Start Date End Date 

Admiral 

Erich Raeder 

June 1, 1935 April 20, 1936 

Generaladmiral April 20, 1936 April 1, 1939 

Großadmiral April 1, 1939 January 30, 1943  

Großadmiral Karl Dönitz January 30, 1943 May 1, 1945 

Generaladmiral Hans-Georg Friedeburg May 1, 1945 May 23, 1945 

 

Table 4: Historical Führer/Befehlshaber der Unterseeboote (FdU/BdU)
3
 

Rank Name Start Date End Date 

Kapitän zur See 

Karl Dönitz
*
 

January 1, 1936 January 28, 1939 

Kommodore January 28, 1939 October 1, 1939 

Konteradmiral
À
 October 1,1939 September 1, 1940 

Vizeadmiral September 1, 1940 March 14, 1942 

Admiral March 14, 1942 January 30, 1943 

Vizeadmiral
ÿ
 

Hans-Georg Friedeburg 
January 30, 1943 April 1, 1943 

Admiral April 1, 1943 May 1, 1945 

Kapitän zur See (mWdGb) Kurt Dobratz  May 1, 1945 May 8, 1945 

                                                 
2 ñAxis Biographical Research,ò http://www.geocities.com/~orion47/; 

ñChronik des Seekrieges 1939-1945,ò http://www.wlb-stuttgart.de/seekrieg/km/uboote/bdu.htm 
3 ñAxis Biographical Research,ò http://www.geocities.com/~orion47/; 

ñChronik des Seekrieges 1939-1945,ò http://www.wlb-stuttgart.de/seekrieg/km/uboote/bdu.htm 
* Oberbefehlshaber der Kriegsmarine from February 1, 1943; Head of State (Reichspräsident) from May 1 ï May 23, 1945 
À Führer der Unterseeboote until October 17, 1939, and Befehlshaber der Unterseeboote thereafter 
ÿ Given the title ñAdmiral der Unterseebooteò thereafter 

http://www.geocities.com/~orion47/
http://www.wlb-stuttgart.de/seekrieg/km/uboote/bdu.htm
http://www.geocities.com/~orion47/
http://www.wlb-stuttgart.de/seekrieg/km/uboote/bdu.htm
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A Word from Kpt. Lehmann 
 

About two years ago I found myself bored and strolling through a large bookstore... hungry for 

something new and completely different to shake up my routine. The rows and rows of books looked 

much like the rows and rows of books I had at home...  

  

I found myself in the PC games section... trying to see through all the usual stuff... more of the same... 

  

One box just barely caught my eye and I picked it up. Opening the display cover... I read how it 

promised a dynamic campaign. (I love dynamic campaigns.) However, instead of the usual flight sims 

that I tended to gravitate to... a U-boat adorned the cover. 

  

I put down the copy of Silent Hunter III and went home. 

  

Two or three nights later, I watched "The Shadow Divers" documentary on TV... and couldn't get that 

thing called "Silent Hunter III" out of my head... only it was a few more days until payday. I researched 

the game on the internet and found myself on the SH3 Ubisoft website, downloading video interviews 

with Jürgen Oesten and video bites. 

  

The moment I found out that you could sail anywhere... I was hopelessy and instantly obsessed.  Payday 

finally came and I made it in time to buy the final available copy. 

  

After only a few days and seeing references to problems in-game that could be fixed... I was pointed to 

Subsim.com... where I was promptly promoted to "Bilge Rat" simply for arriving. 

  

Pretty much immediately I was assisted by several people that come to mind... Average Joe, Pablo, 

Rulle34, Syxx_Killer, Nippelspanner, Sailor Steve, and Rubini... just to name a few. 

  

I guess I asked too many questions, pestered too many people, and irritated at least one who basically 

told me to go and build my own mod if I didn't agree with what was available...  

  

Not long after that I fell into a discussion with Marhkimov and we went to work on a little mod package 

he wanted to build to correct some atmospheric problems in-game... and this effort lead me to a deeper 

conversation with him addressing some ideas I had about presenting a larger mod package and not 

letting others tell us what to think, do, or not do. 

  

Part of this conversation found me saying, "For crying out loud... the other mods have names that are so 

dull... Let's call it óThe Grey Wolves!ô Doenitz referred to his men as his óGrey Wolves.ô  Let us grab 

that title before someone else does! Let's not be afraid to think big too... George Lucas big!!!"   

  

I had no idea of what I was getting into. We started out as puppies digging in the garden... and well... we 

think we found China! Between then and now... it has been one huge mountain of work, problems that 

seemed insurmountable... and has often meant dealing with some very dark days. One thing is most 

certain though. There is no way on EARTH that GW or GWX would see the light of day without the 

helping hands of many... and the tirelessness and stubbornness of the gentlemen on The Grey Wolves 

Dev team... especially those that worked until the end.   

  

If you enjoy this mod... take a moment to review the names on the development team list found on this 

readme... and offer them a moment's salute. Those names represent HUNDREDS of hours spent to 
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basically re-write Silent-Hunter III not only for your enjoyment, but for the sake of history. Those names 

represent a journey of a thousand miles and real-world sacrifice. Go on to review the other credits as 

well... they represent many contributions both great and small... that made our work richer still. 

  

To our fans who have offered their good wishes and kept the faith along the way... I salute you. Now 

that you have put your socks back on... we are going to blow them off again... and burn'em! 

  

It is impossible for me to properly thank everyone who helped us along the way... but I can tell you this, 

our gratitude is undying. 

  

Natasha, thanks for allowing me the space I needed to do this. I know you went without many times to 

let me see this thing through... not once but twice. 

  

Finally, I dedicate the entirety of my personal efforts to my friend Kurt Cullum. Kurt was naval history 

enthusiast and former police officer who gave me true friendship and counsel that changed my entire 

life. Kurt demonstrated to me the true meaning of service to others every day that I knew him. He would 

have LOVED this stuff had he lived to see it. Rest in peace my friend. It was an honor to know you. 
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Known Silent Hunter III  Issues and Workarounds 
 

Silent Hunter III  has limitations that result in the several known issues. 

 

Crash to Desktop Errors 

 

Å Setting the crew configuration for ñsurface cruise modeò in the crew management window (F7) will 
cause a crash to desktop (CTD). This is a stock Silent Hunter III bug, for which there is no 

workaround other than to arrange the locations of your crewmembers manually and avoid the use of 

the crew configuration buttons. 

 

 

Figure 2: The GWX Team recommends not using the crew configuration buttons due to CTD risks 
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Game bugs 

 

Renown Issues 
 

The following are stock Silent Hunter III issues the GWX Team is unable to address 

 

¶ If you upgrade your U-boat before the first patrol of a new career, you may not receive any renown 

for ships sunk during the first patrol, so you should not upgrade or change anything on your U-boat 

on your first patrol of a new career before leaving port. Some players report that using <ESC> to end 

your patrol when close to your base but not necessarily in the harbor itself can avoid this problem. 

 

¶ If you upgrade your U-boat at the end of the current patrol you may not receive any credit for ships 

sunk during the patrol, so you should upgrade your U-boat only when you are ashore and about to 

leave for the next patrol 

 

Å Players do not receive any additional renown for returning to base under manual control. 

 

Å Players do not receive renown when they damage a ship if the ship later sinks due to storm damage. 

  

Saved Games 
 

Å Restoring a game that you saved when your U-boat was submerged can lead to instability. This is a 

stock Silent Hunter III issue that GWX is unable to address, other than to recommend most strongly 

that you not save your game while your U-boat is submerged. 

 

Å Players who have just one career in stock Silent Hunter III will occasionally find their career has no 

saved games, even though you successfully saved your most recent game, and the save game files 

are present in their proper career folder. This is a stock Silent Hunter III behavior and seems to 

happen when you have deleted the career named after your ñplayer nameò and replaced it with a 

name of your own creation), so the GWX team suggests you create a ñdummyò career (e.g., for 

Leutnant z. S. Fubar) before starting your real career to ensure this does not happen. 

 

If this does happen 

 

1. Find the folder that holds your career, e.g., 

 

C:\Documents and Settings\Pablo\My Documents\SH3\data\cfg\Careers\Pablo 

 

2. Append ñxò to the filename so it is renamed, for example, ñC:\...\Careers\Pabloxò 

 

3. Exit and restart Silent Hunter III, then verify if Silent Hunter III can now read the contents of the 

ñnew save gameò save game: if so, you can rename the career back to its original name. If not, you 

will need to start a new career. 

 

Å Players will occasionally experience the ñCrash Dive of Doom,ò a known Silent Hunter III bug 

where your game is saved normally, but when you restart the game, your U-boat starts at the bottom 

of the ocean and sinks because it is far below crush depth. The workaround is to open the 

Campaign.LND, Campaign.SCR, and Campaign.RND files in "Notepad" or "Wordpad", change the 

ñWindspeed=0.000000ò to ñWindspeed=4ò, and then restart the same save game again. 
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Å Players will sometimes find that Silent Hunter III improperly displays the following message when 

loading a saved game: ñCannot load after war is finished.ò This is due to an intermittent error in 

stock Silent Hunter III. To correct this problem, go the folder  

 

C:\Documents and Settings\**** \My Documents\SH3\data\cfg\Careers\òCareername,ò 

 

where ñCareernameò is the name of your saved career. Open the latest ñcareers.cfgò file, and replace 

ñtrueò with ñfalseò for each line: 

 

Finished=true; <becomes Finished=false> 

WarOver=true; <becomes WarOver=false> 

 

Gameplay 
 

Å There is a bug with the Vorhaltrechner (ñdeflection calculator,ò also referred to as the Torpedo Data 

Computer, or TDC) in stock Silent Hunter III : the TDC does not always recognize when you have 

adjusted the speed of a steam-powered T I, T I FAT, or T I LUT I torpedo from ñfastò or ñmediumò 

to ñslow.ò The workaround is to always left-mouse-click on the torpedo speed selector before 

leaving the TDC view if you have changed the speed of a torpedo, as this appears to ensure the TDC 

recognizes the correct torpedo speed settings. You donôt have to change the speed setting when using 

this procedure ï just click on the ñspeedò button to ensure the TDC ñacceptsò the new speed setting 

 

 

Figure 3: Vorhaltrechner (ñdeflection calculatorò) screen highlighting the torpedo speed button 
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Graphical User Interface 
 

¶ Silent Hunter III  allows players to use radar on a small conning tower (Turmumbau, or Turm 1) even 

though the radar antennaôs location in the 3D model assumes the use of a large conning tower (Turm 

2 or Turm 3). The radar will therefore float outside the Turm 1 conning tower if you insist on 

installing a radar antenna on it. 

 

Å If you start a mission in GWX and you have a completely black sky in the daytime then there is a 

mismatch between the scene.dat file and the skycolors.dat file. The GWX Team has found this is 

often the result of not correctly install GWX. Roll back SH3 Commander if you are using it; if you 

use JSGME, use it to uninstall all installed mods, and then re-install GWX following the GWX basic 

installation instructions. 

 

Å Players using NVidia GForce 8800-type video cards will see white artifacts or specks near the 

horizon. This is a stock Silent Hunter III issue with anti-aliasing in this video card; the GWX Team 

recommends using the [Shift][PageDown] key combination to disable anti-aliasing if this is an issue 

with your installation. You can reactivate anti-aliasing by the [Shift][PageUp] key combination. 

 

Å If you get a ñCamera out of Sectorsò error while in the external (F12) view, just switch to a different 

view (e.g., the control room, or F2) to reset the camera sectors and then return to the F12 view. 

 

Å Stock Silent Hunter III has issues with the particle rendering features of NVIDIA® graphics cards 

that can result, for example, in slow screen update and fuzzy images when looking through the UZO. 

GWX is unable to fix this problem, so the GWX Team recommends you disable particle rendering 

by using [Ctrl ]-P if you are using an NVIDIA graphics card and you are having these problems. 

 

 

Aircraft and Flak 
 

Å ñEliteò (CrewRating=4) aircraft will not drop bombs in stock Silent Hunter III. Set the aircraft to 

ñVeteranò (CrewRating=3) and add more of them if you are writing a single- or multiplayer mission 

and need more effective airpower. 

 

Å If you send your flak gunners to their stations in port, they will  shoot at Luftwaffe aircraft. Do not 

man the antiaircraft guns in port unless the Allies are bombing your base. 

 

Å U-boats with multiple antiaircraft guns require player intervention to use all of their guns against 

attacking aircraft due to an issue in stock Silent Hunter III. The GWX team recommends that you: 

 

2. Ensure all your antiaircraft guns are fully manned and given appropriate firing orders 

3. Use the [F4] key to move your view to the bridge 

4. Toggle between flak positions and the bridge using the sequence: F  [F4]  G [F4]  T  [F4] 
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50-kilometer Rules 
 

¶ Restarting a game saved when your U-boat was within 50 km of any harbor will result in the ships in 

and near that harbor moving straight ahead and (likely as not) running aground and burning since 

Silent Hunter III  does not save the paths plotted by friendly ships traveling near the harbor. These 

ships will regenerate at the start of your next patrol. 

 

¶ If you restart a game saved when you were within 50 km of a ship you just sank, then that ship can 

occasionally be ñresurrectedò as it was before you sank it with the same ship type, course, speed, etc. 

Silent Hunter III  will give you credit for the original sinking; however, you will gain no credit for 

sinking the ñresurrectedò version since the game remembers you have already sunk that ship. 

 

¶ Scripted aircraft formations or convoys, such as those in Operation Weserübung, will not spawn if 

you are within 50 km or so of the spawn point. If you want to hunt a specific, scripted convoy, you 

must hang back at least 50km and use your sensors to find it after it has spawned. 

