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INTRODUCTION
In 1976, the original Bunnies & Burrows, by B. Dennis Sustare and Scott
Robinson, was published by Fantasy Games Unlimited. It was a unique game that
brought a lot of innovation to the hobby. B&B was the first game to have detailed
combat rules with different modes of attack, for example. It had an interesting
development of the level system in nearly universal use at the time: a character
could progress by levels at different rates for each attribute. It also introduced the
concept of the Imperial Stonntroopers School of Marksmanship rule: humans
frring guns at rabbits always missed the first shot!
B&B was also the first roleplaying game that I ever played - GMed, actually.
I have yet to play B&B, as such - I've only Game Mastered i t Unlike most
garners, I started out as a GM first, and only became a player a year later (in a
game with two-legged PCs). But B&B was my introduction to roleplaying, and
has always fascinated me.
There were some things I never quite grasped about the game, I have to admit,
such as character classes and levels. I don't mean to say there's anything wrong
with these common gaming mechanics. I just didn't understand what they meant
in real life - and still don't, for that matter. But I love the genre B&B represents.
So when GURPS came along in 1986 and had no character classes or levels, the
first thing I thought of was translating Bunnies & Burrows into it.
This book represents six years of translation work on my part, plus all the time
and effort the original rules required. I would tinker with these rules every time
GURPS advanced. At first there were no Psionics rules in GURPS, so I used
Magic rules instead. When Second Edition, and then Third Edition GURPS came
along, I updated the bunny rules along with them. I added Martial Arts rules when
that concept was expanded in GURPS Martid Arts.

I am grateful to Dennis Sustare and Steve Jackson for finally allowing these
rules to see publication they are near to my heart. Dennis was also gracious
enough to answer my early letters to him, explaining various aspects of the game
that I found confusing. I'm much obliged to him - and in awe of his talents!
Dennis is an amazingly creative game designer: I've only read four of his games,
but they each contain many innovations that have since become imitated. And he
writes well - some of the better passages in this book were lifted - er, transcribed
- out of the original B&B.
Well, on with the game. Perhaps now that these rules are out, I can actually
play a game, instead of always having to be the GM. Hopefully some of you will
run GURPS B&B games at cons - maybe you'll see me there someday. I'm
looking forward to it!
- Steflan 0'Sullivan

-

About GURPS
Steve Jackson Games is committed to
full suppoat of the GURPS system. Our address is SJ Games.Box 18957. Austin. TX
78760. Please include a self-addressed.
stamped envelope (SASE) any time you
write us! Resources now available include:
Roleplayer: This bimonthly magazine
includes new rules. variants. new races,
beasts, information on upcoming rekases.
scenario ideas and more. Ask your game retailer, or write for subscription information.
New supplements and adventures. We're
always working on new material. and we'll
be happy to let you know what's available.
A current catalog is available for an SASE.
Errata Everyone makes mistakes, including us - but we do our best to fix our
errors. Up-to-date errata sheets for all
GURPS releases. including this book. are
always available from SJ Games;be sure to
include an SASE with your request.
QM.We do our best to answer any
game question accompanied by an SASE.
Gamer input. We value your comments.
We will consider them, not only for new
products, but also when we update this book
on later printings!
BBS. For those of you who have computers. SJ Games operates a multi-line BBS
with discussion areas for several games, including GURPS. Much of the playtest feedback for new products comes from the BBS.
It's up 24 hours a day at 512-447-4449, at
300,1200 or 2400 baud. Give us a call!
Page References
Rules and statistics in this book are specifically for the GURPS Basic Set. Third
Edition. Any page reference that begins
with a B refers to a page in the Basic Set
e.g.. p. BlO2 means p. 102 of the Basic Set,
Third Edition.

-

What is Bunnies & Burrows?
Bunnies & Burrows is a fantasy roleplaying game where the characters happen to be rabbits. Since it is fantasy, these bunnies are more than ordinary rabbits
-but not too much. They can't walk on two legs and grasp a pistol in one hand and
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About the Author
Steffan O'Sullivan is the author of three
other GURPS books: GURPS Bestky,
GURPS Swashbucklers, and GURPS Fanmy Bestiary. He lives in New Hampshire
and seems happy there.
As with his previous three books. a partion of his royalties is being donated to organizations devoted to saving the earth's
harassed ecosystems. His current favorite
organization is Tbe Peaceable Kingdom
Project, 4353 East 119th Way, Thornton,
CO 80233-1738. USA. Send them a self-addressed stamped envelope for information a small donation (or large one!) may also
help make the world safe for bunnies and
other species. such as humans.

