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introduction

• The brief I was given was to talk about 
names and (computer) games
– I’ve no idea if that’s what you were 
expecting, but it’s what you’re getTing

• I’ve been involved in the games industry 
since before there was a games industry

• Names are important
– For developers
– For games
– For characters, lands, spells etc. in games



developers

• Game developers need a name for their 
company or studio

• This is the brand they will put on aLl
their games
– it’s crucial they get it right

• However, These are getting longer and 
WEIRDER (or both) over time

• Longer because they put “games” 
or”entertainment” or “studios” at the end

• Weirder because developers are weirder



examples

• Ukie lists 2,241 uk games companies
• The last 10 start-ups it records are:

– Panda cat games

– Republic games

– Serious point games

– Kindred spirit games

– Game source entertainment

– Parable studios

– Inferno studios

– Dubious design

– Tilki ai

– Dead genetic



method

• There is method to this madneSs
• Your New company needs a web presence
• You’ll have to acquire the domain name 
before you set up the company
– Otherwise, it’s cuRrent owners will have 
you over a barRel

• Buying a snappy domain name will be 
too expensive for a start-up that 
hasn’t yet started up

• So: go for something long or weird



Full and part

• Companies want names that are unique
• If someone has already thought of 
(bought) the name, well that’s not unique

• They’ll append words to make their 
name unique, but then only use the non-
unique part day-to-day
– Blizzard, rather than blizzard entertainment

• They’ll use acronyms of full titles
– My first start-up was named Multi-User 
Entertainment ltd., but was called MUSE



games

• As with book titles, Game names can’t be 
copyrighted, so you can caLl your 
game whatever you like

• But beware trademarks and pasSing-
ofF laws
– Farm farm farm farm – fine
– farmopoly – probably fine
– Farm theft auto – depends on how litigious
rockstar’s lawyers are feeling

– Farmville – you’ll be sued into the ground



Ways to name games

• From Rogers, Scott: Level Up! 2nd edition, 
wiley, 2014

• A Literal title is easy to work out
– Named after main character, sonic the hedgehog
– Named after main location, castle Wolfenstein
– named AFTER A GAMEPLAY ACTIVITY, COMMAND & 
CONQUER

• AN ACTION/cOol TITLE CAPTURES THE spirit
OF THE GAME WITHOUT MENTIONING content
– Darksiders, brutal legend, gears of war



More ways

• A punny title tries to make you 
APPRECIATE ITS CLEVERNESS
– SYSTEM SHOCK, HALF LIFE, DEAD SPACE
– NOT USUALLY INTENDED TO BE FUnNY

• A PURPLE COW TITLE IS ONE THAT MAKES 
PROSPECTIVE PLAYERS WONDER WHY IT WAS 
CALLED THAT
– Littlebigplanet, resident evil, naughty bear
– It stands out and gives off strong vibes
– Warning: These may be negative vibes



Yet more ways

• A dramatic title sounds more like that 
of a movie, referring to its theme
– The sum of all fears, the suffering of isaac, 
the last of us

– Yeah, They often start with “the”

• A referential title refers to something 
in the game that you won’t properly 
understand until you play it
– Halo, unreal, portal, spore

• Nb: logos are best with Shorter titles



colons

• Game names can be expanded using 
colons

• They can combine two types of title to 
create something unique
– Clair obscure: expedition 33

• They can extend an existing series
– Batman: Arkham Asylum/City/Origins/knight

• Modern series may not bother with a :
– God of War Ragnarök, Assassin’s creed 
shadows



In-game names

• In many games, tokens within them need 
names
– Characters, lands, spells, creatures, quests, …

• Some rpgs require hundreds of these
• The main lore characters will tend to 
have some meaning to their name

• These are not necessarily subtle
– Malfurion Stormrage in WOW

• Others … even worse
– Hemet Nesingwary (anag.) = ernest hemingway



ideas

• Junior Game designers can quickly run 
out of ideas for names

• They end up ripPing oFf pop culture 
names, passing them off as easter eggs
– Al dee the shopkEeper in tibia
– Yo gi the bear in blade and soul
– Biggs and wedge red wings in Final Fantasy

• Some really go alL in on this
– Wizard101 has a Page Jimmy in Abbey Road who 
wants his axe, a Lesser Paul



Systems

• Senior game designers will write name-
generation programs and use the output
– Different character sets, letter frequencies and 
syllable combinations for different cultures

– Stick in apostrophes for extra effect

• Lands, organisations and Creature types 
don’t usually have wacky names
– They’re often bland, but they’re rarely
played for laughs

• Quests are another matTer…



quests

• Quests have names so that cheats
can look up how to do them
– Wow has over 40,000 quests, so you can 
see why quest-designers may be desperate

• Quest names are a morass of bad
puns, references to wider culture, in-
jokes and (0ccasionally) actual description
– Are we there, yeti? – talk to the hand

– What the flux? – Stranger in a Strange Land

– Mission: Possible But Not Probable – Assassinate Creed

– You’re fired! – Library of Alexstrasza

– Junk in my trunk – Helm’s deep



spells

• Spells also need names
– In particular, they need cOol names

• This means that they often bear only a 
superficial similarity to what they do

• In the secret world, there’s a spell called 
exsanguinate
– It sucks the bloOd out of your opponent

• I can see how that works on creatures
and, at a stretch, plants and robots

• rock monsters and ghosts, though?



summary

• As you can see, there aren’t any naming 
conventions in computer games

• Tabletop rpgs tend to be far more 
thoughtful in their naming, because they’re 
going for iMmersion

• Computer RPGs should be going for 
immersion, too
– but … jEez, 40,000+ quests?!

• Companies name themselves a bit like 
they name their games … badly
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