 

¶ To avoid starting a 7
th
 Flotilla career with a Type IIA U-boat in 1945, you must change the Flotilla 

"up and back" prior to pressing the "Start" button. 

 

Sound Issues 
 

¶ You should hear the whistling from high winds only on the bridge; however, you can sometimes 

hear it at every crew station inside the U-boat, even when you are submerged. This is a known Silent 

Hunter III issue with some sound cards that you can usually alleviate by using the Windows Control 

Panel (Sounds and Audio Control panel) to reduce by one level the degree of hardware acceleration 

used by your sound card. Failing that, you can correct the problem at least temporarily by saving 

your game and then exiting and restarting Silent Hunter III. 
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Features 

 

Long Load Times 
 

GWX adds a great deal of material to stock Silent Hunter III that the game engine must load before you 

start playing a mission or a campaign. It is normal to wait seven to eight minutes as the game engine 

loads all of the information in GWX (as the ñred barò advances across the bottom of the screen) and you 

await the message, ñNot so long agoéò 

 

Please be patient: the game has not crashed on start-up until you see a warning pop-up message. 

 

One way to alleviate the wait time is to load one of the Black Sea-only or Indian Ocean-only campaigns 

if you are planning to stay entirely within these operational areas during your patrol. 

 

Graphics Issues 
 

Å Crewmembers do not wear foul weather gear when they start a mission or patrol on watch on the 

conning tower in precipitation or high winds. This is a stock Silent Hunter III ñfeatureò that has no 

effect on crew fatigue for ñexposedò crewmembers. Players can eliminate this purely cosmetic effect 

by using the crew roster display (F7) to shift crewmembers on watch into different locations, 

including swapping positions with crewmembers already on the conning tower. 

 

Å You can always see searchlights, lighthouse lights, and Leigh lights through ñsolidò objects. This is a 

stock Silent Hunter III issue that GWX is unable to fix. 

 

Å Playing the game after ñvisitingò the Museum can result in very low frame rates and other sluggish 

behavior consistent with oversubscribed system RAM. The GWX Team recommends you exit Silent 

Hunter III and restart the game if your system behaves this way when playing the game after 

viewing the Museum. 

 

Å GWX users may experience frame rate ñstutteringò when your U-boat starts a patrol or loads a saved 

game in ports or other areas with many 3D objects: the game stutters when Silent Hunter III loads all 

those new objects into memory as they come into your field of view. The GWX team suggests you 

go to the external camera (if available) using the F12 key, or to the bridge using the F4 key, and then 

look in a complete circle around your U-boat. This will cause stuttering while your field of view 

rotates as the objects in the harbor load into memory, but it will reduce stuttering for the remainder 

of your time in port since all the local objects will have now been loaded into memory. 

 

 

Repeated detection of the same ship or aircraft 
 

The stock Silent Hunter III  game engine will send a ñship sightedò or ñaircraft sightedò message 

whenever your lookouts redetect a ship or aircraft after losing sight of it. This behavior happens 

frequently when your lookouts detect a ship or aircraft at the limit of their detection range but the object 

keeps coming into range and going out of range. The only way to resolve this behavior is to move your 

U-boat closer to the ship or aircraft, or further away from it; or to wait for the ship or aircraft to do the 

same. 
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 Small Oddities 

 

¶ The smoke generated by historical merchant ships varied widely depending upon the shipôs age, the 

fuel it burned, and the crewôs efficiency; warships usually produced little if any smoke except when 

making deliberate smoke screens. Silent Hunter III does not allow GWX to vary the amount of 

smoke a ship generates, or to vary the amount of smoke generated by different ships, so warships 

always make as much smoke as merchant ships. 

 

¶ Stock Silent Hunter III does not restrict the schnorchel with regard to wave height, wind speed, or 

the U-boat's speed through the water: the only thing that matters is whether you are at the right 

depth. Historically, U-boats could use the schnorchel only in relatively calm seas and if the U-boat 

was traveling at a speed of six knots or less. Using the schnorchel in more severe conditions could 

cause the schnorchel to close off to prevent water from coming into the air intake, resulting in great 

crew discomfort as the diesels began using air inside the U-boat rather than from outside. The 

pressure of the water on the schnorchel if the U-boat went at high speed (> ~6 knots) could damage 

or destroy it. GWX does not change the schnorchel limitation of stock Silent Hunter III. 

 

¶ Silent Hunter III treats objects on land as ñenvironmentalò objects; however, ñenvironmentalò 

objects are not valid targets and are not subject to attack. This precludes actual shore bombardment, 

so the GWX Team provides anchored merchant ships as targets for bombing raids and for scripted 

ñsail-byò attacks on harbors in the campaign game. 

 

Å When using the deck gun with the rangefinder in zoom mode in stock Silent Hunter III  the deck gun 

will occasionally fire a round several degrees in azimuth or elevation away from where the previous 

shell went even in calm seas with no wind. The only way to work around this is to get really close to 

the target so that these ñwildò shots will still hit the target. 

 

Å Please remember that you will take your U-boat with you if you transfer between flotillas. This is 

important if, for example, you want to transfer from 30
th
 Flotilla (patrolling the Black Sea with 

short-range Type II U-boats) to 10
th
 Flotilla (patrolling the South Atlantic with long-range Type IX 

U-boats). Make sure you have enough renown to upgrade your U-boat at your new assignment! 

 

Å ASW ships will occasionally sink themselves with their own depth charges. This generally occurs 

when they are hunting a U-boat that is at periscope depth, and the depth charge explodes just after it 

hits the water due to random variability in the detonation depth. Real life U.S. depth charges had a 

minimum detonation depth setting of 50 feet
4
, and their tactical doctrine called for ASW ships to 

keep their speed up to avoid such calamities
5
, but the artificial ñintelligenceò of ASW ships in Silent 

Hunter III is not always that intelligent. The GWX Team has tried to reduce the possibility of this 

type of occurrence, but cannot rule it out. 

 

Å Ships torpedoed in shallow water may settle to the bottom without being ñsunkò if the ship is still 
above water when the hull is resting on the bottom, and the ship has not been ñdestroyedò by losing 

hull integrity. The only way to sink a ship in this condition is to keep battering one section of the 

hull with torpedoes until it has lost all of its hit points. This is stock Silent Hunter III behavior, and is 

unchanged by GWX. 

                                                 
4 ñUnited States of America: ASW Weapons,ò http://www.navweaps.com/Weapons/WAMUS_ASW.htm 
5 Department of Ordnance and Gunnery, U.S. Naval Academy, ñAntisubmarine Warfare,ò Naval Ordnance and Gunnery, 

Vol. II: Fire Control. Bureau of Naval Personnel 10789A: 1958. 

http://www.eugeneleeslover.com/FIRE-CONTROL-PAGE.html  

http://www.navweaps.com/Weapons/WAMUS_ASW.htm
http://www.eugeneleeslover.com/FIRE-CONTROL-PAGE.html
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Å Stock Silent Hunter III includes graphics and modeling information for the T VII Steinbarsch (ñrock 

bassò) torpedo, but the torpedo is not available in the game. Germany produced at the very end of the 

war 100 of these wakeless, 45-knot, hydrogen peroxide-fueled torpedoes with LuT pattern following 

and a range of 8 km, but none went to sea before the end of hostilities.
6
 The Silent Hunter III game 

engine only reads one character in the applicable .cfg file when identifying torpedo types, so only 10 

types of torpedoes (numbered 0 ï 9) are allowed, BUT the T VII would be the 11
th
 torpedo type. 

GWX does not replace any other torpedo types to enable the T VII . 

  

                                                 
6 John Campbell, Naval Weapons of World War Two. Conway Maritime Press: 1985. 
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GETTING STARTED 
 

System Requirements 
 

The Grey Wolves Expansion (GWX) team suggests your computer meet the recommended system 

configuration requirements for Silent Hunter III; use the Silent Hunter III Detection Tool to determine 

whether your system meets these requirements. We have found that running with less than the 

recommended configuration can result in choppiness and low frame rates (frames per second), and can 

occasionally result in freezing or locking up your game. GWX requires 3.3 gigabytes of free disk space.  

 

Installing the Grey Wolves Expansion 
 

Basic Installation 

 

You must install The Grey Wolves Expansion (GWX) over a CLEAN, UNMODIFIED installation of 

Silent Hunter III patched to Version 1.4b since the installer will only install GWX into your Silent 

Hunter III installation folder. The following instructions may apply to you depending on how you have 

modified Silent Hunter III: 

 

1. REMOVE any installed SH3 Commander files (if you use SH3 Commander) by pressing the 

"Rollback SH3" button from within SH3 Commander 

 

2. You can use JSGME to activate other modifications after you install GWX, but not GWX itself 

 

3. GWX is a full/general release that completely supersedes all previous versions of ñThe Grey 
Wolvesò and GWX. See the section on óInstalling under ñWindows Vistaòô if you are using that 

operating system. 

a. Uninstall Silent Hunter III via the MS-Windows ñAdd/Remove programsò feature 

b. Open Windows Explorer and: 

i. *delete* the folder from where Silent Hunter III was just removed 

ii. *delete* the ñ\My Documents\SH3ò folder. GWX V2.0 is incompatible with non-GWX 

save games and is likely incompatible with games saved under previous GWX versions. 

c. Reinstall Silent Hunter III 

d. Install patch V1.4b if your version of Silent Hunter III was an earlier version, ensuring the 

patch version corresponds to your source media: Download, DVD, EMEA, or US).  

e. Visit the GWX homepage (http://www.thegreywolves.com) and download all the primary 

files listed there. Send them all onto your desktop or onto a folder of your own choosing, but 

please ensure they are all loaded INTO THE SAME FOLDER. 

f. Run GWX.exe and follow the installation prompts 

 

Note: GWX will install versions of German flags and battleship Bismarck hull markings without 

swastikas if you have the European version of Silent Hunter III; other versions will have swastikas. 

 

If you encounter problems during GWX installation, please post the details at the SubSim forum 

(http://www.subsim.com/radioroom/index.php), and include the contents of "GWXInstErr.log" if it 

exists on your Desktop. 

 

Windows#_Installing_under_
http://www.thegreywolves.com/
http://www.subsim.com/radioroom/index.php
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Installing under Windows Vista 

 

Perform the following steps if you are installing GWX in a Windows Vista® environment, assuming 

you have already executed Steps 1 and 2 in the Basic Installation procedure: 

 

1. Uninstall Silent Hunter III 

 

2. Delete the residual Silent Hunter III installation folder and all contents 

 

3. Delete (or at least rename) your ñMyDocuments\SH3ò save game folder 

 

4. Delete the ñC:\Users\<Username>\AppData\Local\VirtualStore\Program Files\SilentHunterIIIò 

folder and all its contents, if it exists. 

 

5. Reinstall Silent Hunter III. The GWX Team recommends you install it outside of the ñ\Program 

Filesò folder 

 

6. Right-click the 1.4b patch ñ.exeò file and select ñRun as administratorò 

 

7. Install the patch 

 

8. Verify you installed the patch correctly by running the game. 

 

9. If the game fails to run, download and install the StarForce Vista update from the StarForce 

developersô site: http://www.star-force.com/support/sfdrvup.zip. 

 

10. You can now run optional tools like SH3 Commander, JSGME, SH3Gen, etc. provided you run 

them as an ñAdministratorò after you have installed them. 

 

The GWX team recommends reading up on the Microsoft Vista ñUser Account Controlò and ñFile 

Virtualizationò features for greater familiarity with Windows Vista system security issues that may 

affect Silent Hunter III. 

 

 

http://www.star-force.com/support/sfdrvup.zip


 

The Grey Wolves Expansion V3.0 Gold 23 

GWX Options 
 

GWX includes several "optional modifications" that are ready to be enabled using JSGME. GWX 

installs the latest version of JSGME (v2.0.1) and its help file (JSGMEHelp.txt) to your Silent Hunter III  

folder as part of the installation procedure. Please consult this help file for details on using JSGME. The 

GWX installation procedure does not enable any of the optional modifications by default when it installs 

GWX; you can enable any or all of these optional modifications simply by running JSGME.exe. 

 

Note: the GWX Team recommends installing or changing options before you begin play, or after 

you have saved the game with your U-boat in port and have exited Silent Hunter III . 

 

 

16km Atmosphere 

 

The radius of the 3D-rendered world in stock Silent Hunter III  is 8 km: objects beyond this distance are 

invisible to the player although the game still tracks their movement and status. This option increases the 

radius of the 3D world to 16 km. 

 

Note: this option significantly increases CPU loading; the GWX team suggests players use this 

option only if they have a system that exceeds the recommended specifications for Silent Hunter III . 

 

 

Alternate Load Screen ð Full Circle 

 

This option enables the load screen art for the original Grey Wolves mod, the immediate predecessor of 

GWX, in place of the GWX load screen. 

 

 

Figure 4: Load Screen with The Grey Wolves artwork  Figure 5: Load Screen with GWX artwork  
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Alternative Flotillas 

 

This mod replaces the 11
th
 U-boat Flotilla based in Norway with the 3

rd
 U-boat Flotilla based in La 

Rochelle, France from October 1941 until September 1944, when the 3
rd
 Flotilla historically deactivated 

and its U-boats left La Rochelle for Norway. The 11
th
 Flotilla becomes available in Bergen, Norway 

upon deactivation of the 3
rd
 U-boat Flotilla. 

 

Installation 

Unpack to your SilentHunterIII\MODS folder and enable via JSGME. Please ensure that you have 

rolled back SH3 Commander (if in use) before enabling this mod. 

