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Wizards	of	the	Coast	(often	referred	to	as	WotC	or	simply	Wizards)	is	an	American	publisher	of	games,	primarily	based	on	fantasy	and	science	fiction	themes.	Originally	a	basement-run	role-playing	game	publisher,	the	company	popularized	the	collectible	card	game	genre	with	Magic:	The	Gathering	in	the	mid-1990s,	acquired	the	popular	Dungeons	&
Dragons	role-playing	game	by	purchasing	the	failing	company	TSR,	and	experienced	tremendous	success	by	publishing	the	licensed	Pokmon	Trading	Card	Game.	The	company's	corporate	headquarters	are	located	in	Renton,	Washington.[1]Today,	Wizards	of	the	Coast	publishes	role-playing	games,	board	games,	and	collectible	card	games.	They	have
received	numerous	awards,	including	several	Origins	Awards.	The	company	has	been	a	subsidiary	of	Hasbro	since	1999.	History[]Wizards	of	the	Coast	was	founded	by	Peter	Adkison	in	1990	just	outside	Seattle,	Washington,	and	its	headquarters	is	still	in	nearby	Renton.[2]	Originally	the	company	only	published	role-playing	games	such	as	the	third
edition	of	Talislanta	and	its	own	The	Primal	Order.	The	1992	release	of	The	Primal	Order,	a	supplement	designed	for	use	with	any	game	system,[3]	brought	legal	trouble	with	Palladium	Books	suing	for	references	to	Palladium's	game	and	system.[4]	The	suit	was	settled	in	1993	by	Wizards	paying	an	undisclosed	sum	to	Palladium	and	agreeing	not	to
mention	Palladium's	products	again.[5]In	1990,	Richard	Garfield	approached	Wizards	of	the	Coast	with	the	idea	for	a	new	board	game	called	RoboRally,	but	was	turned	down	because	the	game	would	have	been	too	expensive	for	Wizards	of	the	Coast	to	produce.[6]	Instead,	Adkison	asked	Garfield	if	he	could	invent	a	game	that	was	both	portable	and
quick-playing,	to	which	Garfield	agreed.[6]Adkison	set	up	a	new	corporation,	Garfield	Games,	to	develop	Richard	Garfield's	collectible	card	game	concept,	originally	called	Manaclash,	into	Magic:	The	Gathering.	This	kept	the	game	sheltered	from	the	legal	battle	with	Palladium,	and	Garfield	Games	then	licensed	the	production	and	sale	rights	to
Wizards	until	the	court	case	was	settled,	at	which	point	the	shell	company	was	shut	down.	Wizards	debuted	Magic	in	July	1993	at	the	Origins	Game	Fair	in	Dallas.[4]	The	game	proved	extremely	popular	at	Gen	Con	in	August	1993,	selling	out	of	its	supply	of	2.5million	cards,	which	had	been	scheduled	to	last	until	the	end	of	the	year.[6]	The	success	of
Magic	generated	revenue	that	carried	the	company	out	from	the	handful	of	employees	in	1993	working	out	of	Peter's	original	basement	headquarters	into	250	employees	in	its	own	offices	in	1995.[5]	In	1994,	Magic	won	both	the	Mensa	Top	Five	mind	games	award[7]	and	the	Origins	Awards	for	Best	Fantasy	or	Science	Fiction	Board	game	of	1993	and
Best	Graphic	Presentation	of	a	Board	game	of	1993.[8]In	1994,	Wizards	began	an	association	with	The	Beanstalk	Group,	a	brand	licensing	agency	and	consultancy,	to	license	the	Magic	brand.[9]	After	the	success	of	Magic,	Wizards	published	RoboRally	in	1994,	and	it	soon	won	the	1994	Origins	Awards	for	Best	Fantasy	or	Science	Fiction	Board	Game
and	Best	Graphic	Presentation	of	a	Board	Game.[10]	Wizards	also	expanded	its	role-playing	game	line	by	buying	SLA	Industries	from	Nightfall	Games	and	Ars	Magica	from	White	Wolf,	Inc.	in	1994.[5]	In	1995,	Wizards	published	another	card	game	by	Richard	Garfield,	The	Great	Dalmuti,	which	won	the	1995	Best	New	Mind	Game	award	from	Mensa.
[10]	In	August	1995,	Wizards	released	Everway	and	then	four	months	later	closed	its	roleplaying	game	product	line.	Peter	Adkison	explained	that	the	company	was	doing	a	disservice	to	the	games	with	lack	of	support	and	had	lost	money	on	all	of	Wizards'	roleplaying	game	products.[9]	Also	in	1995,	Wizards'	annual	sales	passed	US$65million.
[11]Acquisition	of	TSR	and	Pokmon[]	File:Peter	Adkison-2007.jpg	Peter	Adkison,	founder	of	Wizards	of	the	Coast,	at	Gen	Con	Indy	2007	Wizards	announced	the	purchase	of	TSR,	the	cash-strapped	makers	of	Dungeons	&	Dragons	on	April	10,	1997.[5]	Wizards	acquired	TSR	and	Five	Rings	Publishing	Group	for	$25million.[12]	Many	of	the	creative	and
professional	staff	of	TSR	relocated	from	Wisconsin	to	the	Renton	area.	Wizards	used	TSR	as	a	brand	name	for	a	while,	then	retired	it,	allowing	the	TSR	trademarks	to	expire.	Between	1997	and	1999,	the	company	spun	off	several	well-loved	but	poorly	selling	campaign	settings	(including	Planescape,	Dark	Sun	and	Spelljammer)	to	fan	groups,	focusing
business	primarily	on	the	more	profitable	Greyhawk	and	Forgotten	Realms	lines.[13]In	Summer	1997,	Wizards	revisited	the	concept	of	a	3rd	edition	of	Dungeons	&	Dragons,	having	first	discussed	it	soon	after	the	purchase	of	TSR.[14]	In	2004,	Adkison	looked	back	on	the	decision;	"Obviously,	we	[Wizards]	had	a	strong	economic	incentive	for
publishing	a	new	edition;	sales	for	any	product	line	tend	to	spike	when	a	new	edition	comes	out,	assuming	the	new	edition	is	an	improvement	over	the	first.	And	given	the	change	in	ownership	we	thought	this	would	be	an	excellent	opportunity	for	WotC	to	'put	its	stamp	on	D&D.Template:'	"[14]	He	later	"Set	[the]	overall	design	direction	for	the	new
editonTemplate:Sic	of	D&D."[15]	Wizards	released	the	third	edition	of	Dungeons	&	Dragons	in	2000,	as	well	as	the	d20	System.	With	these	releases	came	the	Open	Game	License,	which	allowed	other	companies	to	make	use	of	those	systems.[5]	The	new	edition	of	the	D&D	game	won	the	2000	Origins	Award	for	Best	Roleplaying	Game.[10]	In	2002,
Wizards	sponsored	a	design	contest	which	allowed	designers	to	submit	their	campaign	worlds	to	Wizards,	to	produce	an	entirely	original	campaign	world;	Wizards	selected	"Eberron",	submitted	by	Keith	Baker,	and	its	first	hardcover	book	was	released	in	June	2004.	In	2003	Wizards	released	version	3.5	of	Dungeons	&	Dragons	and	the	d20	system.[5]
Wizards	helped	to	celebrate	the	30th	anniversary	of	the	D&D	game	at	Gen	Con	Indy	2004.[16]On	August	2,	1997,	Wizards	of	the	Coast	was	granted	U.S.	Patent	5,662,332	on	collectible	card	games.[5]	In	January	1999,	Wizards	of	the	Coast	began	publishing	the	highly	successful	Pokmon	Trading	Card	Game.[9]	The	game	proved	to	be	very	popular,
selling	nearly	400,000	copies	in	less	than	six	weeks,	and	selling	10	times	better	than	Wizards'	initial	projections.[17]	There	was	such	a	high	demand	for	Pokmon	cards	that	some	sports	card	series	were	discontinued	in	1999	because	so	many	printers	were	producing	Pokmon	cards.[6]	The	game	won	the	1999	National	Parenting	Center's	Seal	of
Approval.[10]Within	a	year,	Wizards	had	sold	millions	of	copies	of	the	Pokmon	game,	and	the	company	released	a	new	set	that	included	an	instructional	CD-ROM.[18]	Wizards	continued	to	publish	the	game	until	2003.	One	of	Nintendo's	affiliates,	Pokmon	USA,	had	begun	producing	a	new	edition	for	the	game	before	the	last	of	its	agreements	with
Wizards	expired	September	30,	and	Wizards	filed	suit	against	Nintendo	the	following	day,	October	1,	2003.[19][20]	The	two	companies	resolved	their	differences	in	December	2003	without	going	to	court.[21]Acquisition	by	Hasbro[]Seeing	the	continued	success	of	Pokmon	and	Magic:	The	Gathering,[6]	the	game	and	toy	giant	Hasbro	bought	Wizards
of	the	Coast	in	September	1999,	for	about	US$325million.[22][23]	Hasbro	had	expressed	interest	in	purchasing	Wizards	of	the	Coast	as	early	as	1994,	and	had	been	further	impressed	after	the	success	of	its	Pokmon	game.[5]	Avalon	Hill	was	made	a	division	of	Wizards	of	the	Coast,[24]	in	late	1999;	the	company	had	been	purchased	by	Hasbro	in	the
summer	of	1998.Vince	Caluori	became	President	of	Wizards	of	the	Coast	in	November	1999.[25]	As	of	January	1,	2001,	Peter	Adkison	resigned	from	Wizards.[5]	Chuck	Huebner	became	President	and	CEO	of	Wizards	of	the	Coast	in	June	2002,	and	Loren	Greenwood	succeeded	Huebner	in	these	positions	in	April	2004.	Greg	Leeds	succeeded	Loren
Greenwood	as	President	and	CEO	of	Wizards	of	the	Coast	in	March	2008.[26]	As	of	2008,	the	company	employs	over	300	people.[2]In	November	1999,	Wizards	announced	that	Gen	Con	would	leave	Milwaukee	after	the	2002	convention.[27]	Hasbro	sold	Origins	to	GAMA,[5]	and	in	May	2002	sold	Gen	Con	to	Peter	Adkison.[28]	Wizards	also	outsourced
its	magazines	by	licensing	Dungeon,	Dragon,	Polyhedron,	and	Amazing	Stories	to	Paizo	Publishing.[5][29]	Wizards	released	the	Dungeons	&	Dragons	miniatures	collectible	pre-painted	plastic	miniatures	games	in	2003,	and	added	a	licensed	Star	Wars	line	in	2004,	and	through	its	Avalon	Hill	brand	an	Axis	&	Allies	World	War	II	miniatures	game	in
2005.	Wizards	of	the	Coast's	book	publishing	division	has	produced	hundreds	of	titles	that	have	sold	millions	of	copies	in	over	16	languages.[2]After	the	company's	great	success	in	1999	with	Pokmon,[6]	Wizards	of	the	Coast	acquired	and	expanded	"The	Game	Keeper,"	a	US	chain	of	retail	gaming	stores,	eventually	changing	its	name	to	"Wizards	of	the
Coast",[30]	including	the	company's	flagship	gaming	center	on	the	Ave	in	Seattle	for	several	years,	and	its	retail	stores,	which	were	mostly	in	shopping	malls	in	the	US.	The	gaming	center	was	closed	by	March	2001[4]	and	eventually	Wizards	announced	in	December	2003	that	it	would	close	all	of	its	stores[30]	in	order	to	concentrate	on	game	design.
The	stores	were	closed	in	the	spring	of	2004.[5]Recent	years[]In	early	2006,	Wizards	of	the	Coast	filed	a	lawsuit	against	Daron	Rutter,	then	administrator	of	the	MTGSalvation	website	(on	which	he	is	known	as	"Rancored	Elf").[31]	The	charges	stemmed	from	Rutter	publicly	posting	confidential	prototypes	for	upcoming	Magic:	The	Gathering	card	sets
to	the	MTGSalvation	forums,[31]	ten	months	before	the	cards	were	to	be	released.[32]	Mark	Rosewater	explained	the	outcome:	"I	can	say	that	we	[Wizards	of	the	Coast]	settled	the	lawsuit	with	Rancored	Elf	out	of	court	to	both	parties'	satisfaction."[32]Paizo	Publishing's	license	to	produce	Dragon	and	Dungeon	magazines,	which	Paizo	had	been
publishing	since	it	spun	off	from	Wizards	of	the	Coast's	periodicals	department	in	2002,	expired	in	September	2007.	Wizards	then	moved	the	magazines	to	an	online	model.[33][34]	On	June	6,	2008,	Wizards	released	the	4th	Edition	of	Dungeons	&	Dragons,	with	the	retail	availability	of	a	new	set	of	core	rulebooks.	Wizards	began	introducing	4th
Edition	online	content	in	Dragon	and	Dungeon	magazines.	4th	Edition	is	designed	to	offer	more	streamlined	game	play,	while	the	new	rules	framework	intended	to	reduce	the	preparation	time	needed	to	run	a	game	and	make	the	game	more	accessible	to	new	players.[35]April	6,	2009,	Wizards	of	the	Coast	suspended	all	sales	of	its	products	for	the
Dungeons	&	Dragons	games	in	PDF	format	from	places	such	as	ONEBOOKSHELF.com	and	its	subsidiaries	RPGNow.com	and	DRIVETHRURPG.com.	This	coincides	with	a	lawsuit	brought	against	eight	people[36]	in	an	attempt	to	prevent	future	piracy	of	their	books,	and	includes	the	recent	4th	edition	Dungeons	&	Dragons	products	that	were	made
available	through	these	places	as	well	as	all	older	editions	PDFs	of	the	game.Games	and	products[]Main	article:	List	of	Wizards	of	the	Coast	productsIn	addition	to	Dungeons	&	Dragons,	Magic:	The	Gathering,	and	Pokmon,	Wizards	has	produced	numerous	other	games,	including	board,	card,	miniature,	and	role-playing	games.	They	also	publish	novels
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StudiosWebsitecompany.wizards.comWizards	of	the	Coast	LLC	(WotC	/wtsi/	or	Wizards)	is	an	American	game	publisher,	most	of	which	are	based	on	fantasy	and	science-fiction	themes,	and	formerly	an	operator	of	retail	game	stores.	In	1999,	toy	manufacturer	Hasbro	acquired	the	company	and	currently	operates	it	as	a	subsidiary.[1][2][3]	During	a
February	2021	reorganization	of	Hasbro,	WotC	became	the	lead	part	of	a	new	division	called	"Wizards	&	Digital".[4][5]WotC	was	originally	a	role-playing	game	(RPG)	publisher	that	in	the	mid-1990s	originated	and	popularized	collectible	card	games	with	Magic:	The	Gathering.	It	later	acquired	TSR,	publisher	of	the	RPG	Dungeons	&	Dragons,	and
published	the	licensed	Pokmon	Trading	Card	Game	from	1999	to	2003.	WotC's	corporate	headquarters	is	located	in	Renton,	Washington,	which	is	part	of	the	Seattle	metropolitan	area.[6][7]The	company	publishes	RPGs,	board	games,	and	collectible	card	games.	It	has	received	numerous	awards,	including	several	Origins	Awards.	The	company	has
also	produced	sets	of	sports	cards	and	series	for	association	football,	baseball,	basketball	and	American	football.Original	logo	designed	by	Rich	Kaalaas[8]Wizards	of	the	Coast	(WotC)	was	founded	by	Peter	Adkison	in	1990	outside	of	Seattle,	Washington,[9]	and	its	current	headquarters	is	located	in	nearby	Renton.[10]	The	company	was	named	after	a
guild	of	wizards	in	a	role-playing	game	(RPG)	Adkison	was	playing.[8]	The	company	published	RPGs	such	as	the	third	edition	of	Talislanta	and	its	own	product	The	Primal	Order	(1992).[9]	The	Primal	Order	was	a	supplement	designed	for	use	with	any	game	system,[11]	but	Palladium	Books	sued	WotC	for	using	references	to	Palladium's	game	and
system.[12]	The	suit	was	settled	in	1993.[13]In	1991,	Richard	Garfield	approached	WotC	with	the	idea	for	a	new	board	game	called	RoboRally	but	Adkison	rejected	it	because	the	game	would	have	been	too	expensive	to	produce.[14]	Adkison	asked	Garfield	if	he	could	invent	a	game	that	was	portable	and	quick-playing,	and	Garfield	agreed.[14]
[15]Adkison	set	up	a	new	corporation	called	Garfield	Games	to	develop	Garfield's	collectible	card	game	concept	into	Magic:	The	Gathering.	The	new	company	sheltered	the	game	from	the	legal	battle	with	Palladium.	Garfield	Games	then	licensed	the	production	and	sale	rights	to	WotC	until	the	court	case	was	settled,	at	which	point	Garfield	Games
was	shut	down.	WotC	debuted	Magic:	The	Gathering	in	July	1993	at	Origins	Game	Fair	in	Dallas.[12]	The	following	month,	the	game	was	extremely	popular	at	Gen	Con,	selling	out	of	its	supply	of	2.5million	cards,	which	had	been	planned	to	last	until	the	end	of	the	year.[14]	The	game's	success	generated	revenue	that	grew	the	company	in	two	years
from	a	few	employees	working	in	Adkison's	basement	headquarters	to	250	employees	in	its	own	offices.[13]	In	1994,	Magic:	The	Gathering	won	the	Mensa	Top	Five	Mind	Games	award,[16]	and	the	Origins	Awards	for	Best	Fantasy	or	Science	Fiction	Board	Game	of	1993	and	Best	Graphic	Presentation	of	a	Board	Game	of	1993.[17]In	1994,	WotC	began
an	association	with	The	Beanstalk	Group,	a	brand-licensing	agency	and	consultancy,	to	license	the	brand	Magic:	The	Gathering.[18]	After	the	success	of	Magic:	The	Gathering,	in	1994,	WotC	published	RoboRally,	which	won	the	1994	Origins	Awards	for	Best	Fantasy	or	Science	Fiction	Board	Game	and	Best	Graphic	Presentation	of	a	Board	Game.[19]
Also	in	1994,	WotC	also	expanded	its	RPG	line	by	buying	SLA	Industries	from	Nightfall	Games	and	Ars	Magica	from	White	Wolf.[13]	In	1995,	WotC	published	The	Great	Dalmuti,	another	card	game	by	Richard	Garfield,	which	won	the	1995	Mensa	Best	New	Mind	Game	award.[20]	In	August	1995,	WotC	released	Everway	before	closing	its	RPG	product
line	four	months	later.	In	1995,	Wizards'	annual	sales	passed	US$65	million.[21]Peter	Adkison,	founder	of	Wizards	of	the	Coast,	at	Gen	Con	Indy	2007Wizards	of	the	Coast	announced	the	purchase	of	TSR,	the	makers	of	Dungeons	&	Dragons,	on	April	10,	1997.[13][22][23]	WotC	acquired	TSR	and	Five	Rings	Publishing	Group	for	$25	million.[24]	As
part	of	the	sale,	TSR	employees	were	offered	an	opportunity	to	relocate	from	Wisconsin	to	the	west	coast.[25][23]	WotC	continued	using	the	brand	name	TSR	until	2000	and	allowed	the	trademark	to	expire	in	2004.[26]	Between	1997	and	1999,	the	company	spun	off	several	TSR	campaign	settings,	including	Planescape,	Dark	Sun,	and	Spelljammer,	to
focus	the	business	on	the	more	profitable	Greyhawk	and	Forgotten	Realms	lines.[27]In	mid	1997,	WotC	revisited	the	concept	of	a	third	edition	of	Dungeons	&	Dragons,	having	first	discussed	it	soon	after	the	purchase	of	TSR.[28][29]	WotC	released	the	third	edition	of	Dungeons	&	Dragons	in	2000	with	the	d20	System.[29][30]	The	company	released
these	properties	under	the	Open	Game	License,	which	allows	other	companies	to	make	use	of	those	systems.[13]The	new	edition	of	Dungeons	&	Dragons	won	multiple	Origins	Awards	in	2000,	such	as	Best	Roleplaying	Game	for	Dungeons	&	Dragons	and	Best	Graphic	Presentation	of	a	Roleplaying	Game,	Adventure,	or	Supplement	for	the	Monster
Manual.[31]	In	2002,	WotC	sponsored	a	design	contest	for	which	designers	could	submit	proposals	to	produce	a	new	campaign	world	to	the	company.	WotC	selected	"Eberron",	which	game	designer	Keith	Baker	submitted,	and	its	first	campaign	book	was	released	in	June	2004.[9]	The	Eberron	Campaign	Setting	won	the	2004	Origins	Award	for	Best
Role-Playing	Supplement.[32]	In	2003,	WotC	released	version	3.5	of	Dungeons	&	Dragons	and	the	d20	system.[13]	The	30th	anniversary	of	the	D&D	game	was	celebrated	at	Gen	Con	Indy	2004.[33]On	August	2,	1997,	Wizards	of	the	Coast	was	granted	U.S.	patent	5,662,332	on	collectible	card	games.[13]	In	January	1999,	WotC	began	publishing
Pokmon	Trading	Card	Game	after	acquiring	the	rights	in	August	1998.[34][18]	The	game	sold	nearly	400,000	copies	in	less	than	six	weeks	and	sold	10-times	more	units	than	initial	projections.[35]	Some	sports	card	series	were	discontinued	in	1999	because	so	many	printers	were	producing	Pokmon	cards.[14]	The	game	won	the	National	Parenting
Center's	1999	Seal	of	Approval.[19]Within	a	year,	WotC	had	sold	millions	of	copies	of	the	Pokmon	game	and	the	company	released	a	new	set	that	included	an	instructional	CD-ROM.[36]	WotC	continued	to	publish	the	game	until	2003.	One	of	Nintendo's	affiliates	The	Pokmon	Company	(formerly	Pokmon	USA)	began	producing	a	new	edition	for	the
game	one	day	after	the	last	of	its	agreements	with	Wizards	expired	on	September	30,	2003.	The	following	day,	WotC	filed	suit	against	Nintendo,	accusing	it	of	"abandoning	a	contract	with	Wizards,	the	longtime	producer	and	distributor	of	Pokmon	trading-card	games,	and	using	Wizards-patented	methods	and	technology	to	manufacture	the	games
itself".[37][38]	The	companies	resolved	the	legal	action	in	December	2003	without	going	to	court.[39]After	the	company's	success	in	1999	with	Pokmon,[14]	Wizards	of	the	Coast	acquired	and	expanded	The	Game	Keeper,	a	US	chain	of	retail	gaming	stores,	eventually	changing	its	name	to	Wizards	of	the	Coast.[40][41]	The	company's	gaming	center	in
Seattle	was	closed	in	March	2001.[12]	In	December	2003,	WotC	announced	it	would	close	all	of	its	stores	to	allow	it	concentrate	on	game	design.[40][42]	The	stores	were	closed	in	early	2004.[13]In	September	1999,	toy	manufacturer	Hasbro	bought	Wizards	of	the	Coast	for	about	US$325	million.[3][43]	Avalon	Hill,	which	Hasbro	had	purchased	in
mid-1998,	was	made	a	division	of	WotC	in	late	1999.[44][45]	In	November	1999,	WotC	announced	Gen	Con	would	leave	Milwaukee	after	the	2002	convention.[46]	Also	in	November,	Vince	Caluori	became	President	of	WotC.[47]On	January	1,	2001,	Peter	Adkison	resigned	from	WotC.[13]	In	August	2001,	the	company,	which	had	been	a	semi-
independent	division	of	Hasbro,	was	consolidated	into	Hasbro's	game	division.	According	to	trade	magazine	ICv2:	"this	is	seen	as	a	loss	of	autonomy	for	WotC	by	most.	The	Hasbro	release	specified	that	despite	the	consolidation	at	the	management	level,	WotC	will	continue	to	operate	out	of	its	Seattle	offices."[48]	Between	2001	and	2002,	Hasbro	sold
Origins	Game	Fair	to	Game	Manufacturers	Association	(GAMA),[13]	and	in	May	2002,	it	sold	Gen	Con	to	Peter	Adkison.[49]In	2000,	Wizards	of	the	Coast	introduced	the	Open	Game	License	(OGL),	which	allowed	the	production	of	a	wide	range	of	unofficial	commercial	derivative	works	based	on	the	mechanics	of	Dungeons	and	Dragons;[50]	it	is
credited	with	increasing	the	market	share	of	d20	products[51]	and	leading	to	a	"boom	in	the	RPG	industry	in	the	early	2000s".[52]	Chuck	Huebner	became	president	and	CEO	of	Wizards	of	the	Coast	in	June	2002.[53][54]	In	2003,	the	company	employed	850	people.[55]Throughout	the	early	2000s,	WotC	won	multiple	Origins	Awards,	including:	2001
Best	Role-Playing	Game	Supplement	(Forgotten	Realms	Campaign	Setting)	and	the	Best	Game	Related	Novel	(Clan	War	7th	Scroll:	The	Lion);	2002	Best	Role-Playing	Adventure	(City	of	the	Spider	Queen);	2005	Collectible	Card	Game	or	Expansion	of	the	Year	(Ravnica:	City	of	Guilds	expansion	for	Magic:	The	Gathering)	and	Gamer's	Choice	Best
Historical	Game	of	the	Year	(Axis	and	Allies	Collectible	Miniatures	Game),	and	the	2006	Miniature	or	Miniatures	Line	of	the	Year	(Colossal	Red	Dragon).[56][57][58][59]	It	also	won	the	2002	Gold	Ennie	Award	for	"Best	Publisher"[60]	and	the	2006	Silver	Ennie	Award	for	"Fan's	Choice	for	Best	Publisher".[61]In	2002,	Wizards	of	the	Coast's	periodicals
department	was	spun	off;	WotC	outsourced	its	magazines	by	licensing	Dungeon,	Dragon,	Polyhedron,	and	Amazing	Stories	to	Paizo	Publishing.[13][62]	The	license	expired	in	September	2007	and	WotC	began	publishing	the	magazines	online.[63][64]	In	2003,	WotC	released	Dungeons	&	Dragons	miniatures;	collectible,	painted,	plastic	miniature
games.	In	2004,	the	company	added	a	licensed	Star	Wars	line.	In	April	2004,	Loren	Greenwood	succeeded	Huebner	as	the	subsidiary's	president.[65][66]	Also	in	2004,	Avalon	Hill	became	a	subsidiary	of	WotC.[45]In	early	2006,	WotC	filed	a	lawsuit	against	Daron	Rutter,	who	was	the	administrator	of	the	website	MTG	Salvation.[67]	The	lawsuit	said
Rutter	publicly	posted	confidential	prototypes	of	upcoming	Magic:	The	Gathering	card	sets	to	the	MTG	Salvation	forums,[67]	ten	months	before	the	cards	were	to	be	released.[68][69]	The	lawsuit	was	settled	out	of	court,	according	to	Mark	Rosewater.[68]Greg	Leeds	succeeded	Greenwood	as	president	and	CEO	of	WotC	in	March	2008.[70][71]	On
June	6,	2008,	Wizards	released	the	fourth	edition	of	Dungeons	&	Dragons,	and	began	introducing	fourth-edition	online	content	in	Dragon	and	Dungeon	magazines.[72][73][74][75][excessive	citations]Throughout	the	2000s,	WotC	released	new	editions	of	Magic:	The	Gathering.	In	2009,	WotC	announced	a	new	edition	called	Magic	2010,	which
coincided	with	the	first	major	rules	change	to	Magic	since	the	Revised	Edition	was	released	in	1994.[76][77]By	2008,	the	company	employed	over	300	people[78]	and	went	through	a	restructuring.[79]	On	April	6,	2009,	WotC	suspended	all	sales	of	its	products	for	the	Dungeons	&	Dragons	games	in	PDF	format	from	places	such	as	OneBookShelf,	and
its	online	storefronts	RPGNow	and	DriveThruRPG.[80][81]	The	company	launched	a	lawsuit	against	eight	people	to	prevent	future	copyright	infringement	of	its	books,	including	fourth-edition	Dungeons	&	Dragons	products	that	were	sold	through	these	places,	and	all	older	editions	PDFs	of	the	game.[82][83]Wizards	of	the	Coast	logo	from	2010	to
2021In	2012,	Ethan	Gilsdorf	writing	for	The	New	York	Times	reported	sales	of	Dungeons	&	Dragons	products	had	slumped.[84]	Despite	the	company	not	releasing	sales	figures,	analysts	and	gaming	experts	noted	sales	had	been	declining.[84]	That	year,	WotC	announced	a	public	playtest	to	develop	a	new	edition	of	Dungeons	&	Dragons	called	D&D
Next.[84][85][86][87]	The	5th	edition	of	Dungeons	&	Dragons	was	released	on	July	15,	2014,	with	the	Dungeons	&	Dragons	Starter	Set.[88][89][90]	In	2014,	126,870	units	of	the	Dungeons	&	Dragons	Starter	Set	were	sold,	and	in	2018,	306,670	units	of	the	product	were	sold.[91]Throughout	the	2010s,	WotC	and	its	products	continued	to	earn	awards.
This	included	multiple	2015	Origins	Awards,	such	as:	Role-Playing	Game	Fan	Favorite	(Dungeon	&	Dragons:	Players	Handbook),	Role-Playing	Supplement	Fan	Favorite	(Dungeon	&	Dragons:	Monster	Manual),	and	Collectible	Card	Game	(Magic	the	Gathering:	Khans	of	Tarkir).[92]	WotC	won	the	2015	Gold	Ennie	Award	for	"Fan's	Choice	for	Best
Publisher"[93]	and	won	the	2017	Gold	Ennie	Awards	for	"Fan's	Choice	for	Best	Publisher".[94]In	2014,	20th	Century	Fox	acquired	the	screen	rights	to	Magic:	The	Gathering	to	produce	a	movie	series	with	Simon	Kinberg	attached	to	the	project.[95][96]	Also	in	2014,	WotC	filed	a	lawsuit	against	Cryptozoic	Entertainment	and	Hex	Entertainment
alleging	their	online	card	game	Hex:	Shards	of	Fate	was	a	clone	of	Magic:	The	Gathering.[97]	The	three	companies	agreed	to	a	settlement	the	following	year.[98]	In	2015,	it	was	reported	an	estimated	20	million	people	played	Magic:	The	Gathering	and	that	the	game	had	tournaments,	a	professional	league,	and	a	weekly	organized	game	program
called	Friday	Night	Magic.[99]Since	the	release	of	the	5th	edition,	WotC	has	published	more	than	twenty	Dungeon	&	Dragons	books,	including	new	rulebooks,	campaign	guides	and	adventure	modules.[100][101]	According	to	The	Seattle	Times,	2017	had	"the	most	number	of	players	in	its	history".[102]	Writing	for	Bloomberg,	Mary	Pilon	reported
sales	of	the	5th	edition	of	Dungeon	&	Dragons	rose	41	percent	in	2017	compared	to	the	year	before,	and	in	2018	rose	another	52	percent.	Pilon	also	said	in	2017,	nine	million	people	watched	others	play	D&D	on	the	video-sharing	platform	Twitch.[91]In	2016,	WotC	partnered	with	OneBookShelf	to	create	an	online	community-content	platform	called
Dungeon	Masters	Guild	(DMsGuild)	that	allowed	creators	to	make	and	sell	content	using	WotC's	properties.	Users	of	DMsGuild	could	also	purchase	earlier	editions	of	Dungeon	&	Dragons	as	PDFs	and	as	print-on-demand	books.[103][104][105]In	2016,	Chris	Cocks	replaced	Greg	Leeds	as	president	of	WotC.[106][7][107][108]	Giaco	Furino	writing	for
Vice	reported	high	tensions	over	deadlines	at	the	company.[109]	In	2019,	WotC	became	a	member	of	the	Entertainment	Software	Association.[110][111]In	April	2019,	WotC	announced	the	appointment	of	gaming-industry	veteran	James	Ohlen	as	the	head	of	its	new	studio	in	Austin,	Texas;	in	January	2020	the	new	studio	was	revealed	to	be	Archetype
Entertainment.[112][113]	In	June	2019,	internet-streaming	service	Netflix	announced	WoTC	would	work	with	Anthony	and	Joe	Russo	to	create	an	animated	series	based	on	the	mythology	of	Magic:	The	Gathering.	The	Russo	brothers	were	executive	producers	on	the	series,	with	writers	Henry	Gilroy	and	Jose	Molina	as	showrunners,	and	Bardel
Entertainment	worked	on	animation.[114][115]	In	July	2019,	Joe	Deaux	reported	in	Bloomberg:	"Magic	is	part	of	the	[Hasbro's]	'franchise	brands',	a	segment	that	accounted	for	$2.45	billion	in	net	revenue	for	the	company	last	year".[43]	According	to	Chris	Cocks,	Magic	accounted	for	a	"meaningful	portion"	of	that	sum	and	KeyBanc	estimated	the
game's	contribution	was	more	than	$500	million	of	the	franchise	brands.[43]In	2019,	WotC	released	a	Hearthstone	competitor	called	Magic:	The	Gathering	Arena,	which	is	a	free-to-play	digital	collectible	card	game	with	microtransaction	purchases.	It	had	been	In	open	beta	testing	since	September	2018.[116][117]	Brett	Andress,	an	analyst	at
KeyBanc	Capital	Markets,	predicted	Magic:	The	Gathering	Arena	would	boost	earnings	by	at	least	20	percent.[43]In	February	2020,	during	a	Hasbro	earnings	call,	CEO	Brian	Goldner	said	Wizards	of	the	Coast	was	delivering	positive	results	and	that	Hasbro	planned	to	double	WotC's	revenues	between	2018	and	2023.[118]	He	also	reported	revenues
from	Magic:	The	Gathering	had	increased	by	over	30	percent;	Magic:	The	Gathering	Arena	had	a	strong	first	year	and	Dungeons	&	Dragons	revenues	grew	for	the	seventh	consecutive	year.[118][119]	Dungeons	&	Dragons	virtual	play	increased	by	86	percent	during	2020,	due	to	the	COVID-19	pandemic.[119]On	June	1,	2020,	after	the	murder	of
George	Floyd,	WotC	released	a	statement	in	support	of	its	Black	fans,	employees,	and	community	members.[120][121]	This	provoked	a	backlash;	multiple	open	letters	that	criticized	the	company	for	its	treatment	of	people	of	color,	and	documenting	issues	Black	and	Brown	community	members	had	taken	with	the	company's	actions	were	published.
[120][122][123]	The	New	York	Times,	Polygon,	and	Kotaku	reported	following	this	criticism,	WotC	banned	seven	Magic:	The	Gathering	cards	that	were	deemed	racially	offensive	from	tournament-sanctioned	play.[124][121][125]	The	D&D	team	announced	it	would	be	changing	portions	of	its	fifth-edition	product	line	that	fans	had	criticized	for	being
insensitive,	such	as	racist	portrayals	of	a	fictional	people	known	as	the	Vistani,	and	races	characterized	as	monstrous	and	evil.[126][127][128]	The	company	also	announced	plans	to	change	character	creation	to	broaden	the	range	of	character	types	and	adding	a	sensitivity	disclaimer	to	some	legacy	products	that	include	cultures	inspired	by	Asia,
Mesoamerica,	and	the	Middle	East.[129][130][131]	The	Washington	Post	reported	the	tabletop	community	has	widely	approved	of	these	changes,[132]	although	Wired	criticized	some	of	the	change	attempts	as	often	feeling	"like	lip	service".[133]During	its	2021	Investor	Event,	Hasbro	announced	the	company	would	be	reorganized	into	three	divisions:
Consumer	Products,	Entertainment,	and	Wizards	&	Digital.[4][5]	The	announcement	was	paired	with	a	rebrand	including	a	new	logo	and	refreshed	website	for	WotC.[134][135]	Also	in	2021,	WotC	opened	a	new	video-game	studio,	whose	first	project	was	a	high-budget	game	based	on	the	G.I.	Joe	franchise.[136][137]	In	2022,	Chris	Cocks	became	CEO
of	Hasbro	and	Cynthia	Williams	replaced	him	as	president	of	Wizards	&	Digital.[138][139]	In	June	2022,	Hasbro	defeated	a	board	challenge	from	activist	investor	Alta	Fox	Capital	Management	LLC.,[140][141]	a	hedge	fund	company	that	owned	a	2.5	percent	stake	in	Hasbro	and	had	wanted	to	spin	out	WotC[142][143]	into	a	separate	company	to
create	what	it	saw	as	"more	value	by	making	a	second	publicly	traded	company	with	a	more	profitable	line	of	business".[144]	In	July	2022,	WotC	announced	it	was	establishing	another	new	video-game	studio	called	Skeleton	Key,	which	would	focus	on	AAA	games	and	would	be	headed	by	Christian	Dailey,	formerly	of	BioWare.[145][146]In	April	2022,
Hasbro	acquired	the	digital	toolset	and	game	companion	D&D	Beyond	from	Fandom,[147][148]	and	transferred	control	to	WotC	the	following	month.[149][150]	At	the	Hasbro	Investor	Event	in	October	2022,	it	was	announced	Dan	Rawson,	former	chief	operating	officer	(COO)	of	Microsoft	Dynamics	365	was	appointed	to	the	newly	created	position	of
Senior	Vice	President	for	the	Dungeons	&	Dragons	brand	to	act	as	head	of	the	franchise.[151][152]	According	to	Dicebreaker,	Rawson's	role	was	"part	of	Wizards'	plans	to	apply	more	resources	to	the	digital	side	of	D&D"	following	Hasbro's	purchase	of	D&D	Beyond.[153]At	a	December	2022	investor-focused	web	seminar,	Williams	and	Cocks	called
the	Dungeons	&	Dragons	brand	"under	monetized".[154][155]	They	noted	the	high	engagement	of	fans	with	the	brand	but	said	the	majority	of	spending	is	by	Dungeon	Masters,	who	comprise	around	20	percent	of	the	player	base.	Williams	commented	the	goal	of	increased	investment	in	digital	aspects	of	that	product	line	was	to	"unlock"	recurrent
spending	typical	of	digital	games.[154][155]In	2022,	The	Gamer	and	Kotaku	reported	on	the	increased	product-release	schedule	for	Magic:	The	Gathering;[156][157]	The	Gamer	said	the	increased	number	of	preview	seasons	for	the	game	was	leading	to	exhaustion	within	the	community	and	had	"drained	the	well	of	enthusiasm	dry".[158]	Vice
commented	there	was	"a	growing	divide	in	the	Magic:	The	Gathering	community	between	the	casual	players	and	the	collectors"	because	"some	rich	collectors	have	turned	the	cards	into	a	kind	of	commodities	market",[159]	and	that	"Wizards	of	the	Coast	has	increasingly	catered	to	this	kind	of	consumer",	leading	to	products	that	are	too	expensive	for
many	casual	players.[159]	In	November	2022,	CNBC	reported:	"Bank	of	America	downgraded	the	stock	of	Wizard	of	the	Coast's	owner,	Hasbro";[160]	analyst	Jason	Haas	stated	changes	to	the	Magic:	The	Gathering	brand	"amount	to	Hasbro	'killing	its	golden	goose'"	and	that	the	"primary	concern"	is	the	overproduction	of	"Magic	cards	which	has
propped	up	Hasbro's	recent	results	but	is	destroying	the	long-term	value	of	the	brand".[161][156]Between	November	and	December	2022,	there	was	speculation	based	on	unconfirmed	leaks	saying	WotC	was	planning	to	discontinue	the	OGL	for	Dungeons	&	Dragons.[162][163][164][165]	Following	a	WotC	response	to	the	speculation,[164]	the
company	released	limited	details	of	an	update	to	the	OGL	the	following	month.[166][167][165]	Linda	Codega,	writing	for	Io9,	reported	on	the	details	from	a	leaked	full	copy	of	the	OGL	1.1	on	January	5,	2023.[168]	Codega	said:	"every	single	licensed	publisher	will	be	affected	by	the	new	agreement...	The	main	takeaway	from	the	leaked	OGL	1.1	draft
document	is	that	WotC	is	keeping	power	close	at	hand."[168]	ICv2	commented	the	leaked	OGL	had	several	controversial	parts.[169]	Following	this	leak,	numerous	news-and-industry-focused	outlets	reported	on	negative	reactions	from	fans	and	professional	content	creators.[a]	TheStreet	said	WotC's	main	competitors	quickly	moved	away	from	the
OGL	in	the	time	it	took	WotC	to	settle	on	a	response.[178]	Both	Kobold	Press	and	MCDM	Productions	announced	upcoming	new	open	tabletop	RPG	systems.[179][180][181]	Paizo	announced	a	new	Open	RPG	Creative	License	(ORC),	a	system-agnostic	license,	and	other	publishers	joined	the	development	of	this	new	license.[b]	TheStreet	also	said
WotC	had	united	its	player	base	against	it;	both	TheStreet[178]	and	Io9	noted	the	movement	to	boycott	D&D	Beyond	and	mass	subscription	cancellations;	Io9	stated	the	"immediate	financial	consequences"	forced	a	response	by	WotC.[184]	Io9	also	reported	WotC's	internal	messaging	on	the	response	to	the	leak	was	this	was	a	fan	overreaction.[184]In
the	following	weeks,	WotC	reversed	changes	to	the	OGL	and	solicited	public	feedback[c]	before	moving	away	from	the	OGL	and	releasing	the	System	Reference	Document	5.1	(SRD	5.1)	under	an	irrevocable	creative	commons	license	(CC-BY-4.0).[d]	Edwin	Evans-Thirlwell	of	The	Washington	Post	wrote:	"pushback	from	fans,	who	criticized	WotC's
response	as	far	from	an	apology	and	a	dismissal	of	their	legitimate	concerns,	led	WotC	to	backpedal	further"	and	that	the	company	"appears	to	have	committed	an	irreversible	act	of	self-sabotage	in	trying	to	replace	[the	OGL]squandering	the	prestige	accumulated	over	20	years	in	a	matter	of	weeks".[192]	Both	Io9	and	ComicBook.com	called	the	major
concessions	by	WotC	a	"huge	victory"	for	the	Dungeons	&	Dragons	community.[189][190]	The	Motley	Fool	said	the	"abrupt	volte-face"	was	"an	abject	failure	for	Hasbro's	business"	if	the	assumed	goal	was	to	increase	monetization	of	"Dungeons	&	Dragons	properties,	grow	revenue	for	Hasbro,	and	earn	more	profits	for	Hasbro	shareholders".[193]	Also
in	January	2023,	WotC	canceled	at	least	five	unnamed	video-game	projects;[194][195][196]	an	internal	project	code-named	Jabberwocky,	and	two	games	that	were	in	the	early	development	stages.[194][197]	Jason	Schreier	writing	for	Bloomberg	News	said	fewer	than	15	people	at	WotC	would	lose	their	jobs	but	"the	reorganization	will	land	hard	for
several	independent	studios	such	as	Boston-based	OtherSide	Entertainment	and	Bellevue,	Washington-based	Hidden	Path	Entertainment,	both	of	which	were	working	on	games	for	Wizards	of	the	Coast".[194][197]	In	February	2023,	Markets	Insider	reported	Bank	of	America	continued	to	rate	Hasbro's	stock	as	underperforming	and	said	the	company
"faces	a	steep	decline	in	its	share	price	if	it	continues	to	'destroy	customer	goodwill'"	by	over-monetizing	brands	within	its	Wizards	segment.[198]	In	April	2023,	WotC	sent	private	detectives	from	the	Pinkerton	agency	to	the	house	of	a	Magic:	The	Gathering	YouTuber,	who	said	the	agents	demanded	he	destroy	cards	from	an	unreleased	set	he	had
been	accidentally	sent,	and	to	remove	videos	from	his	channel,	otherwise	he	and	his	wife	would	face	a	$200,000	fine	and	imprisonment.[199][200][201]	The	game's	players	subsequently	initiated	a	boycott	in	response.[202]	In	December	2023,	TechCrunch	reported	that	paperwork	Hasbro	filed	with	the	SEC	contained	information	announcing	layoffs	of
1,100	employees	(20	percent	of	their	entire	workforce	across	all	divisions)	effective	immediately.[203]	A	wide	range	of	WotC	employees	were	laid	off;[204]	Chase	Carter	of	Dicebreaker	commented:	"past	successes	and	future	plans	could	not	save	Wizards	of	the	Coast's	workers	from	the	hungry	maw	of	corporate	line-item	reduction,	and	the	full	extent
of	this	culling	remains	to	be	seen".[205]In	March	2024,	Wizards	of	the	Coast	stopped	localizing	Magic:	The	Gathering	and	Dungeons	&	Dragons	for	Portuguese.	The	company	received	a	vampetao	in	retaliation.[206]	Cynthia	Williams	resigned	at	the	end	of	April	2024[207][208]	and	was	replaced	that	summer	by	John	Hight,	who	left	his	long-time	role	at
Blizzard	Entertainment	to	take	the	job.[209]	The	3D	virtual	tabletop	(VTT)	Dungeons	&	Dragons	simulator	Sigil	launched	as	part	of	D&D	Beyond	in	March	2025.[210]	Later	that	month,	approximately	90%	of	the	development	team	were	laid	off	by	WotC;	in	an	internal	communication,	Hasbro	Direct	senior	vice	president	Dan	Rawson	stated	"our
aspirations	for	Sigil	as	a	large,	standalone	game	with	a	distinct	monetization	path	will	not	be	realized".[211][212]	Following	the	release	of	core	rulebooks	for	the	2024	revision	of	Dungeons	&	Dragons,	Creative	Director	Chris	Perkins	and	Game	Director	Jeremy	Crawford	announced	their	departures	from	the	company	in	April	2025.	Christian	Hoffer,	for
Screen	Rant,	highlighted	that	both	"have	been	part	of	the	Dungeons	&	Dragons	design	team	for	decades	and	were	two	of	the	lead	designers	of"	Dungeons	&	Dragons	5th	Edition.[213]	Archetype	Entertainment	in	Austin,	Texas,	U.S.;	opened	in	April	2019.[214][215]Atomic	Arcade	in	Raleigh,	North	Carolina,	led	by	Ames	Kirshen,	formerly	vice-president
of	production	and	creative	at	Warner	Bros.	Interactive	Entertainment	(WBIE),	opened	in	September	2021.[216]D&D	Beyond;	founded	in	2017,	acquired	in	May	2022.[147][148][149]Invoke	Studios	in	Montreal,	Quebec,	Canada;	founded	in	2012,	acquired	in	October	2019.[217]Mirrorstone	Books;	opened	in	2004.[218]Studio	X	in	Renton,	Washington,
U.S.;	reorganization	of	Magic:	The	Gathering	R&D	in	2018.[219][220]Skeleton	Key	in	Austin,	Texas;	opened	in	July	2022.[145]Wizards	Kids	Studio	in	Seattle,	Washington,	U.S.;	opened	in	December	2020.[221]Avalon	Hill	in	Renton,	Washington,	U.S.;	founded	1952,	acquired	by	Hasbro	in	1998,	moved	to	Wizards	of	the	Coast	in	2004,	moved	back	to
Hasbro	Gaming	in	2021.[222][223]Last	Unicorn	Games	in	Philadelphia,	Pennsylvania,	U.S.;	founded	in	1994,	acquired	and	dissolved	in	2000.[224]TSR,	Inc.	in	Lake	Geneva,	Wisconsin,	U.S.;	founded	in	1973,	acquired	and	dissolved	in	1997.[22][23]List	of	Wizards	of	the	Coast	products^	Such	as:Financial	Times,[170]	Vice,[171]	The	Guardian,[172]
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that	at	least	part	of	the	drama	surrounding	the	recent	Open	Gaming	License	fiasco	came	from	a	lack	of	respect	given	to	the	creative	and	community	teams	at	Wizards	of	the	Coast.	Going	forward,	he	says,	more	members	of	those	teams	will	be	involved	in	high-level	decisions,	and	their	voices	will	carry	more	weight.The	statements	were	made	during	an
hour-long	interview	published	Monday	by	the	3	Black	Halflings	channel	on	YouTube.	Taken	in	full,	Brinks	statements	point	to	what	appears	to	be	an	evolving	relationship	between	Wizards	and	its	corporate	owner,	toy	and	game	giant	Hasbro.I	was	trying	to	protect	the	team	from	distractions,	said	Brink,	like	discussing	a	licensing	agreement,	so	we	can
make	the	game,	so	we	can	make	cool	supplements	and	books.	And	I	should	have	had	more	of	my	team	in	the	room.	And	thats	been	corrected	going	forward.Dungeons	&	Dragons	Open	Gaming	License	(OGL)	has	been	in	place	for	more	than	two	decades.	It	provides	a	legal	framework	by	which	people	have	been	able	to	build	their	own	tabletop	RPGs
alongside	D&D.	But	proposed	changes	to	the	OGL	almost	instantly	created	an	adversarial	relationship	between	Wizards	and	its	community.	The	backlash	garnered	mainstream	press	attention,	and	an	organized	boycott	eventually	helped	convince	Hasbro	to	back	down.Following	io9s	initial	leak	of	a	draft	of	proposed	OGL	changes	on	Jan.	5,	neither
Wizards	nor	Hasbro	provided	an	immediate	response.	When	one	was	delivered,	on	Jan.	13,	many	saw	it	as	a	petulant	half-measure	and	little	more.	The	unsigned	statement,	delivered	on	D&D	Beyond,	read	in	part	as	follows:A	couple	of	last	thoughts.	First,	we	wont	be	able	to	release	the	new	OGL	today,	because	we	need	to	make	sure	we	get	it	right,	but
it	is	coming.	Second,	youre	going	to	hear	people	say	that	they	won,	and	we	lost	because	making	your	voices	heard	forced	us	to	change	our	plans.	Those	people	will	only	be	half	right.	They	won	and	so	did	we.I	honestly	dont	know	who	contributed	to	the	unsigned	statement	before	I	started	posting,	Brink	said.	The	the	statement	that	came	out	[...]	I	read
it	around	the	same	time	you	did.A	second	statement,	this	time	a	far	more	full-throated	apology,	was	made	on	Jan.	19	and	signed	by	Brink.I	was	not	pleased	with	what	we	had	posted,	Brink	continued.	This	is	one	of	the	things	that	inspired	me	to	take	a	personal...	to	put	myself	into	this	by	name	and	take	ownership	of	this	because	I	that	was	not
acceptable	to	me.	Thats	not	us.	Thats	not	who	we	should	be,	and	I	felt	like	this	needed	to	be	less	of	a	committee	thing	and	more	of	a	D&D	thing.The	committee	that	Brink	is	referring	to	is	described	throughout	the	interview	as	a	collection	of	management,	executives,	and	the	legal	counsel	tasked	with	refining	the	next	version	of	the	OGL.	According	to
Brink,	there	were	dissenting	opinions	in	the	room	and	they	came	from	the	team	at	Wizards.	Unfortunately,	their	protests	were	not	taken	enough	into	account	by	the	larger	group.	Brink	takes	personal	responsibility	for	that	oversight.	From	the	YouTube	video:I	would	say	[the	voices	of	our	creative	and	our	community	teams]	wasnt	loud	enough	in	the
room.	And	thats	whats	changing.	Were	giving	much	more	of	a	voice	to	the	folks	on	my	team,	myself	included,	who	are	closer	to	the	community	and	would	be	able	to	catch	this	kind	of	thing	in	the	future	and	have	enough	volume	to	prevent	it.Brink	went	on	to	say	that	the	authority	being	given	to	the	Wizards	staff	is	now	flowing	directly	from	Cynthia
Williams,	the	president	of	Wizards	of	the	Coast	and	digital	gaming	at	Hasbro.	Williams	joined	Hasbro	from	Microsoft	in	February	2022,	where	she	previously	drove	the	expansion	of	Xbox	Gaming	and	the	acceleration	of	game-creator	growth	according	to	a	news	release.I	would	say	greater	respect	[is	being	given	to	Wizards	team],	Brink	added.	Being
heard	and	being	respected	is	important.	And	I	will	say,	to	do	her	credit,	I	know	Cynthia	has	gotten	a	lot	of	negative	opinion	about	her,	but	she	listens.	And	she	does	change	based	on	information.	And	shes	one	of	the	most	empathetic	C-suite	people	Ive	ever	worked	with,	by	a	country	mile.	So	I	am	confident	that	when	she	says	shes	gonna	listen,	shes
gonna	listen.The	latest	D&D	book,	an	anthology	of	adventures	titled	Keys	from	the	Golden	Vault,	is	available	now	as	a	digital	pre-order.	The	physical	book	will	be	available	starting	Feb.	21.D&Ds	latest	anthology	of	adventures,	this	collection	of	13	heist-centric	adventures	can	be	played	as	stand-alone	sessions	or	as	part	of	an	episodic	campaign.See
More:	Dungeons	&	DragonsGamingNewsTabletop	Games	Wizards	of	the	Coast	This	story	is	available	exclusively	to	Business	Insider	subscribers.	Become	an	Insider	and	start	reading	now.	A	'Dungeons	&	Dragons'	leak	has	fans	furious	and	vowing	to	abandon	the	popular	role-playing	game.	A	rumored	change	would	give	D&D's	owner	more	rights	over
user-created	content	for	the	game	and	a	cut	of	any	profits.	The	game	has	seen	a	surge	in	popularity	in	recent	years	with	the	rise	of	online	streamers	and	a	starring	role	in	the	Netflix	hit	'Stranger	Things.'	A	new	licensing	agreement	for	the	hit	roleplaying	game	"Dungeons	&	Dragons"	leaked	it	hasn't	been	a	critical	hit	with	fans.	According	to	a
document	leaked	to	Gizmodo	that	contains	a	new	open	game	license	(OGL)	agreement,	a	new	version	of	the	beloved	board	game	will	"tighten"	restrictions	applied	to	fans	who	create	content	for	the	game.	The	current	agreement,	which	has	been	in	place	since	2000,	allows	outside	designers	and	publishers	to	make	adventures	and	rules,	along	with
other	products,	for	the	game	and	to	keep	any	profits.	The	new	agreement	would	give	Wizards	of	the	Coast	the	makers	of	the	game	who	are	owned	by	Hasbro	partial	ownership	of	these	products,	and	the	ability	to	demand	a	share	of	profits	from	creators.	Nerds	are	now	vowing	to	burn	their	beloved	game	to	the	ground,	calling	the	change	corporate
overreach	to	nickel-and-dime	creators	who	are	showing	their	love	for	D&D	and	the	community	of	players.	D&D	fans	are	canceling	their	subscriptions	to	the	game's	online	tools,	a	major	source	of	income	for	the	game's	owners.	One	D&D	social	media	personality,	Ginny	Di,	encouraged	fans	to	cancel	to	send	Wizards	of	the	Coast	"a	message."	Her	tweet
has	racked	up	13,400	likes	since	posting	Thursday.	Ginny	Di	#OpenDnD	(@itsginnydi)	January	12,	2023	"D&D's	success	in	the	past	few	years	is	due	in	large	part	to	third-party	publishers	and	content	creators	who	built	their	businesses	using	the	OGL	1.0.	If	Wizards	of	the	Coast	implements	the	leaked	update	to	the	OGL,	they	will	be	prioritizing	profit
and	control	over	protecting	and	encouraging	their	community,	and	they	risk	damaging	the	vibrant	ecosystem	that	made	D&D	so	popular	in	the	first	place,"	Di	told	Insider.	She	said	the	fans	have	responded	in	great	force	to	the	leak	because	"we	want	to	see	this	creative	space	continue	to	thrive."	Di	encouraged	fans	to	"speak	up,	question	everything,
and	protect	the	contributions	that	fan	creators	and	third-party	publishers	make	to	our	experience	with	D&D."	On	the	D&D	subreddit	which	normally	features	questions	about	rules	and	fan	art	fans	have	been	planning	boycotts	and	customer	service	blitzes	to	make	their	rage	known.	User	Northwest_Quest	urged	comrades	to	"Boycott	All	Wizards
Products"	including	merch	and	other	board	games.	"Keep	speaking	out,	keep	sharing,	calling,	and	protesting.	But	if	you	really	want	to	show	them	how	you	feel?	Hit	them	in	their	wallet,"	another	user	wrote	on	Reddit.	"They've	more	than	proven	they	don't	care	about	anything	but	the	money,	might	as	well	speak	their	language,"	they	added.	Meanwhile,
rival	RPG	publishers	have	vowed	to	create	their	own	license	to	give	creators	freedom	and	invited	players	to	buy	their	products	using	discount	codes	themed	around	the	boycott.	Wizards	of	the	Coast	was	set	to	make	an	announcement	Thursday	on	a	livestream,	but	abruptly	canceled	the	stream	as	the	outrage	grew.	Wizards	of	the	Coast	finally
addressed	the	leak	on	Friday,	saying	the	drafted	license	was	part	of	a	new	license	it	was	creating	and	was	given	to	content	creators	to	get	their	feedback.	"However,	it's	clear	from	the	reaction	that	we	rolled	a	1,"	the	company	said,	referencing	the	game's	rules.	Wizards	said	the	"thought	never	crossed	our	minds"	to	have	a	royalty	system	built	into	the
new	license.	"The	license	back	language	was	intended	to	protect	us	and	our	partners	from	creators	who	incorrectly	allege	that	we	steal	their	work	simply	because	of	coincidental	similarities,"	the	company	wrote.	"We	want	to	always	delight	fans	and	create	experiences	together	that	everyone	loves,"	it	added.	"We	realize	we	did	not	do	that	this	time	and
we	are	sorry	for	that."	The	outrage	comes	as	D&D	has	experienced	a	renaissance	in	recent	years.	The	beloved	RPG	has	exploded	in	popularity	thanks	in	large	part	to	online	streamers,	as	well	as	a	starring	role	in	the	Netflix	hit	"Stranger	Things."	The	game	even	has	a	big-budget	movie	adaptation	coming	out	later	this	year	titled	"Dungeons	&	Dragons:
Honor	Among	Thieves"	starring	Hollywood	stars	like	Chris	Pine,	Michelle	Rodriguez,	and	Hugh	Grant.	Critical	Role	has	commented	on	the	ongoing	controversy	surrounding	Dungeons	&	Dragons	publisher	Wizards	of	the	Coast.	On	Twitter,	Critical	Role	issued	an	official	statement	regarding	WotC's	leaked	Open	Gaming	License	(OGL)	1.1	for	Dungeons
&	Dragons.	"Critical	Role	has	always	supported	creators	and	game	development	in	the	tabletop	space,"	the	web	series	wrote.	"We	stand	by	our	industry	peers,	as	well	as	anyone	who	takes	a	risk	creating	a	new	system	or	developing	an	original	idea."	One	of	the	main	criticisms	of	the	altered	OGL	is	WotC's	restriction	on	independent	creators'	content,
including	merchandise,	fiction	and	miniatures.	D&D's	Open	Gaming	License	emerged	in	2000,	allowing	people	to	design	their	own	materials	based	on	the	popular	TTRPG	while	setting	minimal	guidelines	on	what	merchandise	designers	could	profit	from.	In	addition	to	products,	D&D's	original	OGL	allowed	content	creators	like	Critical	Role	and
Adventure	Zone	to	make	money	from	live-streaming	sessions	of	the	TTRPG.	However,	it's	unclear	how	or	if	WotC's	planned	OGL	adjustments	may	affect	these	web	series,	as	the	leaked	document	noted	it	might	make	private	deals	with	certain	companies.	Notably,	those	that	receive	$750,000	from	their	business	must	pay	WotC	20	to	25%	in	royalties	for
anything	past	that	amount.	After	the	OGL	appeared	online,	fans	rushed	to	social	media	to	express	their	frustration	with	WotC's	restrictions.	Consequently,	the	hashtag	#OpenDnD	became	trending	and	led	to	an	open	letter	demanding	WotC	to	cancel	or	change	the	Open	Gaming	License	update.	"It	chokes	the	vibrant	community	that	has	flourished
under	the	original	license,"	the	letter	read.	"No	matter	the	creator,	it	locks	everyone	into	a	new	contract	that	restricts	their	work,	makes	it	mandatory	to	report	their	projects	and	revenues	to	Wizards	of	the	Coast,	and	gives	WotC	the	legal	right	to	reproduce	and	resell	creators'	content	without	permission	or	compensation."	A	week	following	the	OGL
leak,	Wizards	of	the	Coast	responded	to	the	mass	criticism	of	the	document.	Its	main	reason	for	altering	the	OGL	was	to	prohibit	third-party	developers	from	selling	merchandise	featuring	"hateful	and	discriminatory"	content.	WotC	claimed	it	would	not	release	the	new	OGL	yet,	considering	the	company	needed	to	adjust	the	original	draft,	like
modifying	the	language	used	to	prevent	confusion.	In	response	to	WotC's	OGL	decision,	third-party	tabletop	role-playing	publisher	Kobold	Press	announced	it	would	create	its	own	fantasy	TTRPG.	The	company's	dedicated	fan	base	crashed	the	codename	Project	Black	Flag's	website	several	times	after	the	announcement.	Pathfinder	developer	Paizo
revealed	its	partnership	with	Kobold	and	other	third-party	creators	to	establish	a	new,	"system	neutral	open	RPG	license"	that	would	be	"open,	perpetual,	and	irrevocable"	due	to	WotC's	OGL	updates.	Source:	Twitter	The	best	Dungeons	&	Dragons	adventures	Ive	ever	had	whether	as	the	Dungeon	Master	guiding	the	story	or	as	a	player	experiencing	it
have	been	original	homebrew	creations	not	published	by	Wizards	of	the	Coast.	Sure,	they	might	adapt	locations	and	storylines	from	official	materials	and	use	the	games	core	systems,	but	its	wholly	original	content.	In	some	cases,	the	creative	process	is	akin	to	writing	a	novel	or	video	game,	and	some	of	the	best	content	creators	make	a	living
producing	and	reselling	remixes	of	existing	storylines	or	entire	unique	adventures.	But	now,	Wizards	of	the	Coast	and	parent	company	Hasbro	is	poised	to	put	major	restrictions	on	this	type	of	content	and	the	community	is	not	happy	about	it.[Wizards	of	the	Coast]	has	shown	that	they	are	the	dragon	on	top	of	the	hoard,	willing	to	burn	the	thriving
village	if	only	to	get	a	few	more	gold	pieces,	an	impassioned	open	letter	published	January	8	reads.	Its	time	for	us	to	band	together	as	adventurers	to	defend	our	village	from	the	terrible	wyrm.So	how	did	Wizards	of	the	Coast	go	from	beloved	publisher	to	the	villain	of	the	D&D	community?	Lets	dive	in.UPDATE	(11	a.m.	Eastern,	1/13/23):	After	a	week
of	growing	tensions,	petitions,	and	boycotts	over	the	leaked	contents	the	Open	Game	License	(OGL)	1.1	that	establishes	the	guidelines	for	creating	third-party	content	based	on	Dungeons	&	Dragons,	publisher	Wizards	of	the	Coast	issued	a	statement	via	D&D	Beyond	clarifying	the	companys	intent.	In	short,	the	statement	promises	to	course-correct
away	from	some	of	the	OGL	1.1	drafts	most	controversial	facets.	All	pre-existing	content	will	remain	covered	under	the	terms	of	the	original	OGL,	content	creators	will	retain	ownership	over	their	own	materials,	and	royalty	structures	have	been	removed.	The	original	article	continues	below:	What	Happened	Back	in	August	2022,	Wizards	of	the	Coast
revealed	ambitious	plans	for	One	D&D,	a	major	backward-compatible	update	to	the	existing	5th	edition	that	incorporates	new	digital	resources.	The	wider	D&D	community	eventually	vocalized	concerns	about	how	it	might	impact	the	creation	of	third-party	materials	and	content.	The	existing	Open	Game	License	(OGL)	is	a	public	copyright	license
that,	with	some	reasonable	restrictions,	allows	anyone	to	publish	and	sell	royalty-free	D&D	materials.	This	open	approach	to	game	design	has	played	a	significant	role	in	the	games	growing	popularity	in	recent	years.	But	how	might	that	change	in	the	new	era	of	D&D?By	December	2022,	Wizards	confirmed	that	the	OGL	version	1.1	was	in
development,	and	io9	reported	the	controversial	details	of	a	leaked	version	of	the	document	on	January	5.	The	document,	which	is	allegedly	ten	times	as	long	as	the	previous	OGL,	de-authorizes	the	original	and	puts	far	more	restrictions	on	the	monetization	of	third-party	content	while	stifling	a	thriving	creative	community.On	January	8,	a	group	of
third-party	publishers	led	by	Mike	Holik	of	Mage	Hand	Press	revealed	the	#OpenDND	internet	campaign	which	includes	an	open	letter	and	petition	that	stands	directly	opposed	to	the	OGL	1.1.	It	chokes	the	vibrant	community	that	has	flourished	under	the	original	license,	the	open	letter	reads.	No	matter	the	creator,	it	locks	everyone	into	a	new
contract	that	restricts	their	work,	makes	it	mandatory	to	report	their	projects	and	revenues	to	Wizards	of	the	Coast,	and	gives	WotC	the	legal	right	to	reproduce	and	resell	creators	content	without	permission	or	compensation.#OpenDND	hopes	to	preserve	the	tabletop	gaming	communitys	open	approach	to	creativity.OGL	1.1s	biggest	issues	For
starters,	because	it	de-authorizes	the	previous	OGL,	the	OGL	1.1	attempts	to	retroactively	destroy	or	legally	jeopardize	work	done	under	previous	editions,	says	Sea	of	Cinders	creator	Houndsong	games	on	Twitter.A	number	of	beloved	tabletop	games	like	Pathfinder	1E	and	2E,	13th	Age,	Fudge,	and	Traveller	which	use	D&D	as	their	backbone	will
either	have	to	stop	publishing	new	content	altogether	or	pay	25	percent	of	all	revenue	to	Wizards.	And,	it	sounds	like	selling	previously	published	content	also	wont	be	possible	under	the	terms	of	the	OGL	1.1.For	the	largest	content	creators	in	the	industry,	Wizards	will	institute	a	25	percent	tax	on	all	sales	above	$750,000.This	is	anti-competitive,
monopolistic	behavior	designed	to	crush	small	businesses	that	collectively	employ	hundreds	of	designers,	writers,	and	artists,	the	#OpenDND	letter	says	regarding	this	specific	facet.	Under	this	tax,	it	becomes	impossible	for	creators	to	put	books	on	game	stores	shelves	or	run	Kickstarters	for	large	audiences.	Even	though	this	only	affects	some
companies	in	the	space,	those	targeted	are	still	tiny	compared	to	Wizards	of	the	Coast,	which	made	$1.3	billion	in	2021.	A	blue	dragon	curls	up	with	its	horde	of	gold.ShutterstockThe	new	OGL	also	says	that	Wizards	can	modify	or	terminate	this	agreement	for	any	reason	whatsoever,	provided	We	give	thirty	(30)	days	notice.	So	Wizards	can	essentially
get	any	content	published	under	this	license	removed	from	the	internet	within	a	month	under	the	legal	threat	of	copyright	infringement.Anyone	who	uses	a	crowdfunding	site	must	pay	a	25	percent	royalty	on	Qualifying	Revenue	but	Wizards	has	a	preferred	relationship	with	Kickstarter,	which	only	incurs	a	20	percent	royalty	fee.	Director	of	Games	at
Kickstarter	Jon	Ritter	clarified	on	Twitter	that	Wizards	approached	him	about	the	changes	and	he	thought	it	best	to	advocate	for	creators	to	get	the	discount.	But	theres	also	the	obvious	truth	that	this	means	Kickstarter	will	in	turn	receive	more	revenue.	The	vast	majority	of	these	content	creators	will	use	Kickstarter	simply	because	it	is	the	cheaper
option.Among	the	most	controversial	changes	in	OGL	1.1,	however,	is	the	requirement	that,	regardless	of	how	much	revenue	the	creator	earns,	they	have	to	register	their	content	with	Wizards	of	the	Coast	and	provide	the	company	with	a	copy.	It	also	grants	Wizards	a	sweeping	nonexclusive,	perpetual,	irrevocable,	worldwide,	sub-licensable,	royalty-
free	license	to	use	that	content	for	any	purpose.	In	other	words,	if	a	person	writes	a	really	cool	adventure	under	this	license	and	makes	$26	off	of	a	few	people	buying	it,	but	then	it	catches	the	eye	of	a	game	designer	at	Wizards,	the	company	could	technically	use	that	content	however	it	wants	without	paying	the	creator.A	wizard	summons	a	giant	sea
creature.ShutterstockThe	bigger	picture	When	we	zoom	out	to	reflect	on	the	bigger	picture,	the	trend	here	is	readily	apparent:	Wizards	of	the	Coast	seems	well	aware	of	what	has	driven	the	success	of	Dungeons	&	Dragons	in	recent	years,	and	its	looking	to	consolidate	or	replace	various	third-party	resources	under	one	corporate	umbrella.	As	the
#OpenDND	letter	puts	it,	The	OGL	has	done	more	to	foster	creativity	and	innovation	in	the	tabletop	gaming	ecosystem	than	any	other	element.	Thats	true,	and	the	OGL	1.1	would	functionally	give	Wizards	more	control	over	the	content,	its	distribution,	and	the	money	generated.	Platforms	like	D&D	Beyond	allow	players	to	organize	resources,
including	entire	sourcebooks	and	character	sheets.	A	core	tenet	of	Wizards	new	One	D&D	initiative	involves	incorporating	D&D	Beyond	more	effectively	following	an	April	2022	acquisition.Particularly	in	the	last	three	years,	digital	tabletop	resources	like	Roll20	have	been	vital	to	keeping	the	adventures	going,	simulating	a	game	table	in	an	interactive
digital	space.	But	resources	like	these	potentially	cannot	operate	using	D&D	under	OGL	1.1,	depending	on	what	the	final	language	looks	like.	While	it	remains	to	be	seen	exactly	what	the	updated	terms	might	mean	for	different	platforms,	this	could	be	a	major	blow	that	directly	impacts	my	own	table	thats	been	playing	weekly	via	Roll20	for	six
years.Heres	the	crucial	moment	on	Roll20	when	one	of	my	characters,	Chainer,	was	knocked	out	by	a	rifleman.Roll20We	have	a	long-standing	custom	agreement	with	Wizards	of	the	Coast,	a	representative	from	Roll20	tells	Inverse.	We	will	continue	to	sell	officially-licensed	Dungeons	&	Dragons	adventures	and	expect	to	continue	offering	third-party
OGL	content	on	Roll20	plus	support	hundreds	of	other	systems	and	creators	who	choose	to	make	custom	rulesets.While	that	may	be	the	case,	the	One	D&D	initiative	also	includes	an	in-development	fully	immersive	3D	playspace	with	a	suite	of	creative	tools	and	D&D	Beyond	integration.	Ill	gladly	try	it	out,	and	if	my	table	prefers	it,	we	might	migrate.
But	that	doesnt	negate	the	fact	that	the	OGL	1.1	potentially	threatens	how	many	D&D	fans	have	experienced	the	game	for	years	now.	And,	if	I	ever	want	to	formally	publish	anything	set	in	my	campaign	setting	called	the	Realm	of	the	Dreamweaver,	Ill	have	to	be	very	careful	about	where	and	how	I	publish	it	lest	Wizards	of	the	Coast	take	more	of	my
gold.Based	on	OGL	1.1,	the	One	D&D	era	is	starting	to	feel	more	about	control,	money,	and	the	control	of	money.	This	article	was	originally	published	on	Jan.	9,	2023Wizards	is	a	family	of	studios,	we	specialize	in	building	roleplaying	games,	trading	card	games,	and	digital	games	for	all	types	of	players.The	new	D&D	OGL	had	the	community	in	uproar,
but	why?	And	what's	an	'OGL'	in	the	first	place?	More	importantly,	how	does	it	affect	you?If	you're	feeling	confused	about	the	controversy	that's	blown	up	across	social	media,	you'll	find	a	breakdown	of	the	drama	below.	There's	certainly	enough	to	get	our	teeth	into	following	updates	for	the	D&D	OGL	(which	is	short	for	'Open	Game	License');	even
though	publisher	Wizards	of	the	Coast	has	reversed	all	of	these	changes	in	an	unprecedented	move,	the	whole	affair	has	had	a	huge	impact	on	some	of	the	best	tabletop	RPGs.	To	be	precise,	some	third-party	publishers	have	walked	away	from	Dungeons	and	Dragons	books	for	good.There's	been	a	big	knock-on	effect	for	players,	too.	Trust	in	the	brand
is	thoroughly	shaken	after	some	very	poorly-received	decisions,	and	although	Wizards	has	worked	hard	to	make	amends	since	then,	it	may	take	a	while	to	win	that	goodwill	back.You	may	like	So,	let's	get	into	it.	Here's	everything	you	need	to	know	about	the	D&D	OGL	turmoil.Pathfinder	is	D&D's	biggest	rival,	and	it	was	made	by	Paizo	using	the
original	Open	Game	License	(Image	credit:	Paizo)The	Open	Game	License	(dubbed	OGL	1.0a,	which	you	can	find	here)	allows	third	parties	to	create	written	products	such	as	adventures	or	rulebooks	using	the	D&D	system	owned	by	Wizards	of	the	Coast.	Although	there	are	some	restrictions	to	stop	you	from	utilizing	trademarked	ideas	like	Baldur's
Gate,	it's	remained	largely	unchanged	since	first	arriving	on	the	scene	in	2000.	Basically,	it	allows	games	like	Pathfinder,	which	emulates	earlier	editions	of	D&D,	to	exist.However,	that	all	changed	recently.	Wizards	has	been	talking	about	revising	the	OGL	since	December,	stating	that	the	license	"needs	an	update"	to	let	let	it	function	as	originally
intended	but	"without	allowing	things	like	third-parties	to	mint	D&D	NFTs	and	large	businesses	to	exploit	our	intellectual	property."Proposed	changes	to	the	D&D	OGL	haven't	been	popular	(Image	credit:	Wizards	of	the	Coast)At	the	beginning	of	January	2023,	a	revised	version	of	the	OGL	was	apparently	leaked	to	Linda	Codega	at	io9.	You	can	find	a
full	rundown	of	everything	supposed	to	be	included	within	that	document	via	Linda's	writeup,	but	here	are	the	broad	strokes.Weekly	digests,	tales	from	the	communities	you	love,	and	moreAt	the	time	of	the	leak,	the	new	OGL:Invalidated	the	original	OGL,	meaning	it	could	no	longer	be	usedStated	that	D&D	publisher	Wizards	of	the	Coast	must	be
notified	about	and	receive	a	report	on	the	earnings	of	all	monetised	contentSaid	that	products	using	the	OGL	which	earn	over	$750,000	per	year	must	pay	Wizards	a	royalty	fee	of	25%	(or	20%	if	funded	through	Kickstarter)	for	all	income	beyond	that	pointClaimed	the	right	to	use	all	OGL	content	in	any	way	Wizards	of	the	Coast	saw	fitStopped	D&D-
related	NFTs	and	blockchainAllowed	termination	of	the	license	for	content	that	is	"blatantly	racist,	sexist,	homophobic,	trans-phobic,	bigoted	or	otherwise	discriminatory"This	led	to	widespread	controversy	in	which	industry	figures	decried	the	change,	and	over	60,000	people	signed	an	open	letter	condemning	these	alterations	shortly	afterward.	A
major	dev	then	decided	to	break	away	from	D&D	to	create	its	own	tabletop	RPG	system,	and	Pathfinder	publisher	Paizo	announced	a	license	of	its	own	as	well.	The	group	behind	The	One	Ring	RPG	followed	suit.This	outcry	wasn't	just	from	businesses	either.	In	fact,	so	many	fans	canceled	their	online	D&D	subscription	that	it	crashed	the	page.	It
seemed	as	if	the	entire	industry	was	united	against	these	alterations,	and	many	questioned	whether	it	was	legal	to	deauthorize	the	Open	Game	License	in	the	first	place.Changes	after	the	backlashAfter	days	of	silence,	Wizards	of	the	Coast	finally	responded	with	a	blog	post	addressing	the	turmoil	that	reversed	many	of	the	proposed	changes,	calling
the	leaked	version	a	"draft".	An	altered	version	of	the	D&D	OGL	soon	followed.The	new	OGL:Would	not	contain	a	royalty	structure,	or	royalty	feesDidn't	include	financial	reporting	or	registration	requirementsClarified	that	creators	own	their	contentStated	that	anything	already	released	under	the	original	OGL	would	be	unaffectedSaid	that
livestreams,	virtual	tabletops,	and	actual	plays	aren't	affectedThe	updated	OGL	didn't	just	include	these	tweaks,	though.	In	addition,	it	promised	to	give	away	the	game's	core	mechanics.	To	be	precise,	the	"Creative	Commons	license	we	picked	lets	us	give	everyone	those	core	mechanics.	Forever.	Because	we	don't	control	the	license,	releasing	the
D&D	core	rules	under	the	Creative	Commons	will	be	a	decision	we	can	never	change."Users	were	able	to	provide	feedback	on	the	license	via	a	survey	until	February	3.	Wizards	of	the	Coast	would	then	respond	on	or	before	February	17.So,	was	this	new	D&D	OGL	good	enough?	We	talked	with	a	gaming	lawyer	about	it,	and	they	said	that	despite	being
a	big	step	forward,	there	was	still	work	to	be	done.	For	example,	the	update	didn't	expressly	say	that	royalties	were	out	the	window.	(A	concern	Wizards	of	the	Coast	had	to	clarify	later	in	a	Twitter	thread.)	Likewise,	there	were	worries	that	its	definition	of	harmful	content	could	be	abused.Giving	upThe	public	response	to	these	concessions	was
resounding.	Before	January	was	out,	Wizards	published	a	new	blog	saying	that	88%	of	those	surveyed	didn't	want	to	use	the	new	D&D	OGL,	89%	were	dissatisfied	with	jettisoning	the	old	one,	and	that	the	"live	survey	results	are	clear.	You	want	[the	original	OGL].	You	want	irrevocability."	It	then	announced	the	unthinkable:	that	Wizards	of	the	Coast
was	backing	down	and	leaving	the	OGL	alone.	It	would	also	make	the	entire	Systems	Reference	Document	(containing	classes,	races,	and	mechanics)	freely	available	under	the	Creative	Commons.This	was	a	huge	about-turn	-	and	no-one	saw	it	coming.	In	essence,	Wizards	admitted	defeat	and	scrapped	the	plans	it	had	fought	so	hard	to	introduce.With
this	new	approach,	we	are	setting	that	aside	and	counting	on	your	choices	to	define	the	future	of	playKyle	Brink,	executive	producer	for	D&D"We	wanted	to	protect	the	D&D	play	experience	into	the	future,"	the	blog	post	read.	"We	still	want	to	do	that	with	your	help.	We're	grateful	that	this	community	is	passionate	and	active	because	we'll	need	your
help	protecting	the	game's	inclusive	and	welcoming	nature.	We	wanted	to	limit	the	OGL	to	TTRPGs.	With	this	new	approach,	we	are	setting	that	aside	and	counting	on	your	choices	to	define	the	future	of	play."The	decision	was	met	with	widespread	celebration	online,	and	the	controversy	seems	to	be	over	-	for	now.	Even	though	we're	back	where	we
started	(or	better	off),	earning	fans'	trust	again	will	likely	be	a	long	and	arduous	journey.Why	was	everyone	upset	about	the	D&D	OGL?Public	outcry	united	the	tabletop	RPG	community	(Image	credit:	Wizards	of	the	Coast)Even	though	Wizards	of	the	Coast	has	walked	back	the	OGL's	changes,	it's	too	late	for	some	-	as	a	Dark	Souls	RPG	dev	said	when
we	interviewed	them,	"the	revolt	has	already	begun."	When	you	dig	into	the	legal	spaghetti	of	the	update,	that	anger	was	understandable.	Livelihoods	were	on	the	line.For	a	start,	products	made	with	the	first	OGL	were	suddenly	thrown	into	question.	As	I	understood	it	from	the	leaked	document,	publishers	would	have	to	agree	to	this	new	system	if
they	wanted	to	continue	selling	their	products.	Should	they	have	refused,	would	years	of	old	books	be	pulled	from	shelves?	It	was	a	real	possibility.Why	wouldn't	creators	just	agree,	then?	Well,	suddenly	being	forced	to	hand	over	25%	of	their	earnings	past	$750,000	each	year	would	take	a	massive	toll	on	the	publisher's	bottom	line.	Actually,	it	would
destroy	many	smaller	teams.	Profit	aside,	this	is	money	used	to	pay	writers,	artists,	designers,	and	more.	Reducing	the	take	would	therefore	squeeze	the	companies	in	question,	so	it	stands	to	reason	that	cuts	of	some	description	(be	it	content	or	jobs)	would	follow.	This	potentially	leads	to	a	drop	in	scale,	quality,	or	frequency	for	products.Free
products	-	like	community	builds	or	adventures	you	don't	charge	for	-	remain	unaffectedIt	would	have	hit	smaller	creators	too,	albeit	less	dramatically.	It's	all	good	and	well	not	having	to	pay	royalties	if	you	don't	earn	more	than	$750K	on	your	product,	but	having	to	register	it	with	Wizards	and	report	annual	revenue	above	$50K	was	an	added	faff	that
made	the	process	less	appealing.	Especially	because,	as	io9	pointed	out	in	the	initial	leak,	"there	[was]	no	mention	of	perpetual,	worldwide	rights	given	to	creators	(which	was	present	in	section	4	of	the	original	OGL)".	Worse	still,	"Wizards	will	[also]	have	a	'nonexclusive,	perpetual,	irrevocable,	worldwide,	sub-licensable,	royalty-free	license	to	use	that
content	for	any	purpose.'"This	isn't	an	uncommon	slice	of	legal	jargon,	but	it's	easy	to	see	why	it'd	unsettle	so	many	in	the	community.Yes,	free	products	-	like	community	builds	or	adventures	you	don't	charge	for	-	remain	unaffected	both	then	and	now.	Actual	plays	like	Critical	Role	would	be	all	right	too,	seeing	as	you're	not	being	charged	to	watch
the	show.	But	it's	plain	to	see	why	there	was,	and	continues	to	be,	such	concern	over	the	new	OGL.What	did	the	D&D	OGL	have	to	do	with	me?Unfortunately	for	players	that	just	want	to	play	D&D,	these	changes	will	still	have	an	impact	(Image	credit:	Wizards	of	the	Coast)While	this	might	seem	like	a	corporate	conflict	over	property	rights	at	first
glance	(and	the	waters	were	muddied	after	Wizards'	response),	it	caused	significant	ripple	effects	that	would	have	reached	you	sooner	or	later.To	begin	with,	numerous	publishers	and	game	systems	might	not	have	been	able	to	produce	content	for	D&D	anymore;	following	this	controversy,	many	of	the	biggest	third	parties	signed	on	to	Paizo's
alternative	license.	As	such,	the	library	of	resources,	adventures,	and	homebrew	tweaks	available	to	D&D	players	would	have	shrunk	dramatically	in	the	coming	months.In	addition,	the	number	of	people	who	actually	wanted	to	make	new	content	for	the	D&D	OGL	dwindled	due	to	their	trust	drying	up.	(And	because	they	didn't	like/want	to	sign	those
revised	terms.)It	could	have	meant	a	talent	drain	on	future	D&D	productsSure,	you	may	not	mind	too	much	if	you	only	use	official	books.	(Or	the	free	rules,	for	that	matter.)	Not	at	first.	But	this	array	of	third	party	creations	served	as	a	talent	pool	for	those	official	books.	Many	of	the	writers,	designers,	and	artists	responsible	for	them	were	freelancers
who	cut	their	teeth	on	D&D	OGL	content,	so	them	jumping	ship	could	have	meant	a	talent	drain	on	future	D&D	products.What's	more,	a	lot	of	cool	upcoming	projects	that	use	D&D	as	a	base	-	like	Free	League's	Lord	of	the	Rings	system	-	would	evaporate	as	well.	It's	always	easier	to	try	a	different	game	if	it	uses	the	rules	you	already	know,	but	that
would	become	less	of	an	option	with	many	third	parties	having	been	burned	by	the	new	OGL.In	short,	it	was	a	rough	decision	that	wouldn't	have	benefitted	anyone	in	the	end...	not	even	Wizards	of	the	Coast.Will	we	still	feel	the	bite	of	this	controversy	in	the	years	to	come?	Very	possibly.	The	cat's	out	of	the	bag	now,	and	some	publishers	are	plowing
on	with	their	own	game	systems	despite	Wizards'	about-turn.	As	such,	the	long-term	effects	are	likely	to	be	a	more	fragmented	industry	with	multiple	competing	systems.	Whether	this	is	a	good	or	bad	thing	will	depend	on	your	perspective.Either	way,	time	will	tell	how	much	damage	this	has	done.	For	better	or	worse,	the	D&D	OGL	controversy	has
left	an	indelible	mark	on	tabletop	RPGs.It's	been	a	busy	few	days	for	the	industry,	but	not	all	of	it	has	been	bad;	along	with	the	first	official	D&D	Lego	set,	January	has	also	given	us	D&D	Nerf	blasters.	Want	to	take	a	break	with	some	tabletop	recommendations,	on	the	other	hand?	Check	out	the	best	board	games,	these	board	games	for	adults,	or	must-
have	board	games	for	2	players.As	reported	last	week,	Wizards	had	plans	for	a	new	OGL	that	significantly	restricts	the	kind	of	content	allowed	and	requires	anyone	making	money	under	the	license	to	report	their	products	to	Wizards	of	the	Coast	directly.	Reactions	to	this	leaked	proposal	were	so	negative	that,	as	Dicebreaker	point	out,	they	provoked
an	onslaught	of	bad	press	that	included	competitors	such	as	Paizo	and	Kobold	Press	creating	an	independently	monitored	open	licence	for	developing	their	own	tabletop	games.Now,	having	had	time	to	survey	the	wreckage,	Wizards	have	acknowledged	that	they	got	it	wrong.	Very	wrong.	In	a	blog	post	published	earlier	today	Kyle	Brink,	Executive
Producer	on	D&D,	said	let	me	start	with	an	apology.	We	are	sorry.	We	got	it	wrong.Brink	says	that	going	forwards	Wizards	will	be	more	open	and	transparent,	and	that	future	changes	to	the	OGL	will	be	done	in	consultation	with	fans.	You	can	read	his	full	statement	below:Hi.	Im	Kyle	Brink,	the	Executive	Producer	on	D&D.	Its	my	team	that	makes	the
game	we	all	play.D&D	has	been	a	huge	part	of	my	life	long	before	I	worked	at	Wizards	and	will	be	for	a	long	time	after	Im	done.	My	mission,	and	that	of	the	entire	D&D	team,	is	to	help	bring	everyone	the	creative	joy	and	lifelong	friendships	that	D&D	has	given	us.These	past	days	and	weeks	have	been	incredibly	tough	for	everyone.	As	players,	fans,
and	stewards	of	the	game,	we	cantand	we	wontlet	things	continue	like	this.I	am	here	today	to	talk	about	a	path	forward.First,	though,	let	me	start	with	an	apology.	We	are	sorry.	We	got	it	wrong.Our	language	and	requirements	in	the	draft	OGL	were	disruptive	to	creators	and	not	in	support	of	our	core	goals	of	protecting	and	cultivating	an	inclusive
play	environment	and	limiting	the	OGL	to	TTRPGs.	Then	we	compounded	things	by	being	silent	for	too	long.	We	hurt	fans	and	creators,	when	more	frequent	and	clear	communications	could	have	prevented	so	much	of	this.Starting	now,	were	going	to	do	this	a	better	way:	more	open	and	transparent,	with	our	entire	community	of	creators.	With	the
time	to	iterate,	to	get	feedback,	to	improve.If	this	sounds	familiar,	its	because	its	how	we	do	it	for	the	game	itself.	So	lets	do	it	that	way	for	the	OGL,	too.Well	listen	to	you,	and	then	we	will	share	with	you	what	weve	heard,	much	like	we	do	in	our	Unearthed	Arcana	and	One	D&D	playtests.	This	will	be	a	robust	conversation	before	we	release	any	future
version	of	the	OGL.Heres	what	to	expect.-	On	or	before	Friday,	January	20th,	well	share	new	proposed	OGL	documentation	for	your	review	and	feedback,	much	as	we	do	with	playtest	materials.-	After	you	review	the	proposed	OGL,	you	will	be	able	to	fill	out	a	quick	surveymuch	like	Unearthed	Arcana	playtest	feedback	surveys.	It	will	ask	you	specific
questions	about	the	document	and	include	open	form	fields	to	share	any	other	feedback	you	have.-	The	survey	will	remain	open	for	at	least	two	weeks,	and	well	give	you	advance	notice	before	it	closes	so	that	everyone	who	wants	to	participate	can	complete	the	survey.	Then	we	will	compile,	analyze,	react	to,	and	present	back	what	we	heard	from
you.Finally,	you	deserve	some	stability	and	clarity.	We	are	committed	to	giving	creators	both	input	into,	and	room	to	prepare	for,	any	update	to	the	OGL.	Also,	theres	a	ton	of	stuff	that	isnt	going	to	be	affected	by	an	OGL	update.	So	today,	right	now,	well	lay	out	all	the	areas	that	this	conversation	wont	touch.Any	changes	to	the	OGL	will	have	no	impact
on	at	least	these	creative	efforts:-	Your	video	content.	Whether	you	are	a	commentator,	streamer,	podcaster,	liveplay	cast	member,	or	other	video	creator	on	platforms	like	YouTube	and	Twitch	and	TikTok,	you	have	always	been	covered	by	the	Wizards	Fan	Content	Policy.	The	OGL	doesnt	(and	wont)	touch	any	of	this.-	Your	accessories	for	your	owned
content.	No	changes	to	the	OGL	will	affect	your	ability	to	sell	minis,	novels,	apparel,	dice,	and	other	items	related	to	your	creations,	characters,	and	worlds.-	Non-published	works,	for	instance	contracted	services.	You	use	the	OGL	if	you	want	to	publish	your	works	that	reference	fifth	edition	content	through	the	SRD.	That	means	commissioned	work,
paid	DM	services,	consulting,	and	so	on	arent	affected	by	the	OGL.-	VTT	content.	Any	updates	to	the	OGL	will	still	allow	any	creator	to	publish	content	on	VTTs	and	will	still	allow	VTT	publishers	to	use	OGL	content	on	their	platform.-	DMs	Guild	content.	The	content	you	release	on	DMs	Guild	is	published	under	a	Community	Content	Agreement	with
Dungeon	Masters	Guild.	This	is	not	changing.-	Your	OGL	1.0a	content.	Nothing	will	impact	any	content	you	have	published	under	OGL	1.0a.	That	will	always	be	licensed	under	OGL	1.0a.-	Your	revenue.	There	will	be	no	royalty	or	financial	reporting	requirements.-	Your	ownership	of	your	content.	You	will	continue	to	own	your	content	with	no	license-
back	requirements.Thats	all	from	me	for	now.	You	will	hear	again	from	us	on	or	before	Friday	as	described	above,	and	we	look	forward	to	the	conversation.Kyle	BrinkExecutive	Producer,	Dungeons	&	Dragons	Sign	in	to	edit	An	attempt	to	gather	all	card	game	information	in	one	place.	CCG's,	TCG's	and	all	other	card	games	produced.Describe	your
topic[]Write	a	description	about	your	topic.	Let	your	readers	know	what	your	topic	is	about	and	add	some	general	information	about	it.	With	528	images	on	our	database,	there	is	no	shortage	of	cover	art,	fan-art,	or	pictures	of	your	favorite	game.	This	image	has	been	randomly	selected	from	our	database.	Each	time	you	visit	our	site,	you	should	see	a
new	image	here.	For	more	information	about	it,	click	directly	on	the	image.	The	resulting	page	will	detail	when	it	was	uploaded,	by	whom,	and	often	overview	which	articles	use	that	particular	image.Please	visit	our	character,	cover	art	and	fan	art	galleries	and	feel	free	to	upload	as	many	images	as	you	like.	We	have	categorized	our	images	into
several	groups,	for	easier	future	reference.	Have	fun!	Refresh	Read	more...	Created:	July	9,	2011Content:1,287	articles14	characters2	Comic	issues40	Creators8	Publishers56	Collectible	card	games528	files	uploaded2,700	total	pages6,603	all-time	editsActivity:	At	Wizards	of	the	Coast	everything	starts	with	great	stories,	fantastic	art	and	innovative
game	play.	Our	players	and	fans	are	members	of	a	global	community	bound	together	by	their	love	of	both	digital	gaming	and	in-person	play.	From	Magic:	The	Gathering,	the	first	and	most	widely	played	Trading	Card	Game	(TCG),	to	Dungeons	&	Dragons,	the	roleplaying	game	that	started	an	entire	new	category	and	culture,	each	of	our	brands
delivers	a	unique	entertainment	value	to	our	fan	communities	including	novels,	animated	TV	series,	movies,	video	games,	board	games,	apparel	and	much	more.	Wizards	of	the	Coast	is	a	subsidiary	of	Hasbro,	Inc.	For	more	information	about	the	company,	please	visit	us	at	www.wizards.com.	149,152	followers	2w	Edited	Show	your	Pride	with	exclusive
Pride-themed	merch	from	Hasbro	and	Wizards	of	the	Coast!	Were	celebrating	#PrideMonth	with	meaningful	initiatives,	partnerships,	and	exclusive	products.	Weve	got:	Limited-edition	Hasbro	Pride	t-shirts,	featuring	some	of	your	favorite	Hasbro	brands	For	every	t-shirt	sold,	well	donate	$10	to	Youth	Pride	Inc.,	which	is	dedicated	to	meeting	the
needs	of	LGBTQIA2s+	youth	24	and	under	in	Rhode	Island.	Available	on	HasbroPulse.com	until	7/31:	Exclusive	MAGIC:	THE	GATHERING	and	DUNGEONS	&	DRAGONS	merchandise,	including	Pride-themed	shirts	and	playmats.	We'll	be	donating	a	portion	of	the	product	price	from	our	merch	sales	to	a	local,	Seattle-based	LGBTQ	organization	to	be
announced	at	the	start	of	the	sale.	Featuring	beautiful	gold	dragons	and	beloved	characters	like	Niko	holding	the	Chromatic	Lantern	Available	on	the	MTG	Pro	Shop:	Read	more	about	how	we're	showing	up	for	our	global	LGBTQ+	community	here:	Our	Pride	Month	events	reinforce	a	year-round	commitment	to	creating	safe,	respectful	work	and	play
communitieswhere	everyone	belongs	and	greatness	grows.	Happy	Pride	Month!	#Pride	#WoTCStaff	#TeamHasbro	#DnD	#MTG	#HasbroGames	#Gaming	#Candyland	#MLP	#Monopoly	149,152	followers	2w	Get	to	know	John	Hight	(President,	Wizards	of	the	Coast	&	Digital	Gaming)!	405,471	followers	2w	Edited	FIRST	PERSON:	John	Hight,
President	of	Hasbro's	Wizards	of	the	Coast	and	Digital	Gaming	We	want	to	make	games	that	you	want	to	play	and	remember	fondly.	We	will	take	the	extra	care,	the	attention	to	detail,	to	win	your	smile.	Click	below	for	more	from	John,	including	career	learnings,	magic	moments,	and	his	goal	to	establish	Wizards	as	a	must-play	publisher	of	digital
games.	Wizards	of	the	Coast	reposted	this	405,471	followers	3w	Celebrating	Pride	Month	at	HasbroAt	Hasbro	and	Wizards	of	the	Coast,	were	proud	of	our	work	creating	joy	through	playand	we	owe	so	much	of	our	success	to	our	global	LGBTQ+	community	of	fans,	partners	and	team	members.	Thats	why	were	celebrating	Pride	Month	with	meaningful
initiatives,	partnerships,	and	exclusive	products.	The	highlights:	Exclusive	Pride	merch	from	Hasbro	and	Wizards	brands	with	proceeds	supporting	LGBTQ+	communities	across	the	U.S.	--	more	details	to	come	Sirius	Dice	Progress	Pride	Dice	Set	benefiting	LGBTQ+	youth	in	crisis	Magic	Presents:	Pride	at	participating	Wizards	Play	Network	stores
around	the	world	Plus	more	joyful	gatherings	and	celebrations	for	our	team	members	and	fans	alike	Were	inspired	by	the	vibrant	voices	within	our	community	and	committed	to	creating	spaces	where	everyone	belongs	year-round.	Stay	tuned	for	more	details,	including	how	you	can	snag	some	of	our	awesome	Pride	merch!	Happy	Pride!	#PrideMonth
#HasbroPride	#LGBTQ	#Inclusion	#Belonging	149,152	followers	3w	WIZARDS	X	GIANT	SKULL	Exclusive	publishing	agreement	on	an	all-new	D&D	game	for	PC	and	console!Worldbuilding	and	storytelling	is	in	our	DNA,	and	this	collaboration	reflects	our	evolution	and	commitment	to	our	Playing	to	Win	Strategy,	building	a	stronger	presence	in
digital	play.	We	look	forward	to	revealing	more	about	this	brand-new	DUNGEONS	&	DRAGONS	game	in	the	future."	-	John	Hight,	President	of	Wizards	of	the	Coast	and	Digital	Gaming	at	HasbroWere	stoked	to	partner	with	industry	pioneer	Stig	Asmussen	and	the	talented	team	at	Giant	Skull	to	develop	this	all-new,	single-player	action-adventure	title
the	latest	in	Wizards	growing	lineup	of	games,	which	includes	both	original	titles	and	those	based	on	popular	brands.	Watch	this	space!Read	the	full	announcement	here:	#VideoGames	#DnD	#PlayingToWin	Last	week,	I	wrote	that	Dungeons	&	Dragons'	OGL	wasn't	worth	fighting	for.	While	I	stand	by	the	concerns	I	have	about	Wizards	of	the	Coast's
stranglehold	on	the	market,	and	my	apprehensive	feelings	about	the	overall	effect	of	the	OGL,	there's	clearly	one	thing	I	didn't	anticipate:	that	just	a	few	days	later,	WOTC	would	completely	and	utterly	fold	on	the	issue.	I	predicted	a	protracted	and	probably	unwinnable	fight	between	the	company	and	its	customersinstead,	WOTC	has	apologised,
backed	away	completely	from	the	OGL,	and	even	released	the	latest	version	of	the	D&D	5e	rules	under	a	Creative	Commons	license.It's	one	of	the	most	dramatic	U-turns	in	corporate	history,	and	a	complete	and	total	victory	for	those	who	vehemently	opposed	the	proposed	OGL	changeswhich	was,	as	it	turns	out,	the	entire	D&D	community.	But	where
does	it	actually	leave	us?The	Dungeons	&	Dragons	OGL	story	in	briefFor	over	20	years,	the	Open	Gaming	License	has	allowed	other	companies	to	make	D&D-based	products	freely.Wizards	of	the	Coast	tried	to	introduce	a	new	OGL	that	gave	them	royalties	and	greater	control,	and	revoke	the	old	one.The	community	reaction	was	so	universally
negative	that	WOTC	ended	up	having	to	completely	abandon	the	idea.WOTC	is	leaving	the	original	OGL	in	place	and	also	releasing	the	latest	version	of	the	D&D	5e	rules	under	a	Creative	Commons	license.(Image	credit:	Wizards	of	the	Coast)What's	WOTC's	next	move?When	WOTC	made	its	advance	on	the	OGL,	it	had	a	specific	goal	in	mindtaking
greater	control	over	the	huge	third-party	D&D	marketbut	it	was	also	showing	its	hand	in	a	wider	sense.	It's	absolutely	fine	to	enjoy	a	victory	well	won,	but	this	will	not	be	the	last	time	it	tries	some	bullshit.	As	long	as	players	and	publishers	are	tied	to	D&D,	they're	vulnerable	to	WOTC's	decision-makingand	we've	now	seen	a	clear	sign	that	that
decision-making	can	have	some	pretty	repugnant	thinking	behind	it.Related	Articles	WOTC,	and	perhaps	more	importantly	its	parent	company	Hasbro,	seem	to	be	probing	at	ways	to	dramatically	increase	the	game's	already	significant	profitability.	This	latest	attempt	at	overreach	is	likely	only	the	beginningthe	battle	has	been	won,	but	I	suspect
there's	a	war	ahead.Currently	in	development	is	One	D&Da	new	version	of	the	game	that	pushes	aside	the	convention	of	'editions'	in	favour	of	something	that	seems	more	inspired	by	live	service	videogames.	"One	D&D	will	take	what	we	love	from	fifth	edition	and	create	an	experience	that	is	not	only	backwards	compatible	with	the	adventures	and
supplements	you	enjoy	today	but	that	will	evolve	the	game	for	years	to	come,"	says	the	official	pitch,	while	emphasising	the	role	of	both	D&D	Beyond	(a	subscription-based	site	that	automates	many	elements	of	play)	and	a	new,	so	far	unnamed	virtual	tabletop.(Image	credit:	Wizards	of	the	Coast)This	version	of	the	game	was	announced	in	August	last
year,	and	it	can	be	presumed	it's	been	in	development	for	some	time	before	that.	Which	means	it	has	been	created	alongside	the	now-abandoned	OGL	plans.	I	think	it	would	be	wise	to	be	cautious	about	what	kind	of	future	One	D&D	may	representit's	not	exactly	a	leap	to	assume	it's	part	of	the	same	philosophy	of	finding	new	ways	to	push	the
monetisation	and	market	share	of	the	game.An	obvious	move	would	be	to	find	ways	to	get	more	profit	out	of	D&D	Beyond.	The	service	already	offers	a	premium	subscription	and	the	equivalent	of	microtransactions	to	access	book	content,	but	rumours	have	been	swirling	about	a	major	increase	in	the	subscription	cost,	and	a	plan	to	increase	its	reach
by	integrating	AI	DMs.	Whether	that's	true	or	not,	it's	not	hard	to	imagine	WOTC	seeing	the	near-ubiquity	of	the	service	in	modern	D&D	as	an	opportunity	to	be	exploited	more	thoroughly.Keep	up	to	date	with	the	most	important	stories	and	the	best	deals,	as	picked	by	the	PC	Gamer	team.(Image	credit:	Wizards	of	the	Coast)The	new	virtual	tabletop
will	offer	similar	possibilities	if	WOTC	can	secure	its	position	in	the	market.	That's	where	things	could	get	uglysuddenly,	it	will	be	in	the	company's	interests	to	push	against	popular	third-party	VTTs	like	Roll20,	Foundry	and	Owlbear	Rodeo.	I	suspect	that	process	has	already	begunthe	originally	proposed	changes	to	the	OGL	explicitly	mentioned	VTTs
as	being	subject	to	the	new	restrictions,	a	clause	that	could	have	been	used	to	severely	hamper	the	competition.	That's	off	the	table	now,	but	WOTC	still	has	plenty	of	unsavoury	options	it	could	pursueit	would	be	a	huge	blow	to	Roll20,	for	example,	if	WOTC	withdrew	its	products	from	the	platform's	marketplace.Of	course,	I	can	only	speculate	at	this
stageand	maybe	my	speculation	is	cynical.	But	I	do	think	that	at	the	very	least,	the	trust	WOTC	burned	in	the	last	few	weeks	between	it	and	its	community	should	not	be	easily	restored.	Make	them	work	to	win	you	back	over.	The	OGL	drama	is	the	game's	biggest	PR	disaster	ever,	and	that	will	have	shaken	even	a	Hasbro	executive's	confidence,	but	if



the	players	forgive	too	easily	and	too	quickly,	that	will	embolden	WOTC	to	try	something	else.(Image	credit:	Wizards	of	the	Coast)The	future	of	the	hobbyCertainly,	the	third-party	publishers	shaken	by	the	whole	affair	seem	to	be	maintaining	the	new	distance	between	them	and	WOTC.	Plans	made	on	the	assumption	that	the	new	OGL	would	be	forced
through	aren't	being	abandoned	now	that	the	drama's	overthe	new	push	for	greater	independence	seems	to	have	as	much	momentum	as	ever.	From	Cubicle	7	(publisher	of	the	official	Warhammer	RPGs	as	well	as	D&D	content)	continuing	with	plans	to	create	its	own	new	D&D-compatible	system	for	its	books,	to	major	third-party	D&D	publisher
Kobold	Press	declaring	"No	white	flag!"	over	its	plans	to	similarly	create	its	own	new	game,	to	Pathfinder	creator	Paizo	remaining	bullish	about	its	rival	license	and	huge	alliance	of	other	RPG	companies,	there's	a	sea	change	here	that	won't	be	undone	by	any	corporate	apology.	And	it	seems	to	be	backed	up	by	players,	who	are	reportedly	flocking	to
new	gamesso	much	so	that	Chaosium,	creators	of	Call	of	Cthulhu,	claims	it's	been	cleared	out	of	stock.(Image	credit:	Chaosium)Does	that	mean	we're	on	the	cusp	of	D&D's	near-monopoly	on	the	market	being	broken?	Well,	no,	and	I	still	have	the	same	concerns	that,	for	all	the	benefits	the	original	OGL	carries,	its	continued	existence	plays	a	huge	part
in	maintaining	D&D's	overwhelming	dominance.	This	U-turn	from	WOTC	is	a	victory	for	many,	but	it	does	ensure	to	some	degree	the	continuation	of	a	status	quo	that	stifles	independence	and	creativity	in	the	wider	tabletop	space.But	even	if	D&D's	grip	is	still	strong,	it	has	at	least	been	loosened	a	little,	for	the	first	time	since	fourth	edition.	The
invulnerable	dragon	has	been	poked	in	the	eye	and	lost	some	treasures	from	its	hoard,	and	the	fringes	on	which	other	TTRPG	creators	exist	have	widened	a	little.	If	we	know	anything	about	that	lot,	it's	that	they	can	achieve	amazing	things	with	only	a	tiny	bit	of	wiggle	room.	WOTC's	grand	screw-up	will	go	down	in	tabletop	historyand,	even	after	the
dramatic	reversal,	it	looks	like	it's	still	planted	the	seed	of	a	more	diverse	and	interesting	future	for	the	hobby.	Share	copy	and	redistribute	the	material	in	any	medium	or	format	for	any	purpose,	even	commercially.	Adapt	remix,	transform,	and	build	upon	the	material	for	any	purpose,	even	commercially.	The	licensor	cannot	revoke	these	freedoms	as
long	as	you	follow	the	license	terms.	Attribution	You	must	give	appropriate	credit	,	provide	a	link	to	the	license,	and	indicate	if	changes	were	made	.	You	may	do	so	in	any	reasonable	manner,	but	not	in	any	way	that	suggests	the	licensor	endorses	you	or	your	use.	ShareAlike	If	you	remix,	transform,	or	build	upon	the	material,	you	must	distribute	your
contributions	under	the	same	license	as	the	original.	No	additional	restrictions	You	may	not	apply	legal	terms	or	technological	measures	that	legally	restrict	others	from	doing	anything	the	license	permits.	You	do	not	have	to	comply	with	the	license	for	elements	of	the	material	in	the	public	domain	or	where	your	use	is	permitted	by	an	applicable
exception	or	limitation	.	No	warranties	are	given.	The	license	may	not	give	you	all	of	the	permissions	necessary	for	your	intended	use.	For	example,	other	rights	such	as	publicity,	privacy,	or	moral	rights	may	limit	how	you	use	the	material.	Image	via	Critical	Role	Critical	Roll	rolls	their	dice	into	the	D&D	OGL	debate.	|	Published:	Jan	13,	2023	06:14	pm
It	has	been	a	rocky	few	weeks	forDungeons	and	Dragonsand	its	publisher,	Wizards	of	the	Coast.	After	the	firm	announced	that	it	would	be	replacing	its	Open	Gaming	License	(OGL)	with	a	new	and	much	more	restrictive	version	called	OGL	1.1,	fans	have	been	angrily	demanding	that	the	company	reverse	course.	Many	have	been	waiting	for	the
popular	streamCritical	Roleto	weigh	in,	as	the	stream	is	often	seen	as	the	public	face	of	the	modernDungeons	and	Dragons	scene.	Today,	Wizards	of	the	Coast	posted	an	update	that	announced	that	the	planned	changes	to	the	OGL	would	be	pushed	back	and	the	company	would	be	revising	its	plans,	one	that	quickly	went	viral	for	featuring	the
statement:	Second,	youre	going	to	hear	people	say	that	they	won,	and	we	lost	because	making	your	voices	heard	forced	us	to	change	our	plans.	Those	people	will	only	be	half	right.	They	wonand	so	did	we.	Soon	after	this,Critical	Roleposted	a	statement	on	its	Twitter	account	in	the	form	of	a	simple	image.	This	statement	reads:	This	statement	reads:
Critical	Role	has	always	supported	creators	and	game	development	in	the	tabletop	space.	We	stand	by	our	industry	peers,	as	well	as	anyone	who	takes	a	risk	creating	a	new	system	or	developing	an	original	idea.	The	beauty	of	gaming	comes	from	the	opportunity	to	share	inclusive,	diverse,	and	compelling	stories	from	a	wide	spectrum	of	creators.
Thats	exactly	why	we	launched	our	own	game	publishing	company	a	few	years	ago	because	we	believe	that	broadening	the	field	of	creators	boosts	the	entire	industry.	The	success	we	have	experienced	is	thanks	to	the	passion	and	interest	of	the	greater	tabletop	community	and	we	commit	to	fostering	an	environment	that	allows	everyone	the
opportunity	to	easily	share	the	stories	they	wish	to	tell.	Critical	Role	However,	early	responses	to	the	tweet	are	mixed,	with	many	fans	arguing	that	this	statement	says	little	to	nothing,	with	several	Twitter	users	describing	it	as	intentionally	vague.	Guys,	sorry,	i	love	you,	but	this	is	literally	nothing	If	you	can't	really	say	anything	because	you	don't
want	to	or	can't,	then	sometimes	it's	better	to	remain	silent	than	to	make	empty	statements	just	for	show.	Kashkadavr	(	neverending	BG3	brainrot	)	(@kashkadavr)	January	13,	2023	I	suppose,	to	me	the	statement	reads	as	one	that	is	intentionally	vauge	as	an	attempt	to	please	both	sides,	in	that	regard	not	making	a	statement	may	have	been	the	better
option,	as	many	people	are	gonna	see	it	as	a	useless	or	even	hostile	statement	without	clear	stances	Lin~	(Legitimate	professional	comic	author)	(@LinSquiggly)	January	13,	2023	Others	note	that,	due	to	Critical	Roles	ties	with	Wizards	of	the	Coast,	the	group	is	likely	limited	in	what	they	can	say,	with	some	praising	the	group	for	even	risking	making	a
statement.	We	get	it.	Legal	stuff	is	keeping	your	hands	tied,	but	you're	saying	what	you	can	without	endangering	your	employees.We	hear	you.	We	see	where	your	heart	stands,	and	it	means	a	lot.Thank	you	for	this.	Mama	Newt	|	Customer	Art	Spots	(@LuckyNewtGames)	January	13,	2023	The	changes	to	the	OGL	and	the	fan	fallout	from	it	are	a
quickly	developing	story,	so	this	will	likely	have	several	more	twists	and	turns	over	the	coming	weeks	as	Wizards	of	the	Coast	and	the	various	firms	that	work	in	and	alongside	D&D	decide	their	next	moves.	We	Got	This	Covered	is	supported	by	our	audience.	When	you	purchase	through	links	on	our	site,	we	may	earn	a	small	affiliate	commission.Learn
more	about	our	Affiliate	Policy	The	best	Dungeons	&	Dragons	adventures	Ive	ever	had	whether	as	the	Dungeon	Master	guiding	the	story	or	as	a	player	experiencing	it	have	been	original	homebrew	creations	not	published	by	Wizards	of	the	Coast.	Sure,	they	might	adapt	locations	and	storylines	from	official	materials	and	use	the	games	core	systems,
but	its	wholly	original	content.	In	some	cases,	the	creative	process	is	akin	to	writing	a	novel	or	video	game,	and	some	of	the	best	content	creators	make	a	living	producing	and	reselling	remixes	of	existing	storylines	or	entire	unique	adventures.	But	now,	Wizards	of	the	Coast	and	parent	company	Hasbro	is	poised	to	put	major	restrictions	on	this	type	of
content	and	the	community	is	not	happy	about	it.[Wizards	of	the	Coast]	has	shown	that	they	are	the	dragon	on	top	of	the	hoard,	willing	to	burn	the	thriving	village	if	only	to	get	a	few	more	gold	pieces,	an	impassioned	open	letter	published	January	8	reads.	Its	time	for	us	to	band	together	as	adventurers	to	defend	our	village	from	the	terrible	wyrm.So
how	did	Wizards	of	the	Coast	go	from	beloved	publisher	to	the	villain	of	the	D&D	community?	Lets	dive	in.UPDATE	(11	a.m.	Eastern,	1/13/23):	After	a	week	of	growing	tensions,	petitions,	and	boycotts	over	the	leaked	contents	the	Open	Game	License	(OGL)	1.1	that	establishes	the	guidelines	for	creating	third-party	content	based	on	Dungeons	&
Dragons,	publisher	Wizards	of	the	Coast	issued	a	statement	via	D&D	Beyond	clarifying	the	companys	intent.	In	short,	the	statement	promises	to	course-correct	away	from	some	of	the	OGL	1.1	drafts	most	controversial	facets.	All	pre-existing	content	will	remain	covered	under	the	terms	of	the	original	OGL,	content	creators	will	retain	ownership	over
their	own	materials,	and	royalty	structures	have	been	removed.	The	original	article	continues	below:	What	Happened	Back	in	August	2022,	Wizards	of	the	Coast	revealed	ambitious	plans	for	One	D&D,	a	major	backward-compatible	update	to	the	existing	5th	edition	that	incorporates	new	digital	resources.	The	wider	D&D	community	eventually
vocalized	concerns	about	how	it	might	impact	the	creation	of	third-party	materials	and	content.	The	existing	Open	Game	License	(OGL)	is	a	public	copyright	license	that,	with	some	reasonable	restrictions,	allows	anyone	to	publish	and	sell	royalty-free	D&D	materials.	This	open	approach	to	game	design	has	played	a	significant	role	in	the	games
growing	popularity	in	recent	years.	But	how	might	that	change	in	the	new	era	of	D&D?By	December	2022,	Wizards	confirmed	that	the	OGL	version	1.1	was	in	development,	and	io9	reported	the	controversial	details	of	a	leaked	version	of	the	document	on	January	5.	The	document,	which	is	allegedly	ten	times	as	long	as	the	previous	OGL,	de-authorizes
the	original	and	puts	far	more	restrictions	on	the	monetization	of	third-party	content	while	stifling	a	thriving	creative	community.On	January	8,	a	group	of	third-party	publishers	led	by	Mike	Holik	of	Mage	Hand	Press	revealed	the	#OpenDND	internet	campaign	which	includes	an	open	letter	and	petition	that	stands	directly	opposed	to	the	OGL	1.1.	It
chokes	the	vibrant	community	that	has	flourished	under	the	original	license,	the	open	letter	reads.	No	matter	the	creator,	it	locks	everyone	into	a	new	contract	that	restricts	their	work,	makes	it	mandatory	to	report	their	projects	and	revenues	to	Wizards	of	the	Coast,	and	gives	WotC	the	legal	right	to	reproduce	and	resell	creators	content	without
permission	or	compensation.#OpenDND	hopes	to	preserve	the	tabletop	gaming	communitys	open	approach	to	creativity.OGL	1.1s	biggest	issues	For	starters,	because	it	de-authorizes	the	previous	OGL,	the	OGL	1.1	attempts	to	retroactively	destroy	or	legally	jeopardize	work	done	under	previous	editions,	says	Sea	of	Cinders	creator	Houndsong	games
on	Twitter.A	number	of	beloved	tabletop	games	like	Pathfinder	1E	and	2E,	13th	Age,	Fudge,	and	Traveller	which	use	D&D	as	their	backbone	will	either	have	to	stop	publishing	new	content	altogether	or	pay	25	percent	of	all	revenue	to	Wizards.	And,	it	sounds	like	selling	previously	published	content	also	wont	be	possible	under	the	terms	of	the	OGL
1.1.For	the	largest	content	creators	in	the	industry,	Wizards	will	institute	a	25	percent	tax	on	all	sales	above	$750,000.This	is	anti-competitive,	monopolistic	behavior	designed	to	crush	small	businesses	that	collectively	employ	hundreds	of	designers,	writers,	and	artists,	the	#OpenDND	letter	says	regarding	this	specific	facet.	Under	this	tax,	it
becomes	impossible	for	creators	to	put	books	on	game	stores	shelves	or	run	Kickstarters	for	large	audiences.	Even	though	this	only	affects	some	companies	in	the	space,	those	targeted	are	still	tiny	compared	to	Wizards	of	the	Coast,	which	made	$1.3	billion	in	2021.	A	blue	dragon	curls	up	with	its	horde	of	gold.ShutterstockThe	new	OGL	also	says	that
Wizards	can	modify	or	terminate	this	agreement	for	any	reason	whatsoever,	provided	We	give	thirty	(30)	days	notice.	So	Wizards	can	essentially	get	any	content	published	under	this	license	removed	from	the	internet	within	a	month	under	the	legal	threat	of	copyright	infringement.Anyone	who	uses	a	crowdfunding	site	must	pay	a	25	percent	royalty
on	Qualifying	Revenue	but	Wizards	has	a	preferred	relationship	with	Kickstarter,	which	only	incurs	a	20	percent	royalty	fee.	Director	of	Games	at	Kickstarter	Jon	Ritter	clarified	on	Twitter	that	Wizards	approached	him	about	the	changes	and	he	thought	it	best	to	advocate	for	creators	to	get	the	discount.	But	theres	also	the	obvious	truth	that	this
means	Kickstarter	will	in	turn	receive	more	revenue.	The	vast	majority	of	these	content	creators	will	use	Kickstarter	simply	because	it	is	the	cheaper	option.Among	the	most	controversial	changes	in	OGL	1.1,	however,	is	the	requirement	that,	regardless	of	how	much	revenue	the	creator	earns,	they	have	to	register	their	content	with	Wizards	of	the
Coast	and	provide	the	company	with	a	copy.	It	also	grants	Wizards	a	sweeping	nonexclusive,	perpetual,	irrevocable,	worldwide,	sub-licensable,	royalty-free	license	to	use	that	content	for	any	purpose.	In	other	words,	if	a	person	writes	a	really	cool	adventure	under	this	license	and	makes	$26	off	of	a	few	people	buying	it,	but	then	it	catches	the	eye	of	a
game	designer	at	Wizards,	the	company	could	technically	use	that	content	however	it	wants	without	paying	the	creator.A	wizard	summons	a	giant	sea	creature.ShutterstockThe	bigger	picture	When	we	zoom	out	to	reflect	on	the	bigger	picture,	the	trend	here	is	readily	apparent:	Wizards	of	the	Coast	seems	well	aware	of	what	has	driven	the	success	of
Dungeons	&	Dragons	in	recent	years,	and	its	looking	to	consolidate	or	replace	various	third-party	resources	under	one	corporate	umbrella.	As	the	#OpenDND	letter	puts	it,	The	OGL	has	done	more	to	foster	creativity	and	innovation	in	the	tabletop	gaming	ecosystem	than	any	other	element.	Thats	true,	and	the	OGL	1.1	would	functionally	give	Wizards
more	control	over	the	content,	its	distribution,	and	the	money	generated.	Platforms	like	D&D	Beyond	allow	players	to	organize	resources,	including	entire	sourcebooks	and	character	sheets.	A	core	tenet	of	Wizards	new	One	D&D	initiative	involves	incorporating	D&D	Beyond	more	effectively	following	an	April	2022	acquisition.Particularly	in	the	last
three	years,	digital	tabletop	resources	like	Roll20	have	been	vital	to	keeping	the	adventures	going,	simulating	a	game	table	in	an	interactive	digital	space.	But	resources	like	these	potentially	cannot	operate	using	D&D	under	OGL	1.1,	depending	on	what	the	final	language	looks	like.	While	it	remains	to	be	seen	exactly	what	the	updated	terms	might
mean	for	different	platforms,	this	could	be	a	major	blow	that	directly	impacts	my	own	table	thats	been	playing	weekly	via	Roll20	for	six	years.Heres	the	crucial	moment	on	Roll20	when	one	of	my	characters,	Chainer,	was	knocked	out	by	a	rifleman.Roll20We	have	a	long-standing	custom	agreement	with	Wizards	of	the	Coast,	a	representative	from
Roll20	tells	Inverse.	We	will	continue	to	sell	officially-licensed	Dungeons	&	Dragons	adventures	and	expect	to	continue	offering	third-party	OGL	content	on	Roll20	plus	support	hundreds	of	other	systems	and	creators	who	choose	to	make	custom	rulesets.While	that	may	be	the	case,	the	One	D&D	initiative	also	includes	an	in-development	fully
immersive	3D	playspace	with	a	suite	of	creative	tools	and	D&D	Beyond	integration.	Ill	gladly	try	it	out,	and	if	my	table	prefers	it,	we	might	migrate.	But	that	doesnt	negate	the	fact	that	the	OGL	1.1	potentially	threatens	how	many	D&D	fans	have	experienced	the	game	for	years	now.	And,	if	I	ever	want	to	formally	publish	anything	set	in	my	campaign
setting	called	the	Realm	of	the	Dreamweaver,	Ill	have	to	be	very	careful	about	where	and	how	I	publish	it	lest	Wizards	of	the	Coast	take	more	of	my	gold.Based	on	OGL	1.1,	the	One	D&D	era	is	starting	to	feel	more	about	control,	money,	and	the	control	of	money.	This	article	was	originally	published	on	Jan.	9,	2023	Skip	to	main	content	Reddit	and	its
partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better	experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit
may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.	
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