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1. INTRODUCTION

L’Impresa di Alessandria simulates 
“Operation GA 3”  carried out by six 
men of the Italian Navy  Xª Flottiglia 
MAS  on the night of 18/19 December 
1941.
Riding three SLC (Siluro Lenta Corsa - 
slow-running torpedoes), they entered 
the port of Alexandria, Egypt and sank 
the British battleships Queen Elizabeth 
and Valiant by attaching underwater 
explosives to them.
The player takes on the role of the first 
operator (pilot) of a SLC called “maiale 
(pig)”, an underwater vehicle capable 
of navigating while submerged.
The aim of the game is to enter the 
port of Alexandria in Egypt, the base 
of the Royal Navy ‘s Mediterranean 
Fleet, search for the ship assigned as 
the mission target and mine it with an 
explosive warhead.

2. GAME COMPONENTS

Each game includes:
  1 A2 gameboard 
  1 A4 Table
  1 Sheet of die-cut counters
  This set of rules

The game also requires 1 6-sided die, 
not included.

2.1. Gameboard
The game map shows the layout of 
the port of Alexandria, Egypt, and  
adjacent areas. A hexagonal grid 
has been overlaid and numbered to 
control movement.
Below the map, from left to right, are:

  the “Obiettivo di missione” 
(Mission Objectives) Table;
  the “Navi all’ormeggio” (Ships 

at Mooring) Table where the ships 
identified by the raiders are placed 
(see rule 8);
  the “Attrezzature di bordo” (On-

board Equipment) Table which 
represents the container towed 
behind the 2nd operator. The  5 
equipment counters supplied to the 
operators must be placed here at the 
start of the game and in the spaces of 
the chosen colour;
  the “Testata esplosiva” (Explosive 

Warhead) Table where the placement 
of the explosive warhead is indicated;

  the “Profondità di navigazione” 
(Navigation Depth) Table which 
indicates the depth at which the 
various SLCs are located each turn; 
it is made up of three columns: the 
first indicates the depth in meters; 
the second is where the Quota SLC 
(SLC Depth) counters are placed to 
indicate the depth at which the vessel 
is located and the third highlights the 
Fatigue Point (PF) cost of navigation 
at the relevant depth.

2.2. Game counters
The counters include:

3 counters SLC 
used to indicate the 
position of the SLCs  
on the map

3 counters “Quota 
SLC” used on the 
Navigation Depth 
table to indicate the 
depth of the SLCs
3 Fatigue Points (PF) 
counters to be used on 
the appropriate table 
to record the Fatigue 
Points accumulated by 
the SLC operators

3 counters 
“Obiettivo” used to 
indicate the mission 
objective

15 Equipment 
counters, 5 per SLC

9 “Vista ormeggio” 
(Mooring view) 
counters

9 “Tipo 
sbarramento” 
(Barrier) counters

63 various 
Navigation counters

2.3. Equipment
Each SLC has 5 types of Equipment:

Sergenti (Sergeants): 
special screw clamps 
to be fixed to the 
ship’s roll fins and 
between which the 

suspension line of the explosive 
warhead was stretched

Tubo viveri (Food 
tube): watertight tube 
used to carry food to 
be consumed during 
the journey
Alzareti (Net lifter):  
a winch made up of 
cables and blocks, 
used to lift net 
obstructions and allow 

the passage of vehicles and operators

Reserve ARO: Reserve 
Oxygen Breathing 
Apparatus

Cesoie (Shears): 
manual net cutters

3. GAME PREPARATION

Place the map of the port of Alexandria, 
Egypt flat on a table.
The player chooses an SLC counter 
that will represent their vessel for the 
duration of the game.
Then place on the gameboard:

  the selected SLC counter on one 
of hexes 1902, 2002 or 2103, (these 
hexes are indicated with an SLC 
symbol);
  the SLC Depth counter of your 

color on the “0-2 m” box of the 
Diving Depth table;
  the 5 equipment counters in the 

boxes of the corresponding color on 
the “Onboard Equipment” table.