 

Known incompatibilities and workarounds 

 

Å "GWX - Navigation Maps and Grid References in English" mod 

If you use the ñGWX ï Navigation Maps and Grid References in Englishò mod it must be 

installed before installing the ñAlternative Flotillasò mod, or the flotilla changes will not take 

effect. 

 

Å SH3 Commander ñUse historic U-boat availability datesò option 

Disable SH3 Commander "Use historic U-boat availability dates" option. The stock GWX .cfg 

files for SH3 Commander cover only the stock GWX flotillas and not the optional 3
rd
 Flotilla. 
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òCaptain Americaõsó Officer Icons 

 

Stock Silent Hunter III  uses a set of user-clickable 

icons on the main playing screen to facilitate 

rapid access to player commands related to the 

basic U-boat functions associated with the Chief 

Engineer, the Navigator, the Weapons Officer, 

the Hydrophone Operator, the Radio Operator, 

and the Watch Officer. Figure 6 highlights the 

location of these icons on the standard playing 

screen as displayed in GWX. 

 

ñCaptain Americaò is a member of the Silent 

Hunter III modding community who created a set 

of officer icons; GWX offers these icons as an 

optional alternative to the GWX icons. 

 Figure 6: Officer Icons highlighted in red 

 

The officer icons represent (in order from left to right) the Chief Engineer, Navigator, Weapons Officer, 

Hydrophone Operator, Radio Operator, and Watch Officer: 

 

 

Figure 7: Stock Silent Hunter III  officer icons 

 

  

 

 

 

Figure 8: GWX Officer icons 

 

 

Figure 9: Captain America's officer icons 
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Enhanced Damage Effects 

 

This option adds several effects intended to better simulate the effects on surface ships of hits by bombs, 

gunfire, and torpedoes, including: 

 

Å Oil slicks and trails 

Å Large oil slicks and oil trails in the path of damaged ships, especially tankers 

Å Oil slick color is now less violet-colored and closer to the real color of oil 

 

Å Fires and Explosions 

Å Reduced some of the impact of fires on display FPS rate compared to stock Silent Hunter III 

Å Corrected stock Silent Hunter III bugs with catastrophic aircraft explosions, small fires, and 

depth charge detonations 

Å More splinters in explosions with splinters, and more explosions with splinters in general 

Å Large secondary explosions 

Å Improved fire and smoke effects 

Å More below-water explosion effects and bubbles as ships sink 

 

Å Sound effects 

Å All fires now have sound effects 

Å You can hear fires in large damaged ships through hydrophones in some conditions 

Å Added and adjusted new sound effects for explosions 

 

Note: The new effects will not always appear, since the effect depends on where you hit the target ship. 

 

 

Figure 10: Damaged tanker with trailing oil slick with the GWX Enhanced Damage Effects option 
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Fix Français pour GWX  (French Fix for GWX) 

 

I. Menu 

 

1. Petites corrections/reformulations apportées aux textes 

 

2. Traduction faite du document [disponible dans le coin supérieur gauche du périscope (F3)] 

répertoriant les drapeaux de tous les pays, leur statut pendant la guerre suivant les années, 

etc... 

 

3. Le document secret [toujours disponible dans le coin supérieur gauche, sur la table à carte 

(F5)] signalant aux capitaines de u-boot les emplacements des mines et des filets. 

 

4. Vous verrez dorénavant la qualification «bonne» dans l'écran de mise à jour de l'équipement 

du sous-marin, «bonne» constituant une non-modification du u-boot. Cela est dû aux 

limitations du jeu : ce mot apparaît également lors de la demande de rapport météorologique 

(«visibilité bonne»). Prenant en compte les limitations du jeu, nous avons tout de même décidé 

de conserver le rapport de visibilité lors de la demande de rapport météorologique en jeu, 

même si l'état de non-modification du sous-marin doit être qualifiée de «bonne» 

 

 

II. Air  : Ajout de nouvelles unités 

 

 

III.  Campaign (Campagne) 

 

Version française révisée de bout en bout, messages radio existants entièrement corrigés, 

reformulés pour certains, et liste des messages disponibles en versions anglaise et allemande 

intégralement traduite en français. 

 

 

IV. Land (Terre) 

 

Table 5: Liste des diminutifs utilisés pour les bases aériennes en «French Fix» 

all allemande  jap japonaise 

atl atlantique  nz néo-zélandaise 

aust australienne  ru russe 

br britannique  ro roumaine 

bré brésilienne  R.S.I. République Socialiste Italienne 

bu bulgare  U.S. américaine 

can canadienne    

ég égyptienne  g grande 

fin finlandaise  p petite 

it italienne  tp très petite 
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V. Submarine (Sous-marins):  

 

1. Ajout de nouvelles unités 

 

2. s.-m. : diminutif de sous-marin 

 

VI. Sea (Mer) 

 

1. Ajout de nouvelles unités 

 

2. Pour une raison technique, les qualificatifs utilisés pour désigner la taille de certains 

bâtiments ont dû être retirés en jeu. 

 

Nom réel de bâtiment Nommé abrégé correspondant 

croiseur léger / lourd Croiseur 

ravitailleur de classe Dithmarschen navire rav. Dithmarschen 

navires de soutien logistique navire de soutien 

chalutier-dragueur de mines classe «Isles» chalutier-dragueur Isles 

navire de transport de troupes type Chatham nav. de troupes Chatham 

le paquebot transatlantique type Ceramic paquebot type Ceramic 

le cargo de type Empire cargo type Empire 

 

3. Un «Sperrbrecher» (littéralement «briseur d'obstructions») est un bâtiment spécial destiné à 

balayer les mines en les faisant sauter. 

 

4. c.-t. :  diminutif de contre-torpilleur 

 p.-a. : diminutif de «porte-avions» 

 l.-t. : diminutif de «lance-torpilles» 

 

VII.  Single Missions (Missions solo) 

 

Ajout de missions supplémentaires disponibles dans la version anglaise de l'expansion 

   

Pour plus d'informations sur chacun des navires présents dans GWX, reportez-vous au «readme» (en 

anglais) disponible dans: 'C:\Program Files\Ubisoft\SilentHunterIII\documentation'. 

 

De la part de tous les joueurs français : MERCI. 

 

Effectué par Alex (http://www.subsim.com/radioroom/member.php?u=228626), pour la GWX team. 

http://www.subsim.com/radioroom/member.php?u=228626
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Translation: 

 

I. Menu 

 

1. Made small corrections 

 

2. The quick reference sheet (ñschiffsflaggenò) available on the periscope view (F3) that shows 

the flags of all the countries available in GWX is available in French. 

 

3. The secret document that points out to the U-boat captain the location of nets and mines in 

harbors (available via F5) 

 

4. From now, you will notice the word "unlimited" in the submarine update screen whenever you 

have not yet modified your U-boat. This is due to game limits, as GWX uses the same word 

that appears when you ask for an in-game weather report (e.g., ñvisibility unlimitedò). After 

considering these game limits, we have left the visibility part of the weather report unchanged, 

even though it means the status of your non-modified U-boat is now ñunlimited.ò 

 

 

II. Air : New units have been added 

 

 

III.  Campaign 

 

French version completely redone, with French translation of the full list of radio messages in the 

English version 

 

 

IV.  Land: list of all abbreviations used for air bases 

 

 

Table 6: List of all abbreviations used for air bases in the French Fix option 

all German  jap Japanese 

atl Atlantic  nz New Zealand 

aust Australian  ru Russian 

br British  ro Romanian 

bré Brazilian  R.S.I. Italian Socialist Republic 

bu Bulgarian  U.S. American 

can Canadian    

ég Egyptian  g Large 

fin Finnish  p Small 

it Italian  tp Very Small 

 

 

Schiffsflaggen#_Flag_recognition_(
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V. Submarine 

 

1. New units have been added 

 

2. s.-m. : abbreviation for submarine 

 

 

VI. Sea 

 

1. New units have been added 

 

2. Stock Silent Hunter III limits to 24 the number of characters that describe the name of a type of 

ship. This forced a number of abbreviated ship type names since the words used to qualify the 

size of ships could not be used: 

 

Real name of ships Abbreviated name  

Light/Heavy cruiser Croiseur 

Dithmarschen-type supply ship navire rav. Dithmarschen 

Depot ship navire de soutien 

Isles-class minesweeper chalutier-dragueur Isles 

Chatham-type troop transport nav. de troupes Chatham 

Ceramic-type ocean liner paquebot type Ceramic 

Empire-type cargo ship cargo type Empire 

 

3. A Sperrbrecher (literally, ñbarrier breakerò) is a special ship used to clear minefields 

 

4. c.-t. : abbreviation for ñdestroyerò 

 p.-a. : abbreviation for ñaircraft carrierò 

l.-t. : abbreviation for ñtorpedo-launchingò qualifier (e.g., vedette l.-t., ñmotor torpedo boatò) 

 

 

VII.  Single Missions 

 

ñNewò missions from the English version of the expansion added in the French version 

 

For more information on all the new ships available in GWX, consult the GWX readme available in the 

ñ\documentationò folder 

 

 In the name of all French players: MERCI. 

 

Done by ñAlexò (http://www.subsim.com/radioroom/member.php?u=228626), for the GWX team 

 

 

http://www.subsim.com/radioroom/member.php?u=228626
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GWX Black Sea Campaign Files Only 

 

The GWX Team has developed specific campaign files for the 30
th
 Flotilla in the Black Sea which 

reduce load times by leaving the rest of the world empty of ships, aircraft, etc.. If you install this mod, 

you will not see any ships or aircraft outside of the Black Sea when starting a mission or campaign. 

 

 

### IMPORTANT NOTE ### 

Players must enable the ñGWX Black Sea Campaign Files Onlyò option before starting a patrol from 

Constanza if the player intends to patrol the Black Sea, as this option includes a workaround that allows 

players to win renown by patrolling their assigned Black Sea patrol area. Players should disable this 

option before starting their next mission if they have transferred from the 30
th
 Flotilla. The GWX team 

recommends using the JSGME tool - provided with GWX - for easy installation of this feature. Please 

read the JSGME documentation for instructions on enabling and disabling software modifications. 

 

 

GWX Indian Ocean Campaign Files Only 

 

The GWX Team has developed specific campaign files for the 10
th
 Flotilla in the Far East to reduce the 

load time, since the rest of the world outside the Indian Ocean and the Pacific is empty. If you install this 

mod, you will not see any ships or aircraft outside of the Far East when starting a mission or campaign. 

 

### IMPORTANT NOTE ### 

Players must enable the ñGWX Indian Ocean Campaign Files Onlyò option before starting a patrol from 

Penang, Jakarta, or any other Asian U-boat base if the player intends to end the patrol in Asian waters, 

as this option includes a workaround that allows players to win renown by patrolling their assigned 

Indian Ocean or Pacific Ocean patrol area. Players should disable this option just before starting a 

mission where they intend to travel to Europe. The GWX team recommends using the JSGME tool - 

provided with GWX - for easy installation of this feature. Please read the JSGME documentation for 

instructions on enabling and disabling software modifications. 

 

 

GWX Merged Campaign 

 

The GWX Merged Campaign contains all elements of the GWX campaign in all ocean areas. This has 

the advantage of allowing players to transit between the Atlantic and Indian Oceans with all the 

campaign elements in place for their entire voyage; the downside is this version takes longer to load than 

the default GWX campaigns that focus on the Atlantic and the Mediterranean, the Black Sea, or the 

Indian Ocean and Pacific. The GWX Team recommends using the merged campaign only if you are 

planning a transit in either direction between Europe and the Orient, or if you do not mind the load 

times. 

 

### IMPORTANT NOTE ### 

Players must enable the ñGWX Merged Campaignò option before starting a patrol from European waters 

to an Asian port such as Penang, Jakarta, or any other Asian U-boat base; or if the player intends to end 

the patrol in European waters after starting at an Asian base. The GWX team recommends using the 

JSGME tool - provided with GWX - for easy installation of this feature. Please read the JSGME 

documentation for instructions on enabling and disabling software modifications. 
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Integrated Orders 

 

This option adds clickable icons to the screen so that the keyboard is no longer required, although all 

keyboard commands will still function normally. All icons are accessible through the crew activity icons 

on the lower left side of the screen. Silent Hunter III  shows a tooltip describing an iconôs function when 

you move your mouse pointer over an icon for an enabled command; if you do not see a tooltip, then the 

command is currently disabled, e.g., ñBlow ballastò when your U-boat is on the surface. Note: 

illustrations in this section use the officer icons from the GWX ñCaptain Americaôsò Officer Icon mod. 

 

Chief Engineer Icons 
 

The Chief Engineer icon provides access to five 

subordinate icons, as shown in Figure 11: 

Å Propulsion 

Å Emergency orders 

Å Maneuvers 

Å Captainôs menu 

Å Reports 

 

Each of these subordinate icons has their own set 

of subordinate icons available to it. 

 
 

 
 

Figure 11: Icons accessible to the Chief Engineer 

 

Propulsion Icons 

The ñPropulsionò icon provides access to six 

subordinate command icons, as seen in Figure 12: 

Å Put engines in standard mode 

Å Put engines in battery recharge mode 

Å Rig U-boat for silent running 

Å Secure U-boat from silent running 

Å Raise snorkel 

Å Lower snorkel 

 

Figure 12 shows the propulsion icons of a U-boat 

with engines operating in normal mode, with the 

boat secured from silent running and with the 

schnorchel (ñsnorkelò) in its lowered position. If 

the U-boat did not have a snorkel, then ñraise 

snorkelò and ñlower snorkelò icons would both be 

grey, and no tooltip would appear when moving 

the mouse over those two icons. 

