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Disclaimer

The following materials based on Fudge, entitled HeartQuest: Steel Roses, are created 
by, made available by, and Copyright © 2005 by Seraphim Guard, LLC and are not 
necessarily endorsed in any way by any publisher of other Fudge materials. No publisher 
of other Fudge materials is in any way responsible for the content of these materials unless 
specifically credited. Original Fudge materials Copyright ©2005 by Grey Ghost Press, Inc., 
All Rights Reserved.

About Fudge

Fudge is a role-playing game written by Steffan O’Sullivan, with extensive input from 
the Usenet community of rec.games.design.

The basic rules of Fudge are available on the internet at http://www.fudgerpg.com/ and 
in book form from Grey Ghost Press, Inc., P.O. Box 838, Randolph, MA 02368.  They may 
be used with any gaming genre. While an individual work derived from Fudge may specify 
certain attributes and skills, many more are possible with Fudge.  Every Game Master using 
Fudge is encouraged to add or ignore any character traits.  Anyone who wishes to distribute 
such material for free may do so; merely include this ABOUT FUDGE notice and disclaimer 
(complete with Fudge copyright notice).  If you wish to charge a fee for such material, other         
than as an article in a magazine or other periodical, you must first obtain a royalty-free 
license from the Grey Ghost Press, Inc., P.O. Box 838, Randolph, MA 02368.
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