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 This typographic design research is 
about	 constructed	 scripts,	 specifically	 storytell-
ing-based constructed scripts. Because the world 
of constructed scripts is a broad spectrum of type 
design that goes in many different directions, 
from political ideologies and communication en-
hancements, a term has been designed to solely 
refer to storytelling (narrative and entertainment) 
constructed scripts; cotdes. Cotdes are of great 
interest to enthusiasts of the stories they are used 
in,	proving	they	are	an	important	feature	of	fiction	
storytelling. However, they are rarely addressed 
from a design research perspective. Taking a de-
sign research approach to analyze cotdes can as-
sist in pinpointing the typographic elements that 
carry the most impact and effectively enhance 
the	 story.	 Cotdes	 is	 a	 small	 but	 significant	 de-
sign choice made in the world of storytelling. By 
implementing a script into a story, the audience 
can connect to different creatures and makes the 
world more approachable. Scripts are a way to 
create familiarity in an otherwise unknown world. 

 In this research design choices have 
been found that are recurrent in cotdes design. 
Famous existing cotdes have been analyzed to 
understand what these recurrent features are. 
Out of these recurring features a system was cre-
ated to manage the cotdes creation process. The 
parameters	that	were	identified	are	of	two	types:	
parameters for conceptualization and parameters 
for	 creation.	 Within	 the	 parameters	 of	 creation,	
a	 gamification	 aspect	 will	 be	 introduced.	 This	
gamification	aspect	 goes	hand	 in	 hand	with	 the	
storytelling aspect of cotdesses starting point, in-
spired by the Dungeons and Dragons way of sto-
rytelling and use of restrictions. This will provide 
an	element	of	arbitrary	influence	within	the	design	

choice-making process. 
	 The	conceptualization	and	gamification	
of the cotdes creation will exist as a system that 
will help participants of the system in creating 
their own cotdes. The system will give the fantasy 
lover an opportunity to immerse themselves even 
more in a constructed world through typography. 
 A possible continuation of this research 
project is by building an archive utilizing the re-
sults collected from fantasy enthusiasts, who will 
also	participate	in	the	final	testing	phase.	With	this,	
possible reverse engineering can be done where 
the cotdes that are created can be analyzed and 
provide	a	reflection	of	how	the	audience	looks	at	
cotdes design and how they themselves use it 
when offered the idea of creating one themselves.

ABSTRACT
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Reading Type and Typography

 As a participant in the international 
master program Reading Type and Typography 
at PXL-MAD School of Arts University, I had the 
chance to combine my interest in constructed 
worlds	 (science	 fiction	 and	 fantasy)	with	 the	 ty-
pography that accompanies them. I started with 
Tolkien’s	trilogy	 ‘Lord	of	the	Rings’.	More	specif-
ically, with the elvish cotdes Tengwar, (the one 
engraved on the ring of rings).  The way this 
detail has been integrated into the visual charac-
teristics of the story has always been appealing 
to me.  Both the language and script seamlessly 
blend	into	the	story,	subtly	guiding	the	audience’s	
perception of the characters. This encloses their 
traits, daily lives, possessions, clothing, and sur-
roundings, including time, place, and commu-
nication. These elements enrich the characters 
and their interactions, allowing you further entry 
into the storyline. This encloses their traits, daily 
lives, possessions, clothing, and surroundings, 
including time, place, and communication. These 
elements enrich the characters and their interac-
tions, allowing you further entry into the storyline.
 The focus of this research lies on con-
structed scripts within the entertainment industry 
where the use of alternate worlds is enhanced by 
using constructed scripts, which I termed cotdes: 
COnstructed, Type, DEsing, Script. This research 
focuses on the design choices and the connect-

ed emotional and aesthetical values the cotdes 
convey.	These	specific	design	parameters	will	be	
discussed later in the paper

 This project was approached by means 
of deconstruction and construction of existing cot-
des	 design	 parameters,	 analyzing	 them	 to	 find	
a common thread within them. These existing 
cotdes are based on the most well know cotdes 
around	Western	 culture.	 These	 are	 Lord	 of	 the	
Rings’	Tengwar	 as	 the	 root	 of	 the	 research	and	
the cotdes Klingon (by Marc Okrand, Star Trek), 
Cirth	 (by	 J.R.R.	 Tolkien,	 Lord	 of	 the	 Rings	 and	
The Hobbit), Aurebesh (by Stephen Crane, Star 
Wars),	 and	 Utopian	 (by	 Thomas	More,	 Utopia),	
Golic	 Vulcan	 (	 by	Mark	 R.	 Gardner,	 Star	 Trek),	
Alienese (by creators of the show Futurama), and 
the	movie	Arrivals’	Heptapods	alien	language	(by	
Martine Bertrand) as branches of the tree. 
 The reason for this approach to the 
research is that the subject of cotdes is already 
heavily	 ‘fan	based’	 in	 terms	of	 information.	As	a	
result, smaller cotdes are often less reliable when 
it comes to reliable information. For the well-
known cotdes, there is more research on both 
professional and fan-related aspects.