 

Figure 12: Subordinate icons for Propulsion 

Captain_America�s#_
Emergency_orders#_
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ñEmergency ordersò Icons 

The ñEmergency ordersò icon provides access to 

seven subordinate command icons, as seen in 

Figure 13: 

Å Crash dive 

Å Blow ballast 

Å Knuckle (90°) turn to port 

Å Double knuckle (180°) turn to port 

Å Knuckle (90°) turn to starboard 

Å Double knuckle (180°) turn to starboard 

Å Release ñBoldò decoys 

 

Figure 13 shows the emergency orders icons of a 

surfaced U-boat that is equipped with decoys: the 

ñBlow ballastò icon is grey, rather than white, and 

the game will not show a tooltip for this icon until 

the U-boat has submerged. A ñknuckleò turn 

creates an eddy in the water that can return a false 

sonar echo and thereby confuse an ASW vessel. 

Figure 13: Subordinate icons for Emergency orders 

 

Maneuvers Icons 

The ñManeuversò icon provides access to nine 

subordinate command icons, as seen in Figure 

14Figure 14: Subordinate : 

Å Periscope depth 

Å Snorkel depth 

Å Surface 

Å Dive 

Å Maintain current depth 

Å Heading to view 

Å Rudder amidships 

Å Hard to port 

Å Hard to starboard 

 

You should use the ñHeading to viewò command 

only when you are in the bridge view, or when 

you are looking through one of the periscopes, the 

UZO, or a deck gun range finder. 
 

 

 

Figure 14: Subordinate icons for Maneuvers 
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Captainôs menu 

The ñCaptainôs menuò icon provides access to two 

subordinate command icons, as seen in Figure 15: 

Å Captainôs log 

Å Go to bed 

 

ñGo to bedò shifts your view to the Captainôs room 

opposite the radio room. 

 

 

 

 

 

 

 

Figure 15: Subordinate icons for the Captain's menu 

 

Reports 

The reports icon displays the engineerôs report on fuel level, battery level, compressed air level, and CO2 

levels. 

 

 

Navigator icons 
 

The Navigator icon provides access to four 

subordinate icons, as shown in Figure 16: 

Å Plot course 

Å Pre-plotted courses 

Å Reports 

Å Return to plotted course 

 

Each of these subordinate icons has their own set 

of subordinate icons available to it. 

 

 

 

 

 

Figure 16: Icons accessible to the Navigator 

 

Plot course 

The ñplot courseò icon shifts your view to the navigatorôs map (F5) and activates the mapôs ñPlot 

courseò icon. 
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Pre-plotted courses 

The ñPre-plotted coursesò icon provides access to 

three subordinate icons, as shown in Figure 17: 

Å Search Pattern 

Å Kiel Canal Inbound 

Å Kiel Canal Outbound 

 

The Kiel Canal Inbound and Outbound icons will 

set up a course to navigate your U-boat through 

the Kiel Canal. The Kiel Canal section of this 

manual has a detailed description of how these 

icons function, and how to use them. 
 

 

 

Figure 17: Subordinate icons for ñPre-plotted coursesò 

 

Reports 

The ñReportsò icon provides access to four 

subordinate icons, as shown in Figure 18: 

Å Maximum range at current speed 

Å Time to the last waypoint 

Å Range to the last waypoint 

Å Depth under keel 

 

 
 

 

 

 

 

 

 

Figure 18: Subordinate icons for Navigator Reports 

 

Return to plotted course 

This icon sets the U-boat to follow the currently plotted course. 
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Weapons Officer Icons 
 

The Weapons Officer icon provides access to five 

subordinate icons, as shown in Figure 19: 

Å Torpedo attack 

Å Choose torpedo target 

Å View Attack Map 

Å Weapons management 

Å Raise/lower periscopes 

 

 

 

 

 

 

 

Figure 19: Icons accessible to the Weapons Officer 

 

Torpedo attack 

The Torpedo Attack icon provides access to five 

subordinate icons, as shown in Figure 20: 

Å Identify ship 

Å Enter targeting solution 

Å Open selected tube(s) 

Å Close selected tube(s) 

Å Launch torpedo 

 

Note: enable the ñIdentify shipò and ñEnter 

targeting solutionò icons by locking onto a target, 

provided you selected the ñmanual data entryò 

realism option and not the ñNo weapons officer 

assistanceò realism option. You must enter the 

torpedo aiming data into the vorhaltrechner by 

using the ñEnter dataò function on the data 

notepad (see Appendix C: Manual Targeting). 

Figure 20: Subordinate icons for Torpedo attack 
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Choose torpedo target 

The ñChoose torpedo targetò icon provides access 

to four subordinate icons to select a target for a 

torpedo attack, as shown in Figure 21: 

Å Nearest ship 

Å Nearest warship 

Å Nearest merchant ship 

Å Target recommended by Weapons Officer 

 

The Weapons Officer will recommend a target 

only if you have not selected the ñNo weapons 

officer assistanceò realism option. 

 

 

 

 

 

Figure 21: Subordinate icons for ñChoose torpedo targetò 

 

 

View attack map 

Shift view to the Attack Map (F6). 

 

Weapons management 

Display the weapons management overlay (I ), showing the remaining torpedoes by default. 

 

Raise/lower periscopes 

The ñRaise/lower periscopesò icon provides 

access to four subordinate icons, as shown in 

Figure 22: 

Å Fully raise attack (ATK)-scope 

Å Fully lower ATK-scope 

Å Fully raise observation (OBS)-scope 

Å Fully lower OBS-scope 

 

 

 

 

 

 

 

 

 

Figure 22: Subordinate icons for ñRaise/lower periscopesò 
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Hydrophone Operator Icons 
 

The Hydrophone Operator icon provides access to 

three subordinate icons, as shown in Figure 23: 

Å Reports 

Å Hydrophone 

Å Sonar 

 

 

 

 

 

Figure 23: Icons accessible to the Hydrophone Operator  

 

Reports 

The Reports icon provides access to three 

subordinate icons, as shown in Figure 24: 

Å Repeat last report 

Å Report on nearest sound contact 

Å Report on nearest warship contact 

 

 

 

 

 

 

 

 

 

Figure 24: Subordinate icons for Hydrophone reports 

 

Hydrophone 

The Hydrophone icon provides access to three 

subordinate icons, as shown in Figure 25: 

Å Normal sweep 

Å Follow nearest sound contact 

Å Follow nearest warship contact 

 

Figure 25 shows the hydrophone icons of a U-

boat when the hydrophones are operating in 

normal sweep mode. 

 

 

 

 

Figure 25: Subordinate hydrophone icons 
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Sonar 

The Sonar icon provides access to two 

subordinate icons, as shown in Figure 26: 

Å Estimate range to target 

Å Precise range to target 

 

You must have selected a target using the 

hydrophone operatorôs notepad before the sonar 

will report the range to that target. 

 

 

 

 

 

Figure 26: Subordinate Sonar icons 

 

 
Radio Operator Icons 
 

The Radio Operator icon provides access to four 

subordinate icons, as shown in Figure 27: 

Å Report 

Å Radar 

Å Gramophone 

Å Radio message 

 

 

 

 

Figure 27: Icons accessible to the Radio Operator 

 

Report 

The Report icon provides access to three 

subordinate icons, as shown in Figure 28: 

Å Report contacts 

Å Send contact report 

Å Send patrol report 

 

 

 

 

 

 

 

 

Figure 28: Subordinate Report icons 
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Radar 

The Radar icon provides access to three 

subordinate icons, as shown in Figure 29: 

Å One sweep 

Å Continuous sweep 

Å Turn off 

 

Figure 29 shows the radar icons of a U-boat when 

the radar is operating in continuous sweep mode. 

 

 

 

 

 

Figure 29: Subordinate Radar icons 

 

Gramophone 

The Gramophone icon provides access to four 

subordinate icons, as shown in Figure 30: 

Å Play 

Å Previous track 

Å Stop 

Å Next track 

 

 

 

 

Figure 30: Subordinate Gramophone icons 

 

Radio message 

This brings you to the Radio Messages view (M ). 
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Watch Officer Icons 
 

The Watch Officer icon provides access to eight 

subordinate icons, as shown in Figure X: 

Å Choose deck gun target 

Å Crew on deck 

Å Weapons management 

Å Deck gun 

Å Flak gun 

Å Nearest visual contact 

Å Weather 

Å UZO & Binoculars 

 

 

 

 

 

 

Figure 31: Icons accessible to the Watch Officer 

 

Choose deck gun target 

The ñChoose deck gun targetò icon provides 

access to four subordinate icons, as shown in 

Figure 32: 

Å Nearest ship 

Å Nearest warship 

Å Nearest merchant ship 

Å Target recommended by Weapons Officer 

 

The Weapons Officer will recommend a target to 

the Watch Officer, but only if you have not 

selected the ñNo weapons officer assistanceò 

realism option. 

 

 

 

 

Figure 32: Subordinate "Choose deck gun target" icons 
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Crew on deck 

The ñCrew on deckò icon provides access to four 

subordinate icons, as shown in Figure 33: 

Å Man the deck gun 

Å Man the flak gun(s) 

Å Man the deck gun and flak gun(s) 

Å Watch crew to the bridge 

 

 

 

 

 

 

 

 

 

Figure 33: Subordinate "Crew on deck" icons 

 

Weapons management 

Display the weapons management overlay (I ), showing the deck gun ammunition by default. 

 

Deck gun 

The ñDeck gunò icon provides access to nine 

subordinate icons, as shown in Figure 34: 

Å Fire at will 

Å Hold fire 

Å Fire at short range 

Å Fire at medium range 

Å Fire at long range 

Å Aim for command deck 

Å Aim for weapons 

Å Aim for waterline 

Å Aim for hull 

 

Figure 34 shows the deck gun icons of a U-boat 

whose deck gun is currently holding fire, but will 

fire at the hulls of targets at long range should you 

give the order to open fire.  

 

 

 

 

Figure 34: Subordinate ñDeck gunò icons 
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Flak gun 

The ñFlak gunò icon provides access 

to 10 subordinate icons, as shown in 

Figure 35: 

Å Fire at will 

Å Hold fire 

Å Fire at short range 

Å Fire at medium range 

Å Fire at long range 

Å Target fighters 

Å Target bombers 

Å Target any aircraft 

Å Engage incoming aircraft 

Å Engage any aircraft 

 

Figure 35 shows the flak gun icons 

of a U-boat whose flak guns are 

currently holding fire, but will begin 

firing at long range at any fighter or 

bomber, whether it is currently 

incoming against the U-boat or not. 

 

 

Figure 35: Subordinate "Flak gun" icons 

 

Nearest visual contact 

Report the bearing and range of the visible surface contact. 

 

Weather 

Report the current weather conditions. Note: GWX has the Watch Officer order up the weather report 

when the U-boat is on the surface, but stock Silent Hunter III hard codes the navigator to give it to you.  

 

UZO & Binoculars  

The ñUZO & Binocularsò icon provides access to 

two subordinate icons, as shown in Figure 36: 

Å Use UZO 

Å Use Binoculars 

 

 

 

 

 

 

 

 

 

Figure 36: Subordinate ñUZO & Binocularsò icons 
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Lite Harbor Traffic 

 

GWX introduces large numbers of new objects, including ship and air traffic, to the ports used as U-boat 

bases. This option reduces the number of objects in friendly ports to improve frame rates by reducing the 

number of ships and aircraft in at U-boat bases.. This option modifies the default campaign that focuses 

on the Atlantic and Mediterranean theaters. 

 

 

Main Menu Screen Movie is replaced by a collage from Das Boot 
 

GWX displays a collage of historical World War II newsreel footage on its main menu screen. This 

option replaces the historical movie footage with a collage of scenes from the movie Das Boot. 

 
 

Mediterranean camouflage for German aircraft 

 

All aircraft of the same type have the same markings in stock Silent Hunter III; however, aircraft in the 

Mediterranean used camouflage patterns to match the local environment. GWX includes Mediterranean 

camouflage patterns for the He 111H medium bomber, Ju 87B ñStukaò dive-bomber, Ju 88A medium 

bomber, and Bf 109E fighter-bomber. 

 

 

 Figure 37: He 111H in Mediterranean camouflage Figure 38: Ju 87B ñStukaò in Mediterranean camouflage 

 

 

 Figure 39: Ju 88A in Mediterranean camouflage Figure 40: Bf 109E in Mediterranean camouflage 

 

 

Navigation Maps and Grid References in English 

 

Navigation map locations in stock Silent Hunter III are in German, as are the default grid references for 

the new theaters (Black Sea and Asia) in GWX. This option displays the navigation map locations and 

new GWX theater grid references in English. 
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No Crew Medals Displayed while at Sea 

 

Stock Silent Hunter III displays U-boat crewmembers at sea in uniform and with their medals and 

badges of rank; however, historical U-boat crews adopted all manner of non-uniform dress while at sea 

(checked shirts were quite popular) and did not wear their medals except in port. This option allows the 

crew to follow the practice of historical U-boat crews and not wear medals while at sea. 

 

 

Open Hatch Mod for Type VII, IX, and XXI U-boats 

 

Stock Silent Hunter III leaves closed the watertight hatch between the control room (ñzentraleò) and the 

area with the Captainôs quarters, the radio room, and the hydrophone room. This option leaves that hatch 

open in all Type VII (VIIB, VIIC, VIIC/41, and VIIC/42), Type IX (IXB, IXC, IXC/40, and IXD2), and 

Type XXI U-boats, so that you can see through the open watertight door into the next compartment. The 

door will always be open while you have this mod activated, even in situations where the crew would 

have closed it in real life.  

