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THE ART OF NAMING

Welcome to Naming the World. In this mini guide, we’ll explore how the names you choose can give shape and soul to your fantasy world, from individuals and places to gods, artefacts, and whispered legends.

Names aren’t just labels. They set the tone, signal the genre, and carry the weight of culture, history, and belief. The right name can suggest an entire worldview in a single word, whether it’s carved into an ancient tablet or shouted across a battlefield.

Each chapter will focus on a different aspect of naming: from the evolution of place names over centuries to the subtle meaning behind personal names, the influence of cultural traditions, and the language of magic and myth. You’ll find examples, practical tips, and ideas to help you build naming systems that feel consistent, thoughtful, and natural.

This isn’t a list of pre-made names or a step-by-step conlang guide. Instead, it’s a creative foundation, designed to help you develop your own naming patterns, draw meaning from the world you’re building, and find names that do more than just sound good.

Let’s begin our journey into naming; a small detail that can leave a lasting impression on every visitor who steps into your world.


THE POWER OF A NAME

TONE, GENRE, AND FIRST IMPRESSIONS

Before your reader knows who a character is, where a place sits on the map, or how a kingdom rose to power, they’re likely to encounter a name. And that name is already telling them something.

Names are often the first signal your world sends to your audience. They hint at the tone of your story, whisper its genre, and set expectations before a single line of dialogue or description lands on the page. Whether you’re naming a person, a town, or a god, that name is already doing some heavy lifting.

SIGNALLING GENRE FROM THE START

Your names are part of your genre shorthand. Think about the kinds of names you'd expect in different fantasy subgenres:


	
Epic fantasy might offer us Ethshea, Boarroth Moor, or Sulraven Peaks



	
Cosy fantasy might take us to Littlewindle, Haywine Wood, or The Frog and Fiddle Inn



	
Dark fantasy gives us Black Ruins, Tihos Lockhart, or Sorrowbrook Halls



	
Fairytale-inspired fantasy might lean into lyrical names like Wintershire, Maidenhill Glade, or The Moon and Tor Guild





Even before we know what these names refer to, we already have a sense of what kind of world we're stepping into. It matches the genre and the tone of your story, building trust, and saying to your readers; “you’re in the right place.”

SETTING THE TONE WITH SOUND AND SHAPE

Some names sound heavy. Others sound whimsical. Some feel elegant or brutal or haunting. Tone doesn’t just come from meaning, it comes from the way a name feels in your mouth.

Compare these examples:


	
Graguldir vs. Tilbo



	
Bonedark Priory vs. Duckhold Crossing



	
Castor Cornelius vs. Rinpy Stardoe





The spelling, rhythm, and choice of consonants all change the emotional feel. Harsh sounds like kr, gr, sk, and dr tend to feel aggressive or gritty. Soft endings, internal rhymes, and diminutives (like –ie or –kin) feel gentler and more playful.

Even a completely invented name with no real-world meaning can suggest tone through its sound alone.

MANAGING READER EXPECTATIONS

The names you choose plant expectations in the reader’s mind, and you can use this to your advantage.

If you introduce Grimdorn Foxcutter as a terrifying villain, the name backs it up. If that turns out to be the name of a cuddly innkeeper’s cat, that’s a deliberate misdirect. A contrast in tone used for humour, surprise, or charm.

You can either lean into the expected, or you can twist it. Just make sure you're doing it with purpose. A name that doesn’t match the tone of your world, or that feels like it wandered in from another book entirely, risks confusing your reader or pulling them out of the story, so make sure you know why you’re using it, 

INSTANT CHARACTER IMPRESSIONS

A name isn’t just a label, it’s a little personality profile. Especially with characters, the name can be a shortcut to show status, culture, or mood.


	
Saber Steelclash gives us drama, legacy, and the expectation of battle.



	
Ilula Lockbramble feels warm, likely kind, possibly the village beekeeper.



	
Hexl sounds like someone who owns a concealed knife and a bad reputation.





You can also use naming to indicate a cultural system or status structure:


	
Surnames tied to place (Elnora of Kerfa)



	
Patronymics (Maxwell son of Abe)



	
Honorifics or earned titles (The Mountain-Caller, Countess Lorena)



	
One-word monikers for lone wanderers (Songwhite, Crow, Ghost)





By choosing carefully, you're giving the reader a little spark of understanding before you've even introduced the character properly.

YOUR NAMING VOICE

You don’t need to create a full conlang or an elaborate naming system (unless you want to, of course!), but you do want your names to feel like they belong in the same world.
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