
   

 

 
What you will find in this first scenario pack is two very simple scenarios for Blood Sweat & Iron  
simple rules for fighting ACW river battles. 
 
The first scenario is called “The Convoy Must Get Through” and in this scenario you must get your 
convoy of urgent supplies through to your troops and the enemy has to stop you. 
 
The second scenario is called “Run Rabbit Run” which is played on a narrow river section, can you 
get your VIP off this river section to safety or will the enemy stop you.  
 
Both of these scenarios have been written for Blood Sweat & Iron but I am sure that with a little  
adjustment they could be used with your preferred rules systems. 
 
I hope that you enjoy playing these scenarios using Blood Sweat & Iron, simple ACW river battle 
rules. 

Mac  
 
 
 
 
 
 
 
 
 
You can see news and updates for Blood Sweat & Iron at www.littlewargamingworlds.com there is  
also a section where you will find all the FAQ’s. 
You can contact me at bloodsweatandiron@outlook.com with any questions you may have or any 
feed back. 
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Title -  The Convoy Must Get Through. 

One force has been tasked with getting urgent supplies down this river section to troops further 
along the river. 
The other force has to stop these supplies getting through. 
 

Starting forces  -  the Defender has three wooden ships towing the three barges you can 

spend no more than 750 points on these three ships, and you have 1,500 points to spend on their 
escorts. 
The Attacker has 2,250 points to spend on ships. 
Both forces can have extras from the Extras Section in the main rules if they wish, excluding Shore 
Forts. 
 

Starting speed / set-up -  this scenario uses a 6’ x 4’ table, all ships start at full speed and 

are set up within the deployment zones shown on the map below, the convoy starts in deployment 
zone “A”  
 
Decide which way the river is flowing as normal. 

 

Special scenario rules  -  only the three wooden ships can tow the barges. 

 

Scoring  -  for each barge that gets off the table edge at zone ‘B’ the Defender gets 50 victory 

points and for each barge that is destroyed the Attacker gets 50 victory points. 
You can play using normal Victory Points as well if you wish. 
 

Game ends  -  the game ends when either the barges have left the table at zone ‘B’ or they have 

been destroyed. 

“A” “B” 
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Title - Run Rabbit Run. 

The Defender is travelling along a narrow stretch of river when they run into an enemy patrol, 
onboard one of the ships is a VIP who they must get to safety. 
The Attacker has been given information about a ship that will be transporting a VIP along this  
section of the river and has been tasked with destroying that ship. 

Starting force - both forces have 1,250 points for ships, the Defender must declare which 

ship is carrying the VIP.  
 

Starting speed / set-up -  this battle is meant to be played on a narrow section of river so 

the table only needs to be 6’ x 2’ 
 
All ships start at full speed. 
 
Decide which way the river is flowing as normal. 

 

Special scenario rules -  if any ship runs off either of the long table edges it counts as 

having run aground ( normal rules for running aground will apply ) 
 

Scoring -  You can play using normal Victory Points if you wish, but the Defender wins if they 

manage to get the VIP off the opposite end of the table, the Attacker wins if they destroy the VIP’s 
ship. 
 

Game ends -  the game ends when either the VIP escapes from the Attacker by leaving the table 

at the opposite end or his ship is sunk by the Attacker. 