 

You can use the [Shift]+F2 key combination to ñwalkò through the open hatch between the two areas 

and observe the activities of the crewmen at their posts. ñSolidò objects do not restrict the free camera in 

the control room, so you will not see anything if you move the camera through the walls to ñoutsideò 

these two areas, and you will get a ñcamera out of sectorsò error if you move too far. You can relieve the 

ñcamera out of sectorsò error by selecting a different view, such as the periscope view (F3). 

 

 

 Figure 41: Open door to radio room seen from Zentrale Figure 42: View from the Captain's quarters 

 

 



 

The Grey Wolves Expansion V3.0 Gold 46 

Type VIIC/41 3D model 

 

The Type VIIC/41 U-boat in stock Silent Hunter III had the correct capabilities and attributes, but used 

the same 3D model as the Type VIIC. The historical Type VIIC/41 differed only slightly in appearance 

from the Type VIIC, e.g., the addition of lifeboat canisters and the shape of the bow, but it could dive 

much deeper due to the higher-grade steel used in the construction of its pressure hull. Stock Silent 

Hunter III  limits to the number of 3D models available for use by player-controlled U-boats, so this 

option allows players to replace the default Type VIIC 3D model with a Type VIIC/41 3D model. You 

can install this option at any time, consistent with the overall guidance on installing new GWX options, 

after you have saved the game with your U-boat in port and have exited Silent Hunter III . 

 

 

Figure 43: Blueprint of the Type VIIC/41 U-boat
7
 

                                                 
7 Drawing from ñCobaLTôs Playable VIIC/41 modò 
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Uninstalling the Grey Wolves Expansion 
 

If you wish to uninstall GWX, then simply uninstall Silent Hunter III, delete all the folders in your 

installation directory (e.g., C:\Program Files\Ubisoft\SilentHunterIII), and delete the "SH3" folder in the 

"My Documents" folder. 

 

 

Compatibility with other Modifications 
 

The GWX team has tested GWX installed on a clean installation of stock Silent Hunter III, Rev. 1.4b. 

The GWX team cannot assure the compatibility of GWX with any other modification due to the time 

required to modify files contributed to GWX and to perform adequate compatibility testing ï which 

would take us away from the time needed to add (and test) more GWX improvements. 

 

 

GWX and SH3 Commander 
 

The GWX Team recommends using the latest SH3 Commander, a Jonesoft freeware product that allows 

players to edit many of the parameters and settings for a playerôs career in Silent Hunter III, for the best 

Silent Hunter III experience. SH3 Commander is available at http://www.users.on.net/~jscones/software 

 

### Important Notice to users of SH3 Commander ### 
 

The GWX Team has made available updated files to ensure compatibility between GWX and SH3 

Commander. Please note that: 

 

Å you MUST install these files if you ARE using GWX and SH3 Commander 

 

Å you must NOT install these files if you are NOT using GWX and SH3 Commander 

 

Take the following steps to configure SH3 Commander for GWX: 

 

Å Ensure you are running SH3 Commander R2.6 or greater, as prior releases are not supported. 

 

Å Download from the GWX site (http://www.thegreywolves.com) and extract the contents into 

your SH3 Commander folder. Refer to the readme.txt in the zip file for more detailed 

information. 

 

The GWX team suggests you set the following SH3 Commander options to get the most enjoyment 

while running with GWX: 

 

Å Select ñUse historic U-boat availability datesò when playing a career in the 30
th
/33

rd
 flotilla  

Å Select ñSet number of days spent in baseò to 55 when playing a career in the Far East 

Å Do not use the ñGrey Wolves 24 hourò fatigue model 

Å Do not use the ñCombined Ship Packò add-on 

 

 

http://www.users.on.net/~jscones/software
http://www.thegreywolves.com/
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NEW GAME BEHAVIORS 
 

Your New U-boat 
 

U-boat Starting Locations 

 

Stock Silent Hunter III U-boats always start their missions at dockside at a U-boat base. GWX modifies 

some U-boat flotillas so that you will start your patrol inside a U-boat pen. 

 

 

Steering and Handling 

 

This feature causes your U-boat to react to its environment more naturally than in stock Silent Hunter 

III . These reactions include: 

 

Å Heavy seas will impede forward motion and increase the rate of fuel expenditure; for example, 

your speed will decrease if your U-boat buries its nose in an Atlantic roller. 

 

Å Your U-boat will show greater pitch and roll motion on the surface. This may occasionally lead 

to contacts by your hydrophone operator if the hydrophones drop far enough below the surface 

and the contact is close enough. 

 

Å Acceleration takes more time; it will take longer to increase speed when starting at higher speeds 

 

Å Changing course will slow your U-boat down a bit more 

 

Å Buoyancy and fine-trimming your depth 

 

Å The speed at which your U-boat is traveling can affect your depth. 

 

Å A U-boat that is non-moving or operating at ¢ 2 knots will run about one meter or so 

above its commanded depth. The top of the conning tower may broach the surface if you 

were at or just above periscope depth. This could result in ships or aircraft spotting your 

U-boat if they are in range. 

 

Å A U-boat operating at > 2 knots will be unaffected 

 

Å GWX varies your U-boatôs buoyancy after a close depth charge detonation. This may result 

in your U-boat being temporarily blown to the surface by a depth charge exploding 

underneath you, or being driven deeper by depth charge explosions just above you 

 

Å Flooding will force your U-boat deeper to reflect the effect of flooding on your U-boats 

buoyancy and trim 
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Engine Upgrades 

 

Principal Author: ñPenelope Greyò 

 

Historical Background 

Superchargers were not an optional U-boat 

ñengine upgradeò in the way stock Silent Hunter 

III  portrays them, since U-boat diesel engines 

already had superchargers when shipyards 

installed the engines during construction. Almost 

all Type VIIB, VIIC, and VIIC/41 U-boat diesel 

engines, manufactured by Friedrich Krupp 

Germaniawerft AG (GW), had a built-in  

Kapselgebläse (ñgeared superchargerò);
8
 

Maschinenfabrik Augsburg-Nürnberg (MAN) AG 

built the diesel engines used by Type IX U-boats, 

and installed a Buchigebläse (ñexhaust-driven 

superchargerò).
9
 The Type VIIC/42, had it been 

built, was to have used the MAN Buchigebläse, 

but these engines were diverted to the Type XXI 

U-boat program when the Type VIIC/42 was 

cancelled.
10

 

 

 

 

 

 

Figure 44: Krupp GW Kapselgebläse installed in U-570
11

 

 

Engine Upgrades in GWX 

The premise of engine upgrades in stock Silent Hunter III  was that installing a supercharger would make 

the U-Boat go faster at a small cost in fuel economy; however, U-boats were already running at their top 

historical speeds, so installing the upgrades allows player U-Boats go faster than in real life, as well as 

reducing the U-boatôs fuel economy. The baseline speeds of all U-boats already reflected the presence of 

diesel superchargers, so the GWX Team has eliminated any special advantages from engine upgrades 

rather than remove them from the game entirely. Superchargers will appear by default in those U-boats 

that had them historically, and at no cost to the player, but neither will U-boats go faster in the game 

than they did in real life. The Type VIIC/42 U-boat in GWX uses Krupp GW superchargers on the 

assumption that the Kriegsmarine construction office has diverted all MAN superchargers to the higher-

priority Type XXI construction program, as happened historically. 

 

  

                                                 
8 David Westwood, Anatomy of the Ship: The Type VII U-boat. Naval Institute Press: 2003. 
9 Eberhard Rössler, The U-boat: The evolution and technical history of German submarines. Cassell & Co.: 1981. 
10 David Miller, U-boats: The Illustrated History of the Raiders of the Deep. Brasseys, Inc.: 2002. 
11 U.S. Navy photo, ñReport on the German submarine of the U-570 class captured by the British in October 1941,ò 

http://www.uboatarchive.net/U-570Photo28.htm 

http://www.uboatarchive.net/U-570Photo28.htm
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Fuel Capacity 

 

Background 

The range of U-boats in stock Silent Hunter III  is consistent with their historical ranges; however, GWX 

significantly increases the distances that U-boats can travel on a single load of fuel because distances 

between points of latitude and longitude in Silent Hunter III, e.g., the distances between major ports, are 

much larger than they are in real life. There are two reasons for the increased distance: 

Å The shortest distance between two points 

on a sphere is a Great Circle; however, 

courses plotted by players in Silent Hunter 

III  are loxodromes, or lines of constant 

heading, that appear as straight lines on 

Mercator projections but which curve 

when the course is plotted on the surface 

of a three-dimensional sphere (see Figure 

45). The difference between the Great 

Circle distance and the distance along a 

loxodrome increases as the loxodrome 

approaches the poles; for example, the 

distance from Brest, France to Boston, 

USA is over 10,000 km in Silent Hunter 

III , but is only about 6,000 km along the 

real life Great Circle route. 

 

 

Figure 45: Distances using Great Circle vs Loxodrome
12

 

 

Å The number of kilometers per degree of latitude and longitude, as shown in Table 7, is larger in 

Silent Hunter III than it is in real life, even at the equator, resulting in even greater distances 

between points than would be expected if Silent Hunter III used Great Circle distances. 

 

Table 7: Effect of latitude on the length of one degree of geodetic latitude and longitude
13

 

Latitude  
One degree of latitude (km) One degree of longitude (km) 
Silent Hunter III Real World Silent Hunter III Real World 

 0° 120 110.57 120 111.32 

 10° 120 110.61 120 109.64 

 20° 120 110.70 120 104.65 

 30° 120 110.85 120 96.49 

 40° 120 111.04 120 85.39 

 50° 120 111.23 120 71.70 

 60° 120 111.41 120 55.80 

 70° 120 111.56 120 38.19 

 80° 120 111.66 120 19.39 

 90° N/A 111.66 N/A 0.00 

                                                 
12 Anthony P. Kirvan, ñUnit 014 ï Latitude and Longitude,ò http://www.ncgia.ucsb.edu/giscc/units/u014/u014.html 
13 ñReal Worldò distances obtained from Anthony P. Kirvan, ñUnit 014 ï Latitude and Longitude,ò 

http://www.ncgia.ucsb.edu/giscc/units/u014/u014.html 

http://www.ncgia.ucsb.edu/giscc/units/u014/u014.html
http://www.ncgia.ucsb.edu/giscc/units/u014/u014.html
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Fuel Capacity in GWX 

The GWX Team estimated the ratio between distances traveled in 

Silent Hunter III and distances traveled in the real world at different 

latitudes by calculating the A-B distance in Figure 46 at 10° intervals 

for the range of latitudes from the equator to Spitsbergen (78°N), which 

was the range of latitudes in which U-boats operated historically. The 

team chose the A-B distance to address the fact that U-boats in Silent 

Hunter III may conduct missions that run primarily east-to-west, e.g., 

from France to the Caribbean, or from north-to-south, e.g., from France 

to the South Atlantic or to the Indian Ocean. 

 

Figure 46: Distance distortion 

 

Table 8: Distance ratios by latitude 

The GWX Team reviewed the ratios in Table 8 and increased the range 

of Type II U-boats by 33%, and the ranges of Type VII, IX, and XXI 

U-boats by 25% to account for the larger world in Silent Hunter III. 

The increase is greater for the Type II U-boats, which operated 

primarily in the North Sea between 50°N and 60°N latitude. The ranges 

of the larger U-boats accounts for U-boats startng patrols at French 

bases between 50°N and 60°N latitude and traveling to North America, 

the South Atlantic, or the Indian Ocean. The averages do not work for 

every possible case, but resolves problems reported with U-boats 

running out of fuel during missions to historical patrol areas. 

 

 

Table 9 shows U-boat ranges from stock Silent Hunter III and the approximate range in GWX, in 

kilometers, assuming a speed of 12 knots and a wind speed of 4 meters per second. The values from 

stock Silent Hunter III  (SH3) agree with Rºsslerôs figures.
14

 Players in GWX can increase this range 

considerably by operating at slower speeds, although this will increase the time needed to move to and 

from your patrol areas. 

 

Table 9: U-boat ranges in GWX  (in km) 

U-boat Type Stock SH3 GWX 

IIA (uses IIB figures)  3333  4400 

IID  6389  8500 

VIIB   12038  15000 

VIIC, VIIC/41, VIIC/42  12038  15000 

IXB  16112  20100 

IXC, IXC/40  20372  25500 

IXD2  43892  55000 

XXI   20650  25800 

 

 

 

                                                 
14 Rössler. The U-boat: The evolution and technical history of German submarines. 

Latitude SH3:Real ratio 

 0° 1.08 

 10° 1.09 

 20° 1.11 

 30° 1.15 

 40° 1.21 

 50° 1.28 

 60° 1.36 

 70° 1.44 

 80° 1.49 
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Gunnery 

 

Historical Background 

U-boats had significant advantages early in the war when stalking convoys in darkness and poor 

visibility : U-boats reported they could approach within half a mile of merchant ships without detection. 

The basic visual detection aid was the binocular: U-boat personnel carried hand-held binoculars, while 

ships had hand-held and mounted binoculars; the latter were more powerful, could see further (as they 

were higher than a U-boatôs bridge), and were on a more stable platform than binoculars on U-boats. 

 

Shipôs binoculars could include hand-held, wide-

angle surveillance versions (7X magnification), 

mounted binoculars of 20X to 25X magnification, 

and the large range finders of a warshipôs fire 

control system. Warships used mounted 

binoculars to detect targets for shore 

bombardment, to inspect other ships or objects 

from a ñsafeò distance, and to more closely 

objects detected by hand-held binoculars. Surface 

and air search radars became available just prior to 

World War II; they were initially primitive, but 

could detect the exposed schnorchel and periscope 

of a submerged U-boat by the end of the war. 