The one ring to rule them all.
Tolkien, J. R. R. (2001). The Lord of the Rings: 
The Fellowship of the Ring [Video]. New Line 
Cinema, Saul Zaentz Film Co., WingNut Films. 
https://www.imdb.com/title/tt0120737/
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Tengwar text is engraved in the ring. 
(One Ring Inscription, 1954. Image 2008)
“One Ring to rule them all, One Ring to find them, 
One Ring to bring them all and in the darkness 
bind them.”

             Klingon script (Okrand, 1984) 

Cirth sentence: “Balin son of Fundin 
Lord of Moria”  (Tolkien, 1937)

Aurebesh Alphabet (Stephen, 1983)

Utopian Alphabet (More, 1516)Omniglot, n.d.)

Golic Vulcan script (Gardner & Omniglot, n.d.)

Heptapods’ logogram that means ‘Louise’ 
(Morrison, 2016)

Alienese Alphabet (Wiki, 1999)
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Abstract
This typographic design research is about constructed languages, 
specifically storytelling-based constructed languages (cotdes). It 
became clear to me that the concept was oftentimes overlooked 
because it is seen as a “non-serious” topic, as I didn’t carry a big 
burden of the real world. But that idea interested me. These cotdes 
together with their constructed worlds are created because we 
want to escape the real world. And scripts are a way to create 
familiarity in an otherwise unknown world. 
I may not carry a big impact on our (real) world, but it does on the 
constructed worlds. My project gives people a new way of looking 
at scripts as well as bringing their attention to this concept. 
Constructed scripts have existed for years and years. Thomas 
More (1478-1535) is one of the most well-known people who 
created his own new visuals for his story ‘Utopia’ (1516) where 
he changes the letter shapes by new shapes, therefore creating a 
newly constructed script.

In this research, I have found that these certain design choices 
come back in every cotdes, this of course with the connection 
to the whole of the story, the made-up world and everything in 
it. Cotdes help with the depth of aesthetic and emotional value 
that the creator wants to add to the story. What I did was analyse 
these existing cotdes to then see the familiarities between them, 
of which I created a system. Because of this, two main divisions 
could be made; parameters for conceptualization and parameters 
for creation (which will be later translated to gamification aspects). 
This way the idea of creating a new script (on a visual level) isn’t 
that overwhelming anymore as I give a step-by-step process for 
people to follow.  

Introduction 
As a participant in the international master program Reading 
Type and Typography at PXL-MAD School of Arts University, 
my interest in constructed worlds and the typography that 
companies them (science fiction, fantasy) coincided. The start 
of the work began with Tolkien’s trilogy ‘Lord of the Rings’. 

2.1  ONLY THE WORTHY 
  CAN BE CALLED COTDES Latin alphabet, is because of the perception to-

wards	outer	space	(science	fiction).	This	cotdes	is	
included	to	reflect	on	the	chosen	design	choices.	
The way they decided to design the letters was 
to	make	them	look	otherworldly.	Patrice	Vermette	
himself	said	in	an	interview	with	Wired:	“We	want-
ed to create a language that is aesthetically inter-
esting. But it needed to be alien to our civilization, 
alien to our technology, alien to everything our 
mind	knows.”	(Rhodes,	2016).	The	same	can	be	
said about the Heptapods script from the movie 
Arrival, which took a totally new approach to the 
same otherworldly experience. 
	 Thomas	 More’s	 (1478-1535)	 Utopia	
(1518) will be used as a part of the research, to-
gether	with	other	cotdes,	as	he	had	a	big	influence	
on the cotdes world. His approach was based on 
the	 genre	 ‘the	 traveler’s	 tale’	 (Fimi	 &	 Higgings,	
2017)	where	new	worlds	would	be	discovered.	He	
was	one	of	the	first	well-known	people	to	create	a	
“cotdes”	for	those	newly	created	worlds.	The	word	
‘Utopia’;	means	‘u-topos’,	standing	for	“non-place”	
in	Etymological		terms.	(Yaguello,	2022:	5).	Thom-
as More changed the existing letter shapes to new 
abstract shapes, meaning his cotdes is limited 
within their creation and therefore not comparable 
to the same standards as the Tengwar script. As 
Tengwar is a script on which Tolkien worked his 
whole life, therefore creating a solid foundation for 