This book is not a biology text. Conquently. most scientific language has been
avoided. Biologists will find a few emrs in
nomenclature throughout the book - this is
intentional! The groupings of animals that
s p e l a common language are especially inc o m t - hopefully no reader will be offended by this. It really makes it a much
better game, so no apologies are tendered.
However, there is one scientific term
used frequently that the reader should be
aware of from the start: lagomorph.
Lagomorph is an order of mammals that
includes rabbits. hares. cottontails and
pikas. (An order is a large grouping of animals. Squirrels, beavers and mice belong to
the order Rodentia, for example.)
Bunny, Rabbit, Hare, Cottontail: Although "bunny" is not a technical term. it
has a specific meaning in GURPS Bunnies
& Burrows. In this book, "bunny" refers
only to rabbits. not hares or cottontails.
There is much confusion in the use of
the words rabbit, hare and cottontail - so
much so that some authorities deny they
have any real validity any more. Many animals that are called rabbits - such as jackrabbits - are actually hares, and some that
are called hares - such as Belgian hares are actually rabbits. People overly concerned with correct terminology should use
the scientific names.
Continwd on next page
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cutlass in the other, as some animals in comics can do. No, they use all four legs
to travel and don't have thumbs.
B&B is rich in roleplaying possibilities. It's rife with danger and excitement,
and the characters are forced to use their wits to survive. If the Game Master
throws a wolf at a party of human fantasy adventurers, the players laugh at him.
The players will be mighty concerned in this game when a wolf appears! A great
part of B&B% charm is the fact that most of the world is out to eat them, is bigger
and stronger than the PCs, and deals out large quantities of damage. A rabbit can't
bully its way through the world so the players learn to look for new approaches.
B&B is also a extraordinary genre for races. Imagine a fantasy world with
only one species of monster, but thousands of different NPC races. Imagine that
the GM can bring in hundreds of these different races - and that the players will
instantly be familiar with most of them without having to read a sourcebook! Such
is Bunnies & Burrows. Any animal species that exists is a race - no other game
has so many instantly recognizable races. Many of them are out to eat the PCs, of
course, but they are close to the same intelligence level: the player characters can
talk to them, bargain, plead, outwit, blackmail, threaten, etc., and may even have
a chance of succeeding. In short, they are not dumb beasts. The only monsters are
humans, whose thought processes and motives are so far removed from
rabbithood as to be monstrous rather than of another intelligent species.
GURPS Bunnies & Burrows uses the standard GURPS rules found in the
Basic Set. There are certain changes and additions, largely because the PCs are
rabbits, not humans. The most obvious change is in scale: the average rabbit has

ST 10, DX 10, IQ 10, and HT 10. All other creatures have stats that relate to this
norm a human has IQ 30+ in this system! There are many skills that are not
available to rabbits, of course: not only can they not handle Nuclear Physics, they
have a tough time with ordinary Physics! They're also not very good at riding
bicycles.

-

Rabbit CapabilXes
The reader may be puzzled at this point. What, after all, can a rabbit do, except
eat, sleep, groom itself, breed, or possibly end its life in the jaws of a fox? Well,
these rabbits can fight (much better than you might expect of a rabbit), spring traps
without getting caught (with good sense, luck and practice), talk intelligently to
other species of animals, carry things such as a sack looped around their necks
(very handy for carrying a number of smaller items), count (though only up to
four), disguise themselves as other animals, and tell fabulous stories to other
rabbits.
Furthermore, some rabbits have the ability to foresee the future, use a variety
of herbs in many ways (the closest thing the rabbits have to magic), heal by the
laying on of paws, construct various engineering marvels (such as a lever!), and
use certain mental powers. Rabbits continue to evolve during the campaign. They
never cease to devise new ways to do things, and become much more versatile and
powerful. The only limitations are the imaginations of the players (and occasionally the heavy hand of the GM).
The game was certainly inspired by Richard Adams' fine book, Watership
Down, but is not limited to that universe at all. Rabbit PCs can go far beyond what
Hazel and his crowd were capable of, and the game setting is strictly fantasy, not
rural England. But if you liked that book, you'll probably like this game.
Some players may be skeptical - that's okay. They don't even have to go to
the work (pleasure!) of creating a rabbit character - some suitable ones are provided for just such a contingency. The enthusiastic GM who has nothing but
doubtful players need not be concerned: one game should lead to a long and
enjoyable campaign!