Figure 47: Binoculars on USS Saint Paul (CA-73) c. 1953
15

 

 

U-boats, warships smaller than destroyers, and merchant ships aimed and pointed their guns manually. 

Larger warships used optical range finders early in the war, and later used radar rangefinders with 

optical backup systems to feed data to ballistic computers that predicted the location of aerial and 

surface targets and controlled the aiming of the shipôs guns. U.S. destroyers had fire control radar for 

their 5-inch guns starting in 1941; radar control was available for use with 40mm antiaircraft cannon by 

1943.  

 

 

Figure 48: U.S. Mark 37 Fire Director (with Mark 4 radar) for controlling dual -purpose 5-inch guns
16

 

                                                 
15 U.S. Navy photo #80-G-428854, http://www.defenselink.mil/multimedia/ 

http://www.defenselink.mil/multimedia/
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Aircraft could detect submarines on the surface or using their periscopes during daylight with relative 

ease with the submarineôs wake, a long white streak through the water with a submarine at one end of it, 

leading the aircraft straight to the submarine. Submarines using their periscopes or the schnorchel in 

daylight were nearly as visible: the periscope left a wake, while the schnorchel spewed a plume of diesel 

smoke and soot that was visible for miles. In some circumstances, aircraft or blimps flying overhead 

could see the entire submarine in clear, shallow water, as shown in Figure 49. 

 

 

Figure 49: USS Chicago (SSN-721) at periscope depth off Malaysia (2001)
17

 

                                                                                                                                                                         
16 U.S. Naval Historical Center, http://www.history.navy.mil/library/online/radar-2.htm  
17 Photo source: U.S.Navy photo, http://www.news.navy.mil/view_single.asp?id=673 

http://www.history.navy.mil/library/online/radar-2.htm
http://www.news.navy.mil/view_single.asp?id=673
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Naval Gunnery in GWX 
 

This feature has several components pertaining to AI-controlled weapons, including those on U-boats: 

 

Å AI-controlled weapons and lookouts no longer ñlock onò to or detect their targets as in stock 

Silent Hunter III , and their capabilities are now affected by multiple factors, including: 

Å The speed, size, and aspect angle of the target relative to the observer or weapon system 

Å Range to target (shorter range means better likelihood of seeing and hitting a target) 

Å Platform stability (hint: ships are more stable gun platforms than are U-boats) 

Å Crew rating ï higher quality crews have a better chance of seeing and hitting you 

Å Illumination level (daylight; twilight; dark; etc.) 

 

Å AI-controlled weapons (e.g., battleship main gun batteries) can now fire at any target within their 

real-life maximum range provided they have observed the target. 

 

Å AI-controlled weapons must observe their target before opening fire; factors that affect the 

ability to observe a target include sensor limitations, weather, and darkness; range to target; and 

the crew rating of the observing ship. Note GWX has eliminated the ñvampire night visionò 

phenomenon observed in stock Silent Hunter III. 

 

This is a SIGNIFICANT change for U-boats in action on the surface against ships or aircraft. The GWX 

Team strongly recommends you pay close attention to the number and type of weapons you may be 

facing during an engagement, since these new features apply to your own AI gunners as well as to AI 

gunners aboard ships. In general, you can expect the following effects: 

 

Å Gunnery from surface ships will be better than that of your AI U-boat gunners because surface 

ships generally have better range finding, fire control, and firing platform stability than U-boats. 

 

Å Convoys will fire star shells (ñsnowflakesò) as soon as they suspect your presence; once they 

spot you they will open fire with every gun they have, which will include one deck gun and two 

to four antiaircraft guns per ship. The number of guns in even a small convoy can add up very 

quickly. 

 

Å Aircraft will be more difficult to spot at twilight, and small aircraft will be more difficult to spot 

than large aircraft. 

 

Å Your AI flak gunners still suffer from the stock Silent Hunter III restriction that they cannot fire 

at enemy surface ships, so to fire flak at an enemy surface ship you must man the gun yourself 

(which means you are not launching torpedoes, maneuvering your U-boat, etc.) 

 

Å Your attack periscope now has a maximum magnification of 10X rather than 6X. This allows 

your periscope to better simulate the actual capabilities of real-world 6X optics when performing 

such tasks as identifying the type of ship, examining the flag of a freighter to verify that a hostile 

country owns the ship, etc. This does not affect manual targeting. 

 

References: ñNaval Weapons of the World,ò http://www.navweaps.com/Weapons/index_weapons.htm 

 

http://www.navweaps.com/Weapons/index_weapons.htm
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U-boat gunnery in GWX 
 

U-boat gunnery weapons in GWX have the following changes from stock Silent Hunter III: 

 

Å Destabilized gun sight views will rock up and down as the U-boatôs pitches and rolls. 

 

Å Hits by deck guns cause about 50% less damage. 

 

Å Shell hits above a targetôs waterline will not cause significant damage. Aim below the waterline 

for the best gunfire results, as these cause the ship to flood. 

 

Å U-boats follow their historical practice of carrying only high explosive deck gun ammunition 

instead of the mix of ammunition types found in stock Silent Hunter III.
18

 

 

Table 10 summarizes the efficiency of U-boat deck and antiaircraft guns in GWX. Note: the Cyclic 

Firing rates are unchanged from their values in stock Silent Hunter III, but are somewhat dependent on 

your displayed FPS (<CTRL>F8) toggles the FPS display in Silent Hunter III). The GWX Team 

adjusted the average firing rate to balance the relative lack of sophistication of aircraft AI as well as the 

ability of aircraft to sustain damage. 

 

Table 10: Basic GWX U-boat gunnery information  (obtained at 30-35 FPS) 

Type Name 

Clip 

Size 

(rounds) 

Reload 

rate 

(secs) 

Cyclic firing rate 

(rounds/minute)
19

 

Average firing rate 

(rounds/minute)
20

 

Historical GWX Historical GWX 

Deck 

Guns 

10.5cm SK C/32
21

  1  6  N/A  N/A  15  12 

  8.8cm SK C/35
22

  1  5  N/A  N/A  15  10 

        

Heavy 

Flak 

3.7cm Flak M42 zwilling
23

  5 x2  1-2  500  200  360  140 

3.7cm Flak M42
24

  5  1-2  250  200  180  135 

3.7cm SK C/30U
25

  1  2  N/A  N/A  30  30 

2cm Flakvierling 38  40 x4  30  1900  540  880  270 

        

Light 

Flak 

2cm Flak C/38 zwilling XXI   40 x2  8  960  540  440  320 

2cm Flak C/38 zwilling  40 x2  8  960  540  440  320 

2cm Flak C/38
26

  40  4  480  540  220  300 

2cm Flak C/30 zwilling  20 x2  8  560  220  240  140 

2cm Flak C/30
27

  20  4  280  220  120  140 

                                                 
18 ñGerman 8.8cm/45 (3.46ò) SK C/35,ò http://www.navweaps.com/Weapons/WNGER_88mm-45_skc35.htm 
19 ñCyclic rateò is the rate at which an automatic weapon will fire until it expends the ammunition in its clip, belt, or drum. 

Your rate may vary depending upon your current display FPS. It is ñN/Aò for manually loaded weapons. 
20 ñAverage rateò is the rate of fire after taking into account reloading time. Your rate may vary depending upon the 

effectiveness of your gun crews and your current display FPS 
21 ñGerman 10.5cm/45 (4.1ò) SK C/32,ò http://www.navweaps.com/Weapons/WNGER_41-45_skc32.htm 
22 ñGerman 8.8cm/45 (3.46ò) SK C/35,ò http://www.navweaps.com/Weapons/WNGER_88mm-45_skc35.htm 
23 ñGerman 3.7cm/69 (1.5ò) M42,ò http://www.navweaps.com/Weapons/WNGER_37mm-69_mk42.htm 
24 ñGerman 3.7cm/69 (1.5ò) M42,ò http://www.navweaps.com/Weapons/WNGER_37mm-69_mk42.htm 
25 ñGerman 3.7cm/L83 (1.5ò) SK C/30U,ò http://www.navweaps.com/Weapons/WNGER_37mm-83_skc30.htm 
26 ñGermah 2cm/65 (0.79ò) /C30 AA MG,ò http://www.navweaps.com/Weapons/WNGER_20mm-65_c30.htm 
27 ñGermah 2cm/65 (0.79ò) /C38 AA MG,ò http://www.navweaps.com/Weapons/WNGER_20mm-65_c30.htm 

http://www.navweaps.com/Weapons/WNGER_88mm-45_skc35.htm
http://www.navweaps.com/Weapons/WNGER_41-45_skc32.htm
http://www.navweaps.com/Weapons/WNGER_88mm-45_skc35.htm
http://www.navweaps.com/Weapons/WNGER_37mm-69_mk42.htm
http://www.navweaps.com/Weapons/WNGER_37mm-69_mk42.htm
http://www.navweaps.com/Weapons/WNGER_37mm-83_skc30.htm
http://www.navweaps.com/Weapons/WNGER_20mm-65_c30.htm
http://www.navweaps.com/Weapons/WNGER_20mm-65_c30.htm
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NB: The deck gun is not automatically loaded with ammunition. Stock Silent Hunter III has 

hardcoded the deck gun crew to load armor piercing (AP) ammunition; however, GWX has eliminated 

all armor-piercing and star shell ammunition since U-boats did not carry these ammunition types 

historically. You (the player) therefore must tell the deck gun crew what kind to use since there is no AP 

ammunition. You have two options to load the deck gun. 

 

1. Order the watch officer to operate the gun, and then use the watch officer icon to order the deck 

gun to open fire. 

 

2. Left click on the ñHigh Explosive Shellò whenever you are in the deck gun view, as shown in 

Figure 50, and your gun will be loaded at all times for the rest of your mission or patrol unless 

you run out of ammunition. 

 

 

Figure 50: Left -click on "High Explosive shells" to load the deck gun 
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Type VIIC/4 (òU-flakó) conning tower (òTurmó) 
 

Historical Background 

U-boats began the war with a turm (ñconning towerò) that was barely large enough for an officer and a 

few enlisted personnel to stand as they watched for signs of the enemy. Type Type II U-boat conning 

tower was so small there was not even enough room for an antiaircraft gun, but the early Type VII and 

Type IX U-boats each had a small platform built into the rear of the conning tower that could support a 

single or double 2cm flak cannon. 

 

The effectiveness of ASW aircraft prompted the Germans to begin enlarging the conning tower structure 

to allow the installation of increased antiaircraft armament: first adding a small separate platform, 

known as the wintergarten (ñwinter gardenò) to carry an additional antiaircraft gun, and then merging 

and enlarging the wintergarten to carry more and larger flak batteries as the war progressed. The VIIC/4 

turm allowed a Type VIIC U-boat to carry two 2cm Flakvierling and one 3.7cm flak, and was used on 

specialized U-flak as flak traps for Allied ASW aircraft, and to shield other U-boats from ASW aircraft 

attack. 

 

 

Figure 51: U-441 in its U-flak configuration with VIIC/4 Turm
28

 

 

The U-flak proved disappointing: the extra-large antiaircraft battery meant the U-boat had to carry 20 

extra men and several tons of ammunition in order to operate them, which left little room for food, 

torpedoes, and sleeping space. This in turn limited these boats to employment in the Bay of Biscay, 

where Allied aircrews soon learned to coordinate their attacks, coming in from different directions in 

order to split the boatôs fire.  

 

The VIIC/4 (ñU-flakò) conning tower in GWX 

The VIIC/4 (ñU-flakò) conning tower is available to players in GWX starting in June 1943. It is the 

same flak tower used by the AI -controlled U-flak. Unlike the real-life U-flak, GWX does not penalize 

the player by limiting your torpedo loadout, and the Silent Hunter III game engine does not account for 

the men required to convey ammunition from the storage areas to the guns, and to load ammunition into 

the guns. Players can place any combination of three heavy flak guns (3.7cm or 2cm Flakvierling 38) on 

the VIIC/4 Turm. 

  

                                                 
28 Photo source: ñSilent Hunter Addict,ò http://silent-hunter-addict.com 

http://silent-hunter-addict.com/
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Crew Fatigue 

 

GWX models crew fatigue to give results similar to the historical U-boat ñwatch,ò or ñduty shiftò cycle 

within the constraints of the Silent Hunter III fatigue model. The fatigue model is intuitive, but the 

default parameter settings for crew fatigue in stock Silent Hunter III  resulted in crewmembers tiring and 

falling to minimum efficiency within about 80 minutes after going on duty in fully rested condition. This 

required a great deal of player intervention to move crewmembers from duty stations to their rest areas 

and back again every two hours, which could become somewhat tedious over the course of a patrol 

lasting several months and seemed to bear only small resemblance to the normal lives of U-boat 

crewmembers. 

 

A routine day in the life of a watch-keeping U-boat crewmember ï that is, everyone except the 

commander and the cook - consisted of three types of activity, subject to interruptions by all-hands 

activities such as being at action stations: 

Å ñOn watch,ò which meant being at their duty station manning equipment, monitoring the 
engines, keeping a sharp lookout for aircraft and other ships, etc. 

Å ñCommanderôs Time,ò also known in the military as ñfree time,ò was time in which crew 

members could relieve the duty lookouts or tend to such matters as eating, personal hygiene, 

recreation, general maintenance within the U-boat, learning new skills, etc., subject to the 

commanding officerôs discretion and the needs of the boat. 

Å ñOff duty,ò wherein you tried to sleep given all the activity going on around you 

 

The length of an historical U-boat crewmemberôs watch ranged from four to eight hours depending on 

the duty watch position:  

Å The typical watch cycle for the bridge officer and lookouts was usually four hours on the bridge 

as lookouts; four hours performing maintenance and other duties; eight hours of Commanderôs 

Time, and eight hours off duty. 

Å Radio operators and sound gear operators had four hours on duty and four hours off duty. 

Å Torpedo room crews, helmsmen, and officers generally had eight hours on duty, eight hours of 

Commanderôs Time, and eight hours off duty. 

Å The engine room crew had six hours on duty and six hours off duty, which resulted in more on-

duty hours in a high-stress environment in return for serving no duty as exposed bridge 

lookouts.
29

 

 

The GWX team believes we have found an approach that allows an intuitive approach to managing crew 

fatigue and stress while limiting the need to have the player intervene in the daily operation of the U-

boat in line with real world U-boat operations. In this case, ñfatigueò reflects the need for sleep and the 

degradation of human efficiency in a sleep-deprived state as well as ñstress,ò which is what the military 

called ñbattle fatigueò during World War II and what is known today as ñcombat stress reaction.ò It is 

 

ñéwhat one U.S. Navy psychiatrist called, óa normal reaction by a normal person to an 

abnormal, horrific situation.ô The stress you feel helps you brace for danger. But you can 

sometimes witness an event so severe or experience a threat so prolonged that your body 

may continue to maintain that state of high alert long afterwards, when your body and 

mind need to rest.ò
30

 

 

                                                 
29 Williamson, Wolf Pack, pp. 179-181 
30 USAF Office of Special Investigations, ñCombat Stress,ò 

http://www.osi.andrews.af.mil/library/deploymentstress/thedeployedspouse/dealingwithcombatandoperationalstress/  

http://www.osi.andrews.af.mil/library/deploymentstress/thedeployedspouse/dealingwithcombatandoperationalstress/


 

The Grey Wolves Expansion V3.0 Gold 59 

GWX modifies the parameters that affect the rate at which crewmembers accumulate and relieve fatigue 

in terms of the environment in which the U-boat operates, and the environment within a U-boat in which 

you have assigned your crewmembers. Please be advised that these effects are cumulative. 

 

The Environment around the U-boat 

Å Being submerged reduces the rate at which the crew accumulates fatigue, since a U-boat is much 

less vulnerable to detection and attack beneath the surface. 

 

Å Being on the surface in rough seas increases the rate at which fatigue accumulates, especially for 

the bridge lookout watch. Crewmembers of a submerged U-boat in rough seas have a 

significantly lower rate of fatigue accumulation than those in a U-boat on the surface. 

 

Å Combat has a significant effect on fatigue. The heart rate and blood pressure of your crew is 

elevated during combat even when things are going well, and your crew may feel quite drained 

even after winning a battle. 

 

Table 11: Relative fatigue accumulation factors due to the environment around the U-boat 

 Action Stations Routine Operations 

 Calm seas Rough Seas Calm Seas Rough Seas 

Surfaced + + + + + + + + 

Submerged + + + + + + 

 

The Environment within the U-boat 

Torpedo Rooms: Fatigue here is primarily due 

to the mental concentration and manual labor 

required to maintain and service torpedoes 

during quiet times, and the heavy manual 

labor of rapidly loading torpedoes into the 

tubes during combat. The fatigue rate also 

applies in some U-boats to shifting spare 

torpedoes from storage outside the pressure 

hull into the torpedo rooms, a task normally 

performed only in daylight and good weather 

conditions with no immediate danger of air 

attack. The torpedo rooms historically were 

the off-duty quarters for the lower-ranking 

enlisted seamen as well as a location where 

torpedo maintenance work was routinely 

performed; stock Silent Hunter III separates 

these functions and puts the off-duty functions 

into the ñcrew quartersò while maintaining the 

working functions in the ñtorpedo room.ò 

 

 

Figure 52: Shifting spare torpedoes while at sea in U-402 
31

 

                                                 
31 Photo credit: ñPhotographs from the personal albums of Obermaat [Petty Officer] Walter Friebolin,ò U-boatarchive.net, 

http://www.uboatarchive.net/U-402PhotosFriebolinTwo.htm 

http://www.uboatarchive.net/U-402PhotosFriebolinTwo.htm
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Crew Quarters: Ahhh, relaxation in the smell of 

damp, sweaty, air on moldy mattresses still warm 

from the body heat of the previous occupant, and 

the smell of Frenssenôs feet ï ah, among other 

things - in the bunk above, or eating with your 

mates on foldout furniture in the company of 

same. The crew recovers from fatigue here, but 

more slowly than in stock Silent Hunter III, 

though a medic in the compartment will increase 

the recovery rate. Being in the crew quarters will 

always reduce fatigue regardless of what else is 

happening in the U-boatôs environment or inside 

the U-boat. 

Figure 53: Eating and sleeping with torpedoes in U-402
32

 

 

Control room: The control room is the area with 

the least compartment-related fatigue, including 

the radio and hydrophone compartments; 

however, failure to maintain sufficient crew 

capacity here will result in slow or failed 

maneuvering orders, missed radio messages, 

missed hydrophone contacts, and failure to track 

hydrophone targets. 

 

 

 

Figure 54: Erich Topp in the Zentrale ("Control room")
33

 

 

Conning Tower: this is one of the most exposed, 

dangerous, and important assignments on a U-

boat. Most U-boats do not have or do not use 

radar, so the bridge crew must be watchful and 

alert at all times and in all weather conditions: 

failure to detect a target negates the purpose of 

sending the U-boat to sea; failure to detect a 

threat may soon result in the U-boatôs destruction. 

This area includes crewmembers operating the 

deck gun and antiaircraft guns, and completely 

exposes them to automatic weapons fire from 

ships and aircraft. 

 

Figure 55: Bridge watch in rough weather on U-402
34

 

                                                 
32 Photo credit: ñPhotographs from the personal albums of Obermaat [Petty Officer] Walter Friebolin,ò U-boatarchive.net, 

http://www.uboatarchive.net/U-402PhotosFriebolinTwo.htm 
33 Photo source: ñDer U-boot Krieg im Atlantik,ò Aces of the Deep  http://www.aotd-flottille.de 
34 Photo credit: ñPhotographs from the personal albums of Obermaat [Petty Officer] Walter Friebolin,ò U-boatarchive.net, 

http://www.uboatarchive.net/U-402PhotosFriebolinTwo.htm 

http://www.uboatarchive.net/U-402PhotosFriebolinTwo.htm
http://www.aotd-flottille.de/
http://www.uboatarchive.net/U-402PhotosFriebolinTwo.htm
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Diesel engine and electric motor rooms: The diesel 

engine rooms were notorious for high temperatures and 

constant intense noise levels, with temperatures above 

122ºF (50ºC) when operating in the tropics; many engine 

room personnel suffered hearing problems and 

sleeplessness due to prolonged hours here. In GWX, 

fatigue in the diesel engine compartment increases 

rapidly while the U-boat is on the surface, and more 

slowly when it is submerged; conversely, fatigue in the 

electric motor compartment increases slowly when the 

U-boat is on the surface and more quickly when it is 

submerged. 

 

 

 

 

Figure 56: Diesel engine room of U-166
35

 

 

Damage control: This is the most fatiguing and emotionally 

stressful duty on the U-boat: these men hold in their hands the 

fate of their U-boat and their fellow crewmembers, and may have 

precious little time to save a damaged boat. This is functional 

assignment area in stock Silent Hunter III  and not a specific 

physical location: crewmembers here have left their normal duty 

functions to perform specific damage control and repair tasks. 

The other crewmembers physically located in the damaged 

compartment are still there, but they are performing the duties 

associated with that compartment (like loading torpedoes or 

listening to the hydrophones) and not performing damage control 

tasks. There is no limit on the number of damage control 

ñpersonnelò in a compartment, up to the number of slots in the 

crew and damage management screen (F7). 

 

 

 

 

 

Figure 57: Repairs in progress on U-402
36

 

 
  

                                                 
35 Photo source: ñU-166: A photographic record,ò http://www.pastfoundation.org/U166/U-166.htm 
36 Photo credit: ñPhotographs from the personal albums of Obermaat [Petty Officer] Walter Friebolin,ò U-boatarchive.net, 

http://www.uboatarchive.net/U-402PhotosFriebolinTwo.htm 

http://www.pastfoundation.org/U166/U-166.htm
http://www.uboatarchive.net/U-402PhotosFriebolinTwo.htm
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Table 12: Relative fatigue accumulation factors within U-boat compartments 

 Surfaced Submerged 

Torpedo rooms 0.045 0.045 

Crew quarters -0.0000003 -0.0000003 

Sonar / Radio 0.01 0.01 

Control room 0.01 0.01 

Conning Tower 0.01 N/A 

Diesel engine room 0.01 0.00075 

Electric motor room 0.00075 0.01 

Deck Gun 0.05 N/A 

Flak 0.05 N/A 

Damage control 0.02 0.02 

 

Managing your crew 

The GWX team has some suggestions for managing crew fatigue using the Real World Fatigue Model: 

 

1. Use spare compartments - There will not always be enough room to reduce the fatigue of all off-

duty crewmembers in the crew compartments. In this case, put the least fatigued crewmembers in 

an unused engine room where they will lose fatigue at a low rate: if you are submerged, put them 

in the diesel engine room; if you are on the surface, put them in the electric motor room. 

 

2. Crew Awards - Awarding badges and medals (such as the U-Boots-Kriegsabzeichen, or U-boat 

War Badge) to your crew will decrease their maximum fatigue levels, which in turn reduces (but 

does not eliminate) the maximum amount of efficiency they can lose to fatigue. 

 

3. Time Compression - The maximum time compression (TC) for 3D viewing controls the 

maximum TC at which fatigue can accumulate or decrease; there are no fatigue effects above 

that compression level. The GWX team suggests using SH3 Commander to use a different value 

for ñWhen in 3D viewsò if you want to change the default value of 32x compression. 

 

A few thoughts about fatigue and crew management in GWX 

Some people have complained that crew management and fatigue in stock Silent Hunter III  forces a 

player to micromanage this aspect of commanding a U-boat. The GWX team decided to try to keep the 

intuitive elements of crew management and fatigue while decreasing the need to conduct ñshift changeò 

operations from 16 times per day to only once per day. Our aim is to make the transition from stock 

Silent Hunter III  to GWX as simple as possible while allowing that the ñmodding faithfulò typically take 

ñsupermodsò such as GWX and ñseason to tasteò and will likely do so with fatigue as well. 

 

Some modifications incorporate ñlong-term fatigueò or ñpsychological effectsò that could severely affect 

crew performance at sea; however, the GWX team felt running out of torpedoes, fuel, or battle damage 

were sufficient reasons to terminate a war cruise to Asia without adding crew fatigue to the list.  

 

Note: the pictures of U-402 are from the collection of Obermaat (Petty Officer) Walter Friebolin during 

his three patrols under Kapitänleutnant Siegfried Freiherr
*
 von Forstner. Obermaat Friebolin died on 

April 12, 1943 when U-562 (Kapitänleutnant Hans Möglich) struck a mine near Lorient while leaving 

on its first patrol; there were 12 survivors. A Mk. XXIV ñFidoò homing torpedo launched by Avenger 

aircraft from USS Card hit and sank U-402 on October 14, 1943; there were no survivors. 

                                                 
* The German Republic abolished hereditary title of Freiherr (ñBaronò) in 1919, and it became a ñmiddleò name. 
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Damage Model 

 

Principal author: ñvonHelschingò 

 

Introduction  

The Silent Hunter III damage model governs what happens when one object touches another object, e.g., 

when a torpedo hits a ship. The damage model estimates the damage an object will inflict after taking 

into account the damage potential, the targetôs ability to resist or absorb the damage, and the physical 

behavior of the objects after they meet. The parameters that govern damage potential include: 

 

Å The damage caused by different types of ordnance 

Å The type (or lack) of cargo in a compartment, e.g., ammunition is more dangerous than lumber 

Å The sea state: ships can be damaged or sunk by extremely rough seas, such as in hurricanes 

Å The location of a hit (i.e., what part of the object was struck) 

 

The damage model divides every object into one or more compartments, each of which has a number of 

parameters that define the compartmentôs resistance to damage. Damage resistance parameters include: 

 

Å Structural integrity (ñhit pointsò) 

Å Armor (if any, and how much) 

Å The time to completely flood a compartment with water 

Å The probability of a critical hit occurring in the compartment, and the resultant damage 

Å Crush depth and the speed at which extreme depth will crush the object. 

 

Physical response parameters include: 

 

Å Collision force (mass, velocity, and acceleration) 

Å Rebound levels (elasticity or inelasticity of collisions) 

 

Lessons learned from The Grey Wolves V1.0 ï 1.1a 

Ships in GWX can sink in three ways: 

 

1. from flooding inside a ship that exceeds a critical level (buoyancy becomes negative) 

2. from a critical hit that causes the complete destruction of one or more compartments 

3. losing too much overall structural integrity 

 

The original Grey Wolves (TGW) shared the damage model developed for ñNot Your Grandmotherôs 

Modò (NYGM), which focused on sinking ships through flooding effects, with a lesser emphasis on 

critical hits than in stock Silent Hunter III and very little ability to destroy a ship through structural 

damage. NYGM accomplished this by reducing the probability and effect of critical hits and by giving 

all merchant ships 2160 hit points compared to the normal range in stock Silent Hunter III of 250 to 300 

hit points, effectively eliminating the possibility that a ship would sink through accumulated structural 

damage. This approach achieved its objectives but had some unintended side effects when used in TGW: 

 

Å The damage caused by one torpedo was limited to one compartment, so that hitting the same ship 

compartment with a second torpedo produced only a small amount of new overall damage 

(compared to a shipôs total structural integrity) and no additional flooding. 
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Å It was nearly impossible to sink a merchant ship with the deck gun unless a player could 

consistently obtain hits at the water line. This was not generally an issue in TGW since the deck 

gun in TGW was highly accurate; however, the introduction of Real World Gunnery in GWX 

greatly increased the difficulty of hitting targets (such as a shipôs waterline) with great accuracy. 

 

Å A number of players reported that sinking a ship could take many hours or days, even with 

multiple torpedo hits. Historical examples of such behavior certainly exist, but these seemed to 

be historical outliers compared to the number of occurrences reported in TGW. 

 

Resisting damage 

One torpedo would generally suffice historically to sink a small- to medium-sized ship; few required 

more than two torpedo hits. Merchant ships were (and are) supposed to carry as much cargo as possible 

at the lowest initial and operating cost; they are not supposed to withstand battle damage. Shipyards 

built them as rapidly as possible using low-cost materials, and the high cost of ship maintenance meant 

that older ships could be literal rust buckets provided they could still haul the goods. The shipyards used 

modular construction techniques to build Liberty- and Victory-class ships at a record pace, but the time 

pressures could result in poor fitting and welding between the modules that would comprise the ship. 

 

GWX gives ships more hit points than in stock Silent Hunter III so that ships will sink due to flooding 

more often than due to a loss of structural integrity, but there are few enough hit points that a second 

torpedo hit on a merchant ship will likely sink it. Each ship also has certain weak spots that players can 

exploit to an extent, but variations in torpedo damage can allow a ship to survive a hit even on these 

vulnerable areas. The GWX team derived the number of hit points, weak spots, and damage resistance 

parameters for some stock warships and each aircraft, merchant ship type, and warship introduced by 

GWX on the assumption that ships of each type are of a similar size and age, and therefore have similar 

sinking and flooding characteristics. GWX divided the merchant ships into the following categories: 

 

Å small merchant ships 

Å medium merchant ships 

Å large merchant ships 

Å small tankers 

Å medium and large tankers 

Å passenger liners 

Å ammunition ships 

Å coastal vessels (including tugboats) 

Å fi shing boats 

Å patrol craft 

 

Torpedoes in GWX will cause varying amounts of damage depending on whether they were using an 

impact or a magnetic pistol, and the depth of the torpedo when it exploded. Most ships in GWX will 

sink within a reasonable amount of time when flooding exceeds a critical level, though the critical level 

will vary depending on the part of the ship that was hit. 

 

The GWX team notes that tankers had highly diverse levels of damage resistance, and that the SH3 

damage model reflects this variability. For example, tankers could carry anything from inert water, to 

thick crude or fuel oil, to 100-octane aviation gasoline; in addition, shipyards built (and still build) 

tankers to move large amounts of liquid, so a tanker will not necessarily sink if a torpedo merely puts a 

hole in its side while it is carrying water as ballast. 
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Featured effects of the GWX Damage Model 

Players now have an incentive to use the deck gun to finish off an opponent that cannot shoot back, and 

to avoid a shoot-out of any kind. Ships will lose integrity to gunfire and can be sunk (eventually) by 

using the deck gun, but ships will flood only when shells (or torpedoes) hit them at or below the 

waterline. Hitting a shipôs bridge can cause it to lose control of its navigation and steering; however, 

hitting a specific part of a moving target from a moving and tilting U-boat is now a difficult proposition. 

 

Engaging in a gunnery duel with any warship larger than a small ASW corvette is now suicidal, since: 

Å Your deck gun is unlikely to damage the warship fast enough to sink it before it sinks you 

Å Your crew is completely exposed to gunfire from all the warshipôs guns and antiaircraft cannon 

Å The deck gun will have a difficult time training about fast enough to track a fast-circling warship 

 

If you must engage small patrol craft on the surface, the GWX team suggests you use your antiaircraft 

cannon since it exposes fewer of your own crewmembers to loss from return fire: if you are lucky, you 

will suffer only damage and a few casualties, but not total destruction. If you must engage larger 

warships on the surface, well é for you, Herr Kaleun, the war is over. 

 

 

Figure 58: The war is over for Obersteuerman Helmut Klotsch from U-175, sunk by USCGC Spencer
37

 

 

Rotating Kristalldrehbasisgerät (KDB) Hydrophone Receiver 

 

Stock Silent Hunter III simulates the effects of the rotating Kristalldrehbasisgerät (ñcrystal rotating base 

apparatusò) hydrophone receivers but does not rotate the 3D model of the receiver. GWX adds rotation 

to the KDB on the forward hull so it rotates whenever the U-boat is submerged. The azimuth of the 

KDB matches the azimuth shown on the hydrophone control at the hydrophone/sonar control station. 

 

 

 Figure 59: KDB listening ahead in GWX  Figure 60: KDB listening to port  

                                                 
37 Photo source: U.S. Coast Guard, http://www.uscg.mil/history/webcutters/spencervsu175.asp 

http://www.uscg.mil/history/webcutters/spencervsu175.asp
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Rotating Radar and Radio Direction Finding Antennas 

 

Stock Silent Hunter III simulates the effects of U-

boat radar rotation but does not rotate the 3D 

model of the radar antenna; similarly, some ship 

contacts represent the effects of using the radio 

direction finding (RDF) antenna to detect radio 

transmissions but the RDF does not deploy or 

rotate. GWX merely rotates the 3D model of the 

radar antenna on U-boats so equipped, and the 

RDF loop on all U-boats; the azimuth of the radar 

and RDF antennas matches the azimuth shown on 

the azimuth control wheel in the radio room. 

Figure 61: Biscay Cross and RDF antenna in action
38

 

 

Radar and Radio Direction Finding Antennas in GWX 

The RDF antenna rotates 180° clockwise 

and then counter-clockwise. No player 

action is required to use the RDF antenna. 

 

The radar antenna rotates automatically, 

but the Silent Hunter III game engine 

forces the antenna to retract in the position 

it was in whenever the U-boat dives. This 

can result in the antenna appearing to stick 

out of the sides of the U-boatôs conning 

tower, a purely visual effect that does not 

affect the radar or the U-boat, but which 

some players may find irritating. 

Figure 62: FuMO-30 radar with FuMB-5 Samoa RWR antenna
39

 

 

GWX adds a [Shift]-R command allowing players toggle the radar on and off. Turning the radar off 

also retracts the radar antenna, allowing players to retract the radar manually into its proper position 

before the U-boat dives as the antenna aligns with its storage location in the conning tower. See 

Appendix A for a more detailed discussion of the historical employment of radar on U-boats. 

 

 

Figure 63: Rotating RDF and FuMO-30 antennae next to a fixed-position FuMB-2 ñBiskayakreuzò in GWX  

                                                 
38 Photo source: Robert Langille, Electronic Warfare Consulting Services, http://www.ewcs.ca/ 
39 Photo source: ñElektronischer radarwarner,ò http://www.ww2technik.de/dsub_vert.htm 

http://www.ewcs.ca/
http://www.ww2technik.de/dsub_vert.htm
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Late War Sensors: Schnorchel-mounted Radar Warning Receiver Antennas 

 

Principal authors: ñRefò and ñvonHelsching,ò with assistance by ñTxemaò 

 

Note: the GWX team based the Type XXI U-boat schnorchel-mounted radar warning receiver (RWR) 

antenna feature on a concept within the fix byñRowi58ò for the FuMO-391 radar. Special thanks to 

ñJaxaò and ñJSconesò for additional historical research and references. See Appendix A for a discussion 

of radar warning receivers carried on U-boats 

 

Introduction   

The last year of the war was a desperate one for the U-boats: they had retreated to Denmark and Norway 

after the Allies overran their French bases in the summer of 1944, with the exception of a few Monsun 

boats cut off in Indonesia. Access to the Atlantic was more restricted than it been in four years, except 

this time the Allies had advantages unheard-of in 1940: cryptography, radar, sonar, sonobuoys, magnetic 

anomaly detection (MAD) gear, and antisubmarine weapons such as the airdropped homing torpedo and 

the ñhedgehog.ò With only distant access to the Atlantic, the U-boats fought an ñinshore campaignò 

close to the British Isles while Germanyôs intelligence services and electronics industry fought a 

ñWizard Warò with Allied scientists to preserve the U-boats from Allied technological advances and air 

supremacy long enough for the Type XXI Elektroboote (ñelectric boatsò) to finish their training and join 

the fight. Note: GWX does not model MAD gear, sonobuoys, or airdropped homing torpedoes. 

 

The GWX team found many interesting technological advances of the ñWizard Warò implemented in 

historical U-boats in the last year of the war, but not found in stock Silent Hunter III. The details of these 

advances were elusive, but the team found enough information to implement one of these advances: the 

fitting of a RWR antenna atop the schnorchel of all U-boat types during the last few months of the war. 

 

 

Figure 64: FuMB-29 Bali RWR antenna atop Type VIIC schnorchel in GWX - Trondheim, Jan 1945 
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There are few references to when Germany began installing 

schnorchel RWR antennas; the autumn of 1944 is given by V.E. 

Tarrantôs The Last Year of the Kriegsmarine May 1944 ï May 

1945. The sources generally agreed the Germans mounted only 

one type of radar detection antenna atop their U-boat schnorchel: 

the FuMB-3 Bali, also known as Häschen (ñrabbitò), an 

omnidirectional runddipol (ñcircular dipoleò) antenna. The 

FuMB-3 was part of the FuMB-29 Bali-Anlage (ñBali layoutò) in 

which the antenna could be used in conjunction with the 

following RWR sets to detect metric and centimetric radars: 

 

Å FuMB-7 Naxos 

Å FuMB-8 Zypern I (ñCyprus Iò); this combination was called 

Wellenanzeiger-G1 (ñwave indicatorò) or ñWanze-G1ò 

Å FuMB-9 Zypern II (ñCyprus IIò); this combination was called 

Wellenanzeiger-G2 or ñWanze-G2ò 

Å FuMB-10 Borkum 

Å FuMB-37 Leros 

Figure 65: FuMB -3 Bali atop schnorchel
40

 

 

The Allies kept the Germans on the defensive by forcing them to react to Allied radar innovations, but 

the Germans continually replaced U-boat RWR sets with newer models as scientists from each side 

strove to give their own forces a decisive edge in the ñWizard War.ò In the last few months of the war, 

many U-boats had sensors to cover all known Allied radar frequencies. 

 

Implementation of Late War Sensors in GWX 

GWX implements two new sensor antennas: 

1. FuMB-3 Bali: All type VII and Type IX U-boats and their variants mount this antenna on their 

schnorchel starting in October 1944 as part of the FuMB-29 Bali-Anlage. 

2. FuMB-37 Leros: All Type XXI U-boats mount this antenna atop their schnorchel starting in 

January 1945. 

 

The FuMB Leros RWR set included use of the FuMB-3 Bali antenna but had superior range and 

detection capabilities; however, the FuMB-37 Leros RWR set is not included in stock Silent Hunter III. 

The GWX team therefore distinguishes between the operational specification and capabilities of the two 

systems by using the term ñFuMB-37 Lerosò to refer to the antenna and associated receiver that 

provide superior detection range, and not the complete RWR set that included the Athos RWR. 

 

*IMPORTANT NOTE*  

 

Selecting either of these RWR antennas while at the Radar Warning Upgrade screen may result in 

the destruction of all RWR equipment aboard your U-boat on your next mission. The new RWR 

schnorchel antennas will appear on the U-boat upgrade screen at the aforementioned dates, but do not 

select them. You must follow a special procedure to allow GWX to perform the upgrades automatically 

since the system of using renown points to purchase equipment does not work for devices that were not 

included in stock Silent Hunter III. 

                                                 
40 Photo source: http://www.ubootwaffe.pl/okrety/wyposazenie.htm 

http://www.ubootwaffe.pl/okrety/wyposazenie.htm


 

The Grey Wolves Expansion V3.0 Gold 70 

Installing the FuMB-3 Bali and FuMB-37 Leros RWR antennas on your U-boat 

 

A. FuMB-3 Bali: You must perform the following steps after the upgrade screen shows it is 

available for installation on a Type VII U-boat, Type IX U-boat, or their variants (see Figure 66). 

 

 

Figure 66: Upgrade screen highlighting the FuMB-3 Bali RWR antenna after it becomes available 

 

Step 1: Exit the game while in base before a mission. 

 

Step 2: Enable / install the GWX modification ñLate War Sensors Snorkel Antennasò located in 

the ñSH3/Modsò subfolder. The GWX team recommends using the JSGME tool - provided with 

GWX - for easy installation of this feature. Please read the JSGME documentation for 

instructions on enabling and disabling software modifications. 

 

Step 3: Reload the game and continue your career from the same point you exited in Step 1 by 

selecting the last saved entry, ñIn base before missionò 

 

B. FuMB-37 Leros: GWX installs this automatically, so no player action is required. 

 

The Effect of Late War Sensors Snorkel Antennas in GWX  

The main RWR installed on the conning tower provides radar warning when the U-boat is on the 

surface; the schnorchel-mounted antennas will provide warning when the U-boat is submerged, is at 

schnorchel depth, and has deployed the schnorchel. The FuMB-3 Bali has a radar detection range of 

about 7.5 km and the FuMB-37 Leros on the Type XXI has a detection range of about 9.5km. These new 

sensors should provide just enough warning of an incoming aircraft that the player can lower the 

schnorchel and begin a deep dive coupled with evasive action. The player must be careful to ensure the 

sensor is not under water, but not so high above the surface that it can be detected by enemy radar. 