Place the Navigazione (Navigation), 
Tipo di sbarramento (Weir Type), 
Vista Ormeggio (Mooring View) and 
Obiettivo (Objective) counters in four 
different opaque containers (cups), 
after having mixed them up properly.

3.1. Assigning Objectives 
Before the attack, the player rolls the 
die to determine the mission target 
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that must be sunk by placing the SLC’s 
explosive.

1 Merchant 4 Merchant

2 Battleship 5 Battleship

3 Merchant 6 Aircraft 
carrier*

* On the night of the raid there 
was no aircraft carrier in the port 
of Alexandria, you can replace the 
Aircraft Carrier objective with an Oil 
Tanker if you want to recreate the 
historical situation.

Then place your mission objective 
counter in the appropriate space on 
the “Mission Objective” table.
Lastly, place your SLC counter for the 
map in the starting hex chosen on the 
map (1902, 2002 or 2103) and place 
the SLC’s Depth Counter at the Surface 
depth of 0 – 2 m.

3.2. Approaching the port
The vessel must travel from the support 
submarine Scirè (hex 1016) to the initial 
deployment hex before being able to 
enter the port.
To simulate navigation to the port, 
the player counts how many hexes the 
SLC has traveled from the Scirè to the 
chosen placement hex and takes that 
number of Fatigue Points (PF). Finally, 
the player draws 10 counters from the 
Navigation cup, one at a time, and 
applies the results.
The player can decide to draw other 
counters, always one at a time, at 
a cost of 1PF each, in the hope of 
drawing favorable events (e.g. Meal at 
Sea or Incoming Ships).
Once the approach is completed, the 
first Game Turn begins (4.1).

4. NAVIGATION

Navigation towards the objective can 
take place in any sea or partial sea hex.
If a hex includes a dock (outside 
or inside the port), the hex is still 
considered navigable but the dock 
itself cannot be crossed.

4.1. Game Turn
A game turn occurs as follows:
1) The player takes a number of 

PF  equal to the navigation cost 
indicated in the Navigation Depth 
Table relating to the depth level at 
which their SLC is located.

This happens at the beginning 
of each turn, even if the SLC is 
not moving or performing some 
operation.

2) The player draws a counter from 
the “Navigation” cup and, if the 
drawn event involves an operation 
(see rule 5), carries out the action 
described.
This operation has priority and 
must be completed, even over 
multiple turns, before normal 
navigation can resume. 

If the operation is physically not 
possible (for example, an additional 
meal has already been consumed), 
it is considered to have “No effect” 
and navigation continues. 

3) The player, if not completing an 
operation that requires multiple 
turns, may move the SLC on 
the map 1 hex in any permitted 
direction. At this stage, the 
player can also change the SLC’s 
navigation depth by one space 
up or down on the “Navigation 
Depth” table.

It is also possible, in a game turn, to  
stay in a hex and just vary the SLC’s 
depth within it.
In this phase the player can perform 
operations such as overcoming  
obstructions by paying the related 
PF cost.

At this point the game turn ends and 
the next one can begin. 

4.2. Quick Dive
The operator  can perform a rapid 
dive on any turn, as an alternative to 
navigating. This maneuver costs 20 
PF and consists of a rapid descent to 
a chosen depth greater than 8 meters 
without any other movement during 
the game turn.

5. NAVIGATION EVENTS

The game features 63 Navigation 
counters with events that can occur 
during navigation. The events occur 
on the turn the counter is drawn. After 
drawing a Navigation counter and 
carrying out its event, if the SLC is in 
the port, turn it over and apply any 
other event (5.8) before returning it to 
the container.

All events last one round, unless 
otherwise noted. Some events have 
variable duration, during which 
navigation may be interrupted, but 
resumes at the end of the event.
Some events only take effect outside or 
inside the port, as indicated.
All events, after being played, are 
returned to the container from which 
they were drawn unless otherwise 
indicated.
The “Navigazione Normale” (Normal 
Navigation) event has no effect on the 
game.
Other possible events are:

5.1. Avaria Lieve (Minor Failure)
Various minor failures 
can occur to the vessel 
or to the operators 
during navigation, such 
as broken rudder control 

cables, malfunction of the on-board 
compass, flooding of the operator’s 
mask or the mid-water entanglement 
of a free cable in the propeller.
Repair is possible but costs the number 
of Fatigue Points indicated on the 
counter.
The vehicle restarts from the surface 
level 0–2 m.

