Here are some additional tips for online play.  Please feel free to add your comments, suggestions, and/or additional tactics for online play to this topic:


·  Before clicking on the “Pause” button to start the game, set your depth to 15m (you can always surface or go deeper once you know where the enemy units are); make sure that your radar is turned “off”; make sure that your periscope is down and that you have set the desired starting speed for your boat to “All Stop”.  These actions will make you very difficult for the Destroyers to detect you at the start of the game.

·  Use a depth of 15m instead of “periscope depth” for using your scope, targeting, and firing torpedoes.  You can still lock onto targets at 15m and yet a Destroyer’s torpedoes will pass over your Boat.  Please keep in mind that you can still be rammed at this depth.  This 15m depth can also allow the “sonar cone” of a Destroyer to pass under you at certain ranges causing the Destroyer to lose much of his data as to your location.  Destroyer-launched torpedoes go deep before they come up to their final running depth so they can sink you at a depth of 15m if you are very close to the Destroyer.

·  After submerging for the first time, click “full left rudder…full right rudder…center rudder” to notify the game that you are actually submerged.

·  Do not use “Team” chat during the game.  The Destroyers will get a fix on your position.  Remember that when using “All” chat during the game that all players (including Destroyers) will read your messages.

·  In order to try and make a run around the Destroyer screen, if you are more than 6nm away from the closest escort, set your depth to exactly 6m and go to “Flank” speed.  As long as you stay at least 6nm away from the closest Destroyer, keep your scope down, radar off, and do not use “Team” chat in the game you will remain undetected.  Once you get within this 6nm range they can detect your boat on the surface.  NOTE:  This tactic may no longer be required under the new STAT rules put in place during November 2002....HF/DF has been disabled...additional testing will be required.

·  You can figure the approximate distance to a sound contact by measuring the distance from your Boat to the edge of the “sound cone” and then divide that distance by 2.

·  If you can hear an escort’s engines in various stations then the escort is within 2000m from you and you should either be taking evasive action or lining up for a torpedo shot.

·  If you zoom out in the map view and can see most of the “tail” on the Destroyer’s red icon then the Destroyer is not close enough to you to prevent you from coming up to firing depth and getting off a couple of torpedoes.

·  Be aware that the “better” Destroyer Captains will follow very slowly behind you and wait for you to come up for a shot.  You can easily lose sound contact with these Destroyers as they are trailing you slowly in your baffles.  They will go to Flank speed and try to ram you while dropping Depth Charges on your position.  Always be ready to “Crash Dive” “Flank Speed” and turn 90 degrees.

·  In most cases you can easily out turn a Destroyer.  It is normally effective to turn away from active Sonar pings, however, it can also be very effective to make a 90 degree “Flank Speed” turn when being Depth Charged and then make another snap turn directly back at the Destroyer.

·  Try to evade the escorts and then come up to firing depth in the middle of the convoy.  This will become much easier once “silent running” is put into place (as the game is currently, the Destroyer’s can always hear your engines even if you are at “All Stop” or have set silent running).  If you can get behind the escorts before they detect your U-Boat you will be at a great advantage.

·  Be aware that you will normally not have much time to fire your torpedoes before you have to dive to evade a Destroyer.  Be very aware of what is going on around you when you are at a shallow firing depth.

·  If you fire type FaT-1 guided torpedoes be aware that they will eventually turn around and start back toward your Boat.

·  If you fire acoustically guided type T-V torpedoes dive to at least 26m as they will seek out the noise of your engines as well as seeking out the sound of an escort’s engines.

·  Trying to “fight it out” in a gun battle with a Destroyer on the surface is normally suicidal for the sub player.

·  If you must try to sink a Destroyer (the convoy ships are our primary target), try to stay behind or to the rear/side of the Destroyer out of sensor range.

·  Destroyer passive sonar range = 5500 meters.  Destroyer active sonar range = 2300 meters.  Destroyer surface radar range = 5 n.m. (9260 meters).

·  To set up an ambush on a convoy….get in the path of the convoy…go to 15m depth outside of the Destroyer’s 5 n.m. radar range…turn off engines outside of the Destroyer’s 5500 meter passive sonar range…and wait.  Do not raise your periscope until you are within firing distance.  You should remain undetected until you get within 2500 to 3400 meters of the closest escort.  To remain undetected…do not turn on engines.  You can change depth and sink to a lower depth to reload while you remain at “all stop”.