	 Constructed	 (or	 artificial)	 scripts	 are	
created by individuals or groups of people, cre-
ated	for	a	specific	purpose,	and	often	to	broaden	
a	 given	 narrative	 (Cambridge	 Dictionary,	 2023).	
Esperanto is one of the most well know real-world 
constructed	 languages,	 yet	 not	 identifiable	 as	
a cotdes. Esperanto as constructed language 
is created to unite the world with one language 
(Meyer,	 2016)	 outside	 of	 the	world	 of	 entertain-
ment. The design focus for this research has been 
based on constructed script within the storylines 
of alternate worlds, therefore Esperanto and oth-
er	“real-world”	constructed	languages	will	not	be	
included.  
 The cotdes Utopian and Alienese are 
included in the research yet will only represent 
a small part of it. This is because when the cre-
ator of the cotdes is just changing the shapes of 
the Latin alphabetical letter forms while using the 
(semi)same grammar while writing, is not consid-
ered a cotdes. A cotdes is a cotdes when inspira-
tion gets taken from existing natural scripts; their 
environment of creation, the used materials, the 
meaning that they carry (religious, administrative, 
…), and the culture and thus the contextualization 
around the users of the script. The Alienese script, 
even though it is an almost direct translation of the 

2.2  GRANDFATHER TENGWAR

 Tengwar, as it is the main inspiration 
for this research, is also the leading example 
of a cotdes. The Tengwar script was created by 
J.R.R.	Tolkien	(1892-1973).	It	was	his	life’s	work.	
Tengwar, when compared to the other cotdes, is 
the one with the most foundation on both linguis-
tic and storytelling grounds. The world in which 

the Tengwar script is placed is one of the most 
well know and well-beloved franchises and there-
fore also more researched and well-documented 
cotdes. Tengwar is a cotdes based on phonetics 
inspired by natural Anglo-Saxon Germanic lan-
guages	 (Yaguello,	 2022:	 260),	 also	 using	 func-
tional diacritics and exceptions within the Elvish 
languages	 (TED-Ed,	 2013).	 And	 indeed,	 I’m	
refereeing to plural, languages, as it is a cotdes 
which has an extensive history and thus sever-
al languages and dialects it can be used for (in 
story)	(Salo,	2004:	27-28).	In	fact,	the	two	Elvish	
languages that Tolkien has created, Quenya and 
Sindarin are the most developed cotdes in litera-
ture	(Coker,	2016).	Tolkien,	as	a	linguist	himself,	
was always inspired by the concept of language. 
Tolkien worked on the Tengwar cotdes for years, 

Tengwar alphabet for English
(Omniglot, n.d.)

his cotdes (see Grandfather Tengwar). 
	 By	 discussing	 Alienese	 and	 Utopia’s	
used methodologies and appearance within the 
entertainment	sector,	 together	with	Golic	Vulcan	
and the Heptapods script, they have a limited 
number of characters and a background founda-
tion. This can be because of the limited purpose 
they were needed for -which limits the quantity of 
the cotdes, or the reason within the story (as a 
riddle to encipher or to make one creature differ-
ent	from	the	rest).	Their	use	is	strictly	confined	to	
offering contextual insight into the broader picture 
of cotdes design. Because of this, their features 
will be taken as the research reference, and the 
Tengwar script will serve as the foundation for 
comparative analysis across the diverse range of 
cotdes.
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making it a fully functioning language, that has 
its own script, separate but inspired by natu-
ral scripts. The language had its own grammar, 
spelling and even ad exceptions to conjugations 
as natural languages have. He himself has said: 
”What	 I	 think	 is	 a	 primary	 ‘fact’	 about	my	work,	
that it is all of a piece, and fundamentally linguistic 
in inspiration.” (Tolkien et al., 1995)
 For Tolkien creating the script was also 
a	 way	 of	 escapism.	 What	 he	 wrote	 about	 the	
Tengwar (Elvish) script in one of his letters, which 
were	later	collected	in	the	book	‘Letters	of	J.R.R.	
Tolkien’:	 “…	 It	 is	 not	 a	 ‘hobby’,	 in	 the	 sense	 of	
something	quite	different	from	one’s	work,	taken	
up as a relief outlet.” (Tolkien et al., 1995). 
 Tengwar is created as a term that 
encompasses the entirety of the Elvish script. 
As Tolkien wrote the stories, the elves are one 
of the creatures who traveled a lot over a long 
span of time, creating new settlements whereby 
new manners of speaking and ways of writing 
emerged. Hereby using Tengwar to refer to the 
script in which other Elvish languages can be writ-
ten.	With	 this,	a	 reference	 is	made	 to	 the	whole	
of the conceptualization around the elvish script 
(Salo,	2004).	The	first	release	of	the	cotdes	came	
in the books of The Hobbit in 1937. Later the 
Tengwar script and its complex history were given 
its own full appendix in 1955 called Appendix E, 
which	was	a	year	after	the	release	date	of	the	first	
Lord of the Rings book in 1954 (Fandom, n.d.). 
Not only did he make a fully functional cotdes, but 
he also created it its own history. The stories of 

