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How to Invent a New World


A Guide for Fantasy and Science Fiction Writers
by Maria de Wismar



Introduction: Why Invent Your Own Worlds?

What if there were a world where dragons influenced politics? Or a distant future where humans lived on a planet ruled by musical plants? Or an underground kingdom whose ruler draws power from darkness?

These kinds of questions mark the beginning of a journey—the beginning of a new world.

This book is all about that journey: how you, as a writer, can create your own world. Whether you’re writing your very first story or just love dreaming up fantastical realms—this guide is for anyone ready to dive into the art of worldbuilding.

Fantasy and Science Fiction: Two Sides of the Same Coin

Whether you prefer swords or spaceships, fantasy and science fiction share one core trait: the freedom to shape worlds however you like. Fantasy often revolves around magic, myths, and alternate realities. Science fiction, on the other hand, asks “What if...?”—based on technology, science, and visions of the future.

But whether you’re building a dragon-infested medieval realm or making a post-apocalyptic space station habitable, it all starts with a question: How does this world work?

Worldbuilding – with Heart and Hands

Worldbuilding isn’t dry theory. It’s play. It’s craft. It’s sometimes a little madness. It’s drawing maps, inventing holidays, pondering political systems—and asking the everyday questions too: How does someone live in this world? What do they eat? What do they believe? What do they fear?


This book won’t just show you what to consider when crafting worlds—it will show you how to actually do it. With examples, exercises, and tips from writing practice.


Because a world is at its strongest when it feels like more than just a backdrop—it should feel like a place you could visit. Or fear. Or never want to leave.

So: Are you ready to invent your own world?


Chapter 1: The Basics of Worldbuilding

Welcome to the engine room of your imagination.

Before you start waving around a map or giving your first elf a ridiculously complicated name, you need to understand what worldbuilding actually is—and what it isn’t.

Because worldbuilding is more than just scribbling mountains on a map and saying, “The good guys live here, the bad guys over there.” It’s the attempt to create a world so believable, so vivid, so internally consistent that readers can lose themselves in it—without constantly tripping over inconsistencies.


And no—you don’t need to know everything before you begin. You don’t have to write the equivalent of five biology textbooks about the mating habits of your alien megabeetles. (But hey, if you want to—go wild.)


What is Worldbuilding?

Worldbuilding is the art of inventing a fictional world in which your story takes place. That doesn’t just mean drawing a map or making up exotic names. It means creating a functioning system that feels believable to readers—and supports your story at the same time.

You could say: Worldbuilding is like set design in theater. If done well, you barely notice the effort behind it—but without it, the play falls flat.

A good worldbuilding process answers many questions—either explicitly or implicitly. These questions fall roughly into three major categories:

1. Natural Laws and Rules of Your World


	
Is there magic? If so, how does it work? What are its rules, limits, costs? (Example: In Brandon Sanderson’s books, magic is almost like physics—predictable, logical, structured. In other worlds, it’s more mysterious and fickle—like a moody god.) 


	
What are the physical laws of your world? Is there gravity, light, darkness, seasons—or do those things work differently? (Example: On a planet with multiple suns, there may be no night. What does that mean for biology, culture, or sleep cycles?) 


	
What kind of technology exists? Is the world medieval, futuristic—or a wild blend of both? (Steampunk? Biotech? Crystal energy? Flying cities, but no plumbing?) 





The rules don’t have to be scientifically precise—but they should be internally consistent. If you introduce magic, it shouldn’t behave differently in every chapter—unless you have a convincing reason.

2. Cultures, Societies, and Belief Systems


	
Who lives in your world? Humans? Aliens? Cats with diplomatic immunity? What peoples, races, species, or factions are there—and how do they differ? 


	
What belief systems exist? Gods? Spirits? Superstitions? Or total devotion to science? (Example: A culture that believes in reincarnation behaves differently than one that fears the afterlife.) 


	
What social norms and values are in place? Is power inherited or earned? Is monogamy standard? What’s the attitude toward strangers, the elderly, or children? 


	
What languages, clothes, architecture, or art forms exist? These details may seem minor—but they give your world personality and life. 


	
Are there cultural conflicts? Old alliances? Blood feuds? Lost traditions? 





Good fictional cultures don’t feel like photocopies of our world with exotic names slapped on. They follow their own logic—shaped by their own histories and structures.

3. History, Politics, and Power Structures


	
Who’s in charge—and why? Kings, presidents, AI overlords, anarchist city-states, or theocracies run by oracles? 


	
What’s the history of the world? Wars, revolutions, discoveries, pandemics? These events leave marks—on landscapes, in politics, in people’s minds. 


	
What tensions or imbalances shape the current state of things? Maybe there’s ancient oppression, an ongoing trade war, a fragile peace treaty? 
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Chapter 1: The Basics of Worldbuilding





		

Part 1: Top-down – From Big to Small





		

Part 2: Bottom-up – From Small to Big





		

Step 1: Write a short scene (max. 10 sentences)





		

Step 2: Mark every point where you need some world info for the scene to work.





		

Step 3: For each point, ask yourself:





		

Chapter 2: Geography and Natural Laws





		

Step 1: Choose a special geographic location.





		

Step 2: Answer the following questions:





		

Step 3 (optional): Add a magical rule.





		

Step 1: Imagine a fictional world with four very different regions:





		

Step 2: For each region, describe:





		

Step 3: Now think about the connections:





		

Step 1: Choose one of the following (or make up your own):





		

Step 2: Answer the following questions:





		

Chapter 3: Society and Culture





		

Step 2: Sketch their daily routine in bullet points:





		

Step 3: Include at least three cultural elements in their day:





		

Chapter 4: History and Timekeeping





		

Chapter 5: Magic and Technology





		

Step 1: Choose one of these prompts:





		

Step 2: Answer these questions:





		

Chapter 7: Characters and Culture Clash





		

Step 1: Choose a cultural custom in your world.





		

Chapter 8: Worldbuilding as Story Engine





		

Step 1: Choose a unique feature of your world.





		

Step 2: Build a story seed from it:





		

The End