5.2. Avaria Grave (Serious Failure)
The compensation tank 
flooding command fails.
The player must attempt 
a repair at a cost of 30 
PF. The player rolls the 

die and on a 1, 2, 3, or 4, the repair 
is successful. On a 5 or 6, the vessel 
begins to sink uncontrollably, and in 
each subsequent turn, the player must 
reroll the die (and spend another 30 
PF) until the repair is successful or 
exhaustion causes the mission to fail 
(7.1). 

5.3. Perdita Attrezzo 
(Loss of equipment)

While sailing, it was not 
possible to avoid strong 
waves which, due to the 
backwash, could cause 
the loss of equipment 

stored in the tool container towed 
behind the second operator.
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The player must remove a counter 
of their choice from the Onboard 
Equipment Table.

5.4. Pasto supplementare 
(Supplementary Meal)
Given stable sea 
conditions and being 
ahead of schedule, the 
sailors decide to refresh 
themselves . This event 
can only occur outside the port; if 
in port, consider it “no effect” and 
instead reduce the crew’s Fatigue 
Points by 20 PF.  The event lasts one 
game turn, at the end of which the 
“Food Tube” counter is removed from 
the “Onboard Equipment” Box.

5.5. Malore I Op. (First 
Operator Falls ill)
The first operator falls 
ill due to a breathing 
apparatus malfunction. 
It must be replaced with 
the reserve AROs. The 
replacement costs 10 PF, after which 
the “Reserve Breathing Apparatus” 
marker is removed from the equipment 
container box.
If the illness occurs at a depth of more 
than 12 metres, the first operator dies 
and the mission fails.
If the reserve ARO is lost, the damaged 
device must be repaired at a cost of 20 
PF and  two game turns.

5.6. Malore II Op. (Second 
Operator falls ill)
Due to a breathing 
apparatus malfunction, 
the second operator falls 
ill and must abandon 
the vehicle. All actions 
will now cost 20% more PF, rounded 
up.

5.7. Incoming ships 
Three British destroyers 
are returning to 
the harbor. The net 
obstruction protecting 
the entrance is removed 
to allow entry. Place the drawn event 
counter on the net obstruction at the 
harbor entrance (e.g., 1904, 2004) for 
four turns, during which it is possible 
to pass through that obstruction at the 
normal navigation cost at any depth 
without drawing a “Net Obstructions” 
counter.
If drawn when the SLC is inside the 
port, treat it as “No Effect”.

5.8. Vedetta (Lookout)
Inside the harbor, an armed motor 
patrol boat is on duty; to avoid 
detection, it is necessary to proceed to 
the next two hexes in depth (minimum 
9 meters), which can 
be reached by a quick 
dive, to be carried out 
immediately.

If unable to carry out these maneuvers, 
the operator is discovered and arrested, 
resulting in mission failure.

5.9. Port surveillance 
Inside the harbor, the Royal Navy 
keeps a close watch, the armed 
motorboats patrol the harbor, 
periodically dropping into 
the water hand grenades 
that explode at depth.
If the SLC navigation 
counter is inside the port (i.e. it has 
passed the entrance obstruction net), 
after drawing the counter from the 
“navigation” container and carrying 
out the event described on the counter, 
the counter is turned over before being 
put back in the container.
In case of “Vigilanza OK” there are 
no other effects, however if during 
the turn the motorboat lookouts have 
thrown grenades,  the hex where they 
explode is indicated. 
If the SLC is in the affected hex, the 
result, depending on the depth at 
which it is located, is as follows:

DEPTH RESULT

0 – 2 Death of the operators and 
end of the mission

3 – 5 Death of the operators and 
end of the mission

6 – 8 100 Fatigue Points expended

9 – 12 50 Fatigue Points expended

oltre 12 20 Fatigue Points expended

bboror,,
ooo 
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If the SLC is in a hex adjacent to the 
affected hex, the result, depending on 
the depth at which it is located, is as 
follows:

DEPTH RESULT

0 – 2 80 Fatigue Points expended

3 – 5 60 Fatigue Points expended

6 – 8 40 Fatigue Points expended

9 – 12 20 Fatigue Points expended

oltre 12 No damage

If the SLC is two or more hexes away 
from the explosion, there are no 
affects.

6. UNDERWATER OBSTRUCTIONS

Nets made of metal rings were 
deployed to protect the port and 
moorings against underwater threats. 
The operator must identify the net 
type and proceed to overcome it 
according to the techniques perfected 
during training.
To identify the net type, the SLC must 
reach the hex with sides made up of net 
obstructions and draw a counter from 
the “Barrier” container, which applies 
to all net sides of the hex containing the 
marker. Once the counter has passed 
the obstruction, it is then returned to 
the container.
There are three barrier types:

6.1. Mezza altezza 
(Half-height) net
Among the simplest 
to overcome, this net 
does not extend to right 
down to the seabed. 
There are two ways to 
overcome it:

  by staying on the surface: the 
SLC must navigate at a depth of 
0-2 metres, passing through the 
obstruction. However, there is a risk 
of being discovered by port security. 
On a die roll of 3, 4, 5 or 6 continue 
on, on a 1 or 2, forward movement 
is interrupted and an immediate 
rapid dive must be made (4.2). A 
new attempt to pass may be made 
on a subsequent turn;
  by diving, descending below 

6 metres and then continuing 
navigation normally.

6.2. Al Fondo (Deep Net)
A deep net reaches right 
down to the seabed.
It can be overcome by:

  staying on the surface 
as for the Half-Height 
Net (6.1) except that to continue 
navigation, the successful die roll 
must be ta 4, 5 or 6; otherwise a 
quick dive must be made and the 
attempt repeated later;
  by diving and cutting a hole in 

the mesh using the  shears in the 
equipment container.  This is done 
by diving to a depth greater than 5 
meters, and cutting the mesh during 
the same game turn; navigation then 
proceeds normally on the next game 
turn. This action costs 40 PF;
  by diving and  lifting the net from 

the bottom using  the net lifter. The 
SLC dives to a depth of more than 
8 meters, the net is raised and the 
SLC moves to the next hex on the 
following game turn. This action 
costs 30 PF.

6.3. Strascico sul Fondo (Net 
with a drag on the bottom)
This anti-intruder net is 
used to protect  the most 
important moorings; it 
is a special steel hoop 
mesh which descends to 
the seabed and drags along it for about 
5 meters. It is therefore impossible to 
use a net lifter  due to the excessive 
strain. These nets are also normally 
well-guarded. Overcoming the net is 
still possible however:

  staying on the surface and 
continuing navigation on a die roll 
of 5 or 6; otherwise a quick dive 
must be performed and the attempt 
repeated in another hex;
  by diving by and cutting a hole in 

the mesh with the  shears. This is done 
by diving to a depth greater than 5 
meters and cutting the mesh during 
the same game turn; navigation then 
proceeds normally on the next game 
turn. This action costs 60 PF.

If, during navigation, due to an 
unforeseen event, the piece of 
equipment necessary for overcoming 
a particular obstruction is lost, then, 

obviously, the related action cannot 
be chosen.

7. FATIGUE POINTS 

Fatigue Points (PF) are the heart 
of the gameplay in The Alexandria 
Expedition. The game mechanism takes 
into account the energy expenditure 
(Fatigue Points) of the SLC operators 
during the course of the action. The 
final result, measured in PF used in the 
mission, will therefore be influenced 
by all the events that occur during the 
mission. Certain unforeseen events and 
certain mandatory actions require a 
greater use of PF.
Every time a player expends PF,  they 
must mark them on the Fatigue Points 
Table. If they reach the 100 space, they 
must turn their counter over to the PF  
+100 side and start again from space 1.

7.1. Tiredness
Any significant expenditure of energy 
naturally increases the difficulty of 
performing various game operations.
If the accumulated PF reaches 200 the 
operators do not have the strength to 
continue and the mission ends.

8. IDENTIFICATION OF 
THE OBJECTIVE

The map shows the various moorings in 
the port, along with their identification 
numbers.
At the start of a game turn in which 
an SLC is on the surface (0-2 m) and 
can establish a continuous distance of 
length equal to or less than 4 hexes 
(excluding the hex where the SLC is 
located and including the mooring 
hex) with a mooring it can identify the 
type of ship at anchor.
The player draws a counter from the 
“Moorings” container, indicating the 
type of ship moored at the observed 
location. The counter is placed on the 
mooring space on the “Ships at Dock” 
table on the map.
The line of sight must not cross any 
land, islands, piers or other moorings.
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9. ATTACHMENT OF 
THE EXPLOSIVE

Once the mooring where the vessel in 
question is located has been identified, 
the SLC can proceed with the attack.
To be able to attack the target, the SLC 
must arrive at a depth of less than 6 
meters below the hull of the anchored 
ship (and be in the same hex).
At this point, it is necessary to attach 
the “sergeants”, a special type of clamp 
supplied, to the two anti-roll fins on 
the hull, then stretch a cable between 
the two that crosses the keel upon the 
centre of which the explosive warhead, 
appropriately armed with the timer, is 
hung.
This operation costs 60 PF and  takes 
three game turns.
It is possible that, during navigation, 
the “sergeants” have been lost or that 
the operators are too tired to perform 
this maneuver; in this case, by landing 
on the seabed (at a depth of 9 meters 
or more), it is possible to release the 
explosive charge on the seabed and 
arm it. This operation costs 20 PF and 
takes two game turns.
A reminder  place a Equipment counter 
of your color on the “explosive 
warhead” table in the box indicating 
how the device was placed.
Once the warhead is placed, the 
mission is considered successful.

10. RETURN

Once the charge is placed, the operators 
must find a way out to avoid being 
captured.
The game turn remains unchanged. 
The player must reach the hexes 
marked in yellow (2307, 2311, or 
2313) as they have been identified 
by Italian military intelligence as 
being less patrolled by the port 
security.
When the SLC enters one of these 
hexes at a height of 0-2 meters, 
the game ends and the “Results 
Table” is used to calculate the score 
obtained.

11. MISSION RESULT

Victory Points are calculated 
depending on how the game was 

concluded according to the following 
table:

EXPLOSIVE
suspended:
80 Points

on the 
seabed:

50 Points

OPERATORS

return with 
the two 

operators:
50 Points

return 
with one 
operator:
20 Points

OBJECTIVE
assigned:
40 Points

alternative:
20 Points

11.1. Mission evaluation
To complete the mission requires at 
least 100 points.

 MISSION COMPLETED: 170 points
 MISSION ACCOMPLISHED: 140 to 169 

points
 MISSION COMPLETED WITH DIFFICULTY: 

100 to 139 points

12. COLLABORATIVE GAME

The game allows for 2 or 3 players to 
play simultaneously.
The gameplay is the same as for a 
single game, valid for each player, with 
the following exceptions:

ASSIGNING OBJECTIVES: if a player rolls 
an objective that has already been 
assigned, the die is re-rolled until 
an objective that has not yet been 
assigned is rolled;
CONTACTING AND OVERCOMING 
OBSTRUCTIONS: If, at the start of a 
game turn, two or more SLCs are in 
the same hex whose side contains a 
net obstruction, the first player draws 
a counter to identify the type of 
obstruction and places it on the map 
on the hex where the SLCs are located. 
If the other players intend to cross the 
obstruction, the type is the same for 
all, while each player chooses how to 
overcome it. At the end of the turn, 
the counter is returned to its container.
IDENTIFYING THE TARGET: When a ship is 
identified at a mooring, the counter is 
placed facedown on the corresponding 
space on the “Docked Ships” table. 
If a player wants to identify a ship 
moored at a location already visited 
by another player, they do not draw 
a counter from the “Docked Ships” 
cup but instead examine the counter 
(facedown) on the corresponding 
space on the “Docked Ships” table.
PORT SECURITY: grenade explosion 
affects apply to all players.
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