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Welcome to B&B
Original B&B

Bunnies & Burrows was first 
published in 1976 by Fantasy 
Games Unlimited. It provided 
a complete roleplaying game sys-

tem in a fantasy setting, but unlike prior RPGs, 
it allowed you to roleplay as an intelligent rabbit 
rather than a traditional humanoid race (e.g., human, 
elf, dwarf, or halfling). There were rules for combat and 
herbalism, and the risks of traps, diseases, and predators. 
This new edition (2018) has been completely revised and 
expanded to enhance clarity and playability.

Overview of the New Edition
In this new edition, you can still play as a rabbit, but you also 
have the option to play as a raccoon, squirrel, chipmunk, 
skunk, porcupine, opossum, jackrabbit, or armadillo, each 
with their own characteristics and abilities. Many aspects 
of the original game have been enhanced here. A full, logi-
cal system of herbalism is presented, forming an analogue 
to the magic systems in other fantasy roleplaying games. 
Predatory behavior is expanded to include the pursuit phase 
as well as the final combat. The bestiary we present is greatly 
expanded over the original version. We have worked hard to 
provide an ecological feel in the game, and to outline a wide 
range of habitats to explore. There are introductory adventures 
included now, and guidance on how to create your own adven-
tures and run a campaign. We provide a good variety of play 
aids, and have created a series of mini-games that are fun by 
themselves, but can also be incorporated into the campaign it-
self. We hope you enjoy it.

Getting Started
Only the Gamemaster who will run the campaign needs to read 
this entire rulebook, for the players can begin creating charac-
ters and starting play without knowing the details, learning as 
they advance. But all the players will find that they do better with 
a deeper understanding of the rules, especially those that direct-
ly pertain to the profession they choose for their character.
This book is organized into three main parts. Traits and Char-
acteristics is a description of the eight traits that form the basis 
of each player’s character, equivalent in a way to the genetic make-
up of the character, followed by the skill improvement that comes 
with experience. In this part you will learn how to create a charac-
ter, the special abilities of that character, and what role each trait 
plays during the game. No matter what profession you choose, you 
will find that all the traits are useful to you during play.
The second part is Playing the Game. Here you will learn how the 
game works, though we urge you to start playing and learn through 
experience as guided by your Gamemaster. The rules of pursuit and 

combat are in this part, as well as sections on food, pests, diseases, 
and all the other things that are part of the life of rabbits.

The third section is For The Gamemaster, which explains 
how to run a campaign and design adventures. As the Gamemas-
ter, you can decide the form the campaign takes, limited only by 
your imagination. Where will the rabbits live? What quests or 
challenges do they face? Will you have a campaign that stress-
es exploration, develops story lines, or is a continual battle to 
survive? You can decide, and can tailor your campaign to meet 
the needs and desires of your players. Bunnies & Burrows is 
equally well suited to experienced roleplayers or to beginners, 
even those to whom this will be their first RPG endeavor.

The third part is followed by several appendices that the Game-
master will need as reference material. There is one on herbs, a 
bestiary, and various player aids.
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Part I:
Traits and Characteristics

The Eight Base Traits

Eight genetic Traits help determine the possible de-
velopment and abilities of a player’s character in 
Bunnies & Burrows. These are set at birth, and do 
not change during the course of the game. For each 

profession, one of these Traits will be the Primary Trait, though 
all may prove important in your eventual success.

Strength (STR) Primary Trait of Fighters and Bandits.

Speed (SPD) Primary Trait of Runners and Heralds.

Intelligence (INT) Primary Trait of Scouts and Spies.

Agility (AGI) Primary Trait of Mavericks and Burglars.

Constitution (CON) Primary Trait of Empaths and Guardians.

Mysticism (MYS) Primary Trait of Seers and Shamans.

Smell (SML) Primary Trait of Herbalists and Traders.

Charisma (CHA) Primary Trait of Storytellers and Grifters.

Traits and Experience
Although your genetic makeup is set at birth, you decide how to 
make the most of what you are given. The development of your 
character starts with your choice of profession, and thereafter 
proceeds through experience gained during the game. To mark 
the degree of development, each Trait has a Level, and the Lev-
els increase based on how you assign your experience to your 
Level progress. Thus, even if your genetic predisposition is low 
in one Trait, you may choose to advance Levels in that Trait and 
make it more useful during gameplay. At the start of play for a 
new character, you will be Level 0 in all Traits, though choosing 
a profession immediately advances you to Level 1 in two Traits 
(your Primary Trait, plus one different Trait of your choosing). 
Thereafter, you may improve your Levels by spending Advance-
ment Points (APs), though your genetics imposes maximum 
limits to each Trait’s Level.

Base Bonus, Maximum Levels and 
Trait Ratings
For each Trait separately, your genetic value sets a Base Bonus 
for that Trait, and limits the maximum number of Levels you 
may attain in that Trait. These never change for your character 
during the game, though of course you may start playing a new 

character with different Traits. The following table lists Base 
Bonus and Maximum Level for the possible Trait values.

Trait Value Trait Base Bonus Maximum Trait Level

6 or less +0 4

7–12 +0 5

13–15 +1 6

16–17 +2 7

18 or more +3 8

Your Trait Rating is the sum of the current Trait Level plus 
Base Bonus in the same Trait. Thus, if your Strength (STR) Trait 
Value is 16 (yielding a Base Bonus for Strength of +2) and your 
current STR Level is 3 — simply denoted as 16 STR, L3 — your 
STR Rating (which influences damage in combat) is +5 (2+3). 
Unlike your base genetic values, Trait Ratings continue to in-
crease as you gain Levels, allowing you to become better and 
better in relevant abilities. But the highest possible Trait Rat-
ings are attainable only by experienced characters with excel-
lent genetic values.

Advancement Points (AP)
As players complete adventures, the GM will award Advance-
ment Points, typically based on the difficulty of the adventure. 
Prepared scenarios have suggested APs for completion of cer-
tain Acts within the Adventure, though the GM may modify 
these, if desired. During a campaign, players spend their ac-
cumulated APs to advance Trait Levels for their characters. It 
costs one AP to advance from Level 0 to Level 1, two APs from 
Level 1 to Level 2, three APs from Level 2 to Level 3, etc. A play-
er may spend APs as they are earned, or save them to spend 
later. Except for the very first AP spent when creating a char-
acter (which must be spent in the primary Trait for the chosen 
Profession), the player may allot APs to various Traits as one 
wishes. Thus, you may choose to build up one Trait quickly, or 
spread the APs around to advance multiple Traits more slowly. 
Every Trait is valuable to advance; the pattern of advancement 
that you choose helps determine the type of character you are 
building during the campaign. 

Creating a Player Character
There are sixteen different professions from which to choose for 
your player character, with each profession limited to one spe-
cific type of animal. When you create a character, you roll dice to 
determine your genetic makeup for each of the eight Traits; how 
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