Lord of the Rings and The Hobbit take place in 
a bigger world called Middle Earth. Tolkien made 
Middle Earth its own storyline where every crea-
ture has its own narrative. 
	 Tolkien	was	one	of	the	first	writers	that	
was able to convey a story that gave a whole 
new perspective to worldbuilding. He was able to 
frame a whole new world with beings with whom 
the audience had barely been in touch before in 
that way. And he placed this being as a guide, 
someone the audience can place themselves in, 
to which they can relate. The audience wants to 
know more and is drawn to another world. Teng-
war can be seen as the grandfather of all the con-
structed scripts that followed.
	 Despite	Tolkien	not	being	the	first	per-
son to create a cotdes, his work is incomparable 
to other cotdes. Since the release of his books, he 
has always been a source of inspiration for other 
creators	(TED-Ed,	2013).	
	 With	this,	presenting	the	core	research	
question:	What	design	systems	and	narrative	val-
ues of the Tengwar script can be seen as common 
features to later designed cotdes? 



FAMILIARITY 
IN THE 
UNKNOWN

3



- 29 -Familiarity in the unknown

Reading Type and Typography

 There is no such thing as creating 
a	 thing	 out	 of	 nothing,	 as	we	 are	 all	 influenced	
by our surroundings, consciously or not. For in-
stance, when a designer initiates a strategy in 
forming a new alphabetic structure, they are bas-
ing it on the: shapes of letters, sounds, or gram-
matical structures, from what they already know 
or	 has	 been	 seen	 before	 (Marie	 Barry,	 2001).	
With	this	understanding,	the	cotdes	has	not	been	
designed, or invented out of thin air, but a con-
scious and systematic approach taken from al-
ready existing writing script and their designs. For 
people who use the same script, a design can be 
universally	understandable.	While	reading	a	text,	
an subconscious connection is made in relation 
to the design, which makes the reader can focus 
on	the	context	of	the	text	(Ejlers,	2014)	while	the	
design is processed by the brain. This connection 
we recognize is cognitive, the part of your brain 
called the temporal lobe that assigns meaning 
to visual information (patterns). These patterns 
serve as the foundation for converting visual and 
auditory experiences, along with the recollections 
associated with them, into a language of depic-
tion. The temporal lobe also assigns values to 
that given information with the existing memory 
(Norman,	2004).	Creating	either	a	positive	or	neg-
ative direction of perception or understanding of 
an experience. It is this way of processing, that 

gives	us	the	feeling	that	we	are	attracted	to.	What	
we can take out of this research is that happy 
memories and connections to earlier observed 
shapes, colors, language, culture, etc., make us 
also connect to the design in which those attri-
butes	are	implemented	(Viewsproject,	2019).	This	
is what the designs of the cotdes have attempted 
to	do,	whether	knowingly	of	the	scientific	informa-
tion or not, has done. 
	 Within	this	realm	of	the	selected	cotdes,	
the focus has been on the design that contains 
an emotional and aesthetic value, in the develop-
ment of each of the visual elements; inspirations, 
environmental	 influences,	contrast,	writing	direc-
tion, the optical direction of the character, decora-
tive elements, etc. 

 A cotdes cannot exist without stories, 
without the worlds, they are created for. Yes, we 
use them in the outside world but is solely thanks 
to those stories that introduced us to the exis-
tence of cotdes existence. Once these stories will 
be forgotten, the languages and their scripts will 
probably do the same. Therefore, looking at type 
design without taking the altered worlds into ac-
count	will	give	us	a	deceptive	view	of	 the	 “why”	
behind the design choices. 
 I want to prove that even in pur-
pose-limited type design, type design still plays 
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	 What	 started	 as	 a	 data	 analysis	 of	
found information regarding cotdes, turned into a 
system-based design approach in which an own 
cotdes can be made. This started when the search 
of	the	specific	cotdes	in	use	of	this	research	was	
discussed, and their information was compared 

a big role. Cotdes may have their limitations, but 
their usage goes beyond mere enhancement, al-
lowing them to embody the ideologies of intricate-
ly crafted worlds. Or as Yaguello said in her book 
Imaginary	Languages:	“…	the	history	of	imaginary	
languages—which unfolds in an imaginary else-
where—cannot be separated from the exploration 
of	 the	world	 (or	worlds).	Whatever	 is	 supposed,	
or imagined, to exist invites speculation as a mat-
ter of course. It is inseparable from the history of 
ideas	and	linked,	in	particular,	to	the	latter’s	driv-
ing force, the history of ideologies.” