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What is Old School Revival?: 
A gamedesign community taking in mind of open-source 

culture. 
オールドスクールリヴァイヴァルとは何か： 

オープンソース化するゲームデザイン文化 
 

Muneyuki Takahashi, Ritsumeikan University 
 
Abstract 

In this report I introduce the trend of Old School Revival (abbreviated as OSR, and 
another name the Old School Renaissance), which is flourishing as an tabletop role-
playing games, and discuss the importance of the trend in game creations. 

OSR is a general term for the movement on game design of tabletop RPGs that 
became active in North America and English speaking countries since the middle of the 
2000s. The direct impetus for OSR is that Wizards of the Coast, the publisher of 
Dungeons & Dragons 3rd and later, had released an Open Game License (OGL) that 
allows making derivative work. But now it is not just a D & D clones, but generate unique 
creators and communities that exhibit their works including new game designs. 

There are two points OSR deserves to discuss in terms of the social history of 
gamedesign. 
(1) The community design issue of how adopting the concept of open source  and 
making a strict legal statement to the interactive RPG gaming system has enlivened the 
gaming community since then. In addition to the OGL statement, Wizards of the Coast 
also offers an System Reference Document (abbreviated as SRD), libraries of rules and 
data.  
(2) OSR leaders aimed for lighter, classic, conversational, naive designs from the dawn of 
RPG, rather than elaborate game designs and game mechanics developed commercially 
after the 2000s. This is important as a sign that the fad of game design at least in the 
tabletop RPG community does not allow an idea such as single-track evolution, and is a 
cultural phenomenon comparable to large-scale development in video games and some 
game production that takes a different approach to high-definition games. 

At the end of this presentation, I will discuss in some extent to which the 
Japanese interactive RPG business has adopted the OGL-like movements and open 
source culture. In Japan, there are few examples of licenses that can be operated like 
OGL, except for the Creative Commons License for some game titles. However, in the 
case of dojinshi culture including forms that are not necessarily legal from the viewpoint 
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of copyright and works published on the Web, it is found that intellectual property 
should be shared in a manner different from open source culture in North America and 
other countries. We would also like to make a certain assessment of the institutional 
order in Japan based on the points raised in this report. 
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