Organization
The fust half of the book is intended to be read by anyone. However, the latter
part of the book contains some adventures and adventure seeds. Reading these
will severely reduce your enjoyment of the game if you are not the Game Master.
There's not much point in that, is there?
Actually, a player does not need to read any of this book to enjoy the game this has been proven in repeated playtests! On the other hand, reading the fust
chapter, at least, will make the game a bit more comprehensible. The GM may
choose instead to read passages aloud. This contains basic day-to-day information
any bunny would know. Players might find this helpful if they don't know much
about rabbits in the real world.
The Appendix contains six sample characters, suitable for beginning a game
either at home or at a game convention. This is a painless way to get new players
to try the game - nobody has to make characters in advance! These may be
photocopied for personal use.
It also has the character creation rules collected under the heading Instant
Bunnies. This condenses all of the new and changed information found in Chapters 2,3 and 4. Once they're hooked, players may have a photocopy of these sheets
to create their own characters. This allows a group of people to make characters
when only the GM owns a copy of the book.
Pages 29, 49-51, 83, 105 and 112 contain counter art of rabbits and their
enemies for use in combat or just for positioning. The GM and players are free to
photocopy them for personal use. Glue them to cardboard before cutting.
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Lagomorphs (Continued)
Rabbits
Rabbits are born blind, hairless and
helpless. They dig burrows and live in warrens - very social animals. They originated
around the Mediterranean, but have been
transplanted nearly world-wide. Most pet
rabbits are from this Old World stock, and
all PC bunnies in this game are rabbits.

Hares
Hares are born nearly ready to face the
world. Within an hour of birth, baby hares
can move about on their own. with full sight
and hearing. They do not dig their own burrows, though they will sometimes occupy
an abandoned burrow. They are not as social
as rabbits. preferring to sleep and eat alone,
though they may share a territory with other
hares. Mating season can be very social.
however! They are much better runners than
rabbits. both for speed and endurance. They
occur natuxally on most continents of the
world.
Colrontails

Cottontails are not quite hares, and not
quite rabbits. Like rabbits. they are born
hairless, blind and helpless. Like hares, they
are solitary endurance runners and do not
burrow, but prefer to live in fonns - see p.
10. This is the most common "rabbit" seen
wild in much of North America This is actually the Brer Rabbit who was "bred and
born in a briar patch" - a true rabbit would
have been born and bred in a b m w , of
course.

Pikas
Pikas are lagomorphs, but don't have the
distinctive long ears. puffy tail, and well-developed hind legs of the other members of
this order. They are small, live in mountain
regions. and are unique among nonhuman
mammals in that they are faimers! F5kas cut
grass. dry it in the sun as hay, and store it for
the winter - they do not hibernate. While
other mammals seek out food to store up,
only pikas actually prepare it -they turn the
grass in the sun, and move it fmm stone to
stone to keep it in maximum sunlight
throughout the drying period.
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Matkmatics. 21.6467.
Mating, 15.16.
Mavericks. 7.13.50.54.
Mechomics. 72-73.
Mechanic skill. 245.
Macbaatskill.26.
Mctmmlogy skill. 26.
M i , 89.
M i c Noa-Rabbii skill, 31.
Mongooses. 17.89.
"Mm," 6q..
Musical Abll~tyadvantage. 21.
Mwkra&. 89.
Neuhal d u a l s . 15.
Neuealizc Poisoo. 36.
Night Bsdisadvantage, 24.
Nieht Viuw advantape.21.
N~SCILW
of s m ~diJPdvantage.
.
23.
Numbers, 66.
Nutritioo, 14.76.
One Eye didvantage. 23.
onC--*HPoded
disadvantage,
23.
OOcLegged disadvantage, 23.
Only One Pmpaw dhdvan!age, 23.
Oporsumr. 90.
Owls.90.
w m .C I M ~~i ~bMU
t
disadvantage, 2ri.
F'arasites. 80-81.
Passive Defense. 59.
Peripheral Vision advantage. 20.
Penuade skill.27.51.
Phobia: Loud NO&
disadvurtage. 22.
Phobias,23,24.
Physical feats. 6 6 7 2
Physician skill. 26.
Phj.sics 73.
Pigs. 90.
5.90.
Pikes.90.
Kmbg m?ocuver, 62.
Plants, 39.
Plugs. 9.69.
P D i m , n.m,ski& 245.
F'oiimvad 36.4749.
Recognition.
Poverty
disadvantage,
31.
23.

*

Redatm. 17.69.

Primitive disadvantage. 23.
Psioaic Resistance advantage. 22.
Psionics. 22,31-37; other pcies, 35.
Psycbomctry, 31.
promanis disadvantage, 23.
Queen Rabb~a.10.
R-pounds 7.19.
Rabbits, 5; names, 8.
Rrcmns, 90.
Ranged attack. 63.
Rats. 91.
Rattlesnaks, 91.
Ravens. 91.
Resorplion. 15.
Restore Limb, 36.
Ripping maneuva. 54.62
Roll wth Blow maneuver. 56.
Running, 66,skill, 25.
Salutary herbs. 36.41.
Scale. 19.
Scoppions. 9 I.
Scrapes,7.
Scrounging skill, 26.
scclet psssages. 9.

Seekersense. 32.
seers, 3235.
SeaFes, 74-75.
Shady chanrcters. 16.
Shaking. 60.
Shock. 34.75.
Size. 19.
Skills. 25-28, inhenn&25; new, 27.
Skunks. 91.
Slamming. 62.
Sleight of paw slrill. 26. n.
Smell, 75; smell ch*, 36.39.
Snakes. 17.59.80.86.91.
Social Stigma disadv-.
24.
Social skuchuc. 9.
Speed. 19.
Spidcrs. 91.
Spin Kick maneuver, 55.
Squimls. 92.
Stackhg, 57.
Status advantage, 21.55.
Stealth skill, 25.
Sticks & s m e s . 1 2
Stciytelling. 46-52
Strangling, 6 2
Strength. 76.
Stunning. 34.
Suggest skiU.27.51.
Super-powers. 65.
Survival. 11-12; skill, 25.26.
Sway MODS
skill. 27.51.
Swimmiing. 73; skill, 26.
Team Acmbatics ~ ~ I M X V C T ,57.
Tech levels. 19.
Telepathy. 3 2
Telescan. 32.
Telescnd Shouf 33.
Territorial behavior. 14.
?he Shakes. 81.
'nlwlogy sku, 26.
IXCV~S. 11, n .
Throwing skill. 27.63.68.74.
Thumping, 14.
Time, 68.
Touch 75.

n.

TOW~S.

Tracking skill, 27.
Traps, 77-78; skill, 27.
Traveling. 72.
Tricks. 12-14: nvmL 13.
~ricksierdisahvantagi. 24.
Truffles. 14.76.
Tubes.7.
Turtles. 92.
Unaffected by Loud N o h dwtrge.
a"

u.

Unarmed comW 59.
Unusual Bockgmmd advantage. 55.
Vision. 74.
Voles. 89.
Voltige. 57.
Wager Tasks. 12.
Wamn watch 7.10.
Wmners. 7.10.
W m m . 7 4 11.71; cmwdcd 15.
wasps. 92.
Wealth advantage. 21.
Weasels. 17.80.92.
Weight. 19.
Wild Swings. 59.
Wolverines, 92.
Wolves. 92.
W w d i g , 62.
Woven bags, 69-70.
Youth disadvantage. 24.
Zoology skill. 27.

STUCK FOR AN ADVENTURE?

NO PROBLEM.
Warehouse 23 sells high-quality
game adventures and supplements
in print and PDF formats.
●

Free downloadable adventures for
GURPS, In Nomine, and Traveller!

●

Fun gaming accessories – shot glasses,
shirts, specialty six-siders, and more!

●

PDFs from Atlas Games, Amarillo Design
Bureau, Pelgrane Press, Goodman Games,
and many others – plus gems from
the up-and-comers.

●

Original material for Transhuman Space
and new GURPS supplements from
Kenneth Hite, Phil Masters, David Pulver,
Sean Punch, and William Stoddard!

●

Fully searchable files of GURPS Fourth
Edition supplements.

●

Digital editions of out-of-print classics,
from Orcslayer and the complete run of ADQ
to GURPS China and GURPS Ice Age.

●

Buy board games and roleplaying PDFs in
the same order! Download digital purchases
again whenever you need to.

®

STEVE JACKSON GAMES
warehouse23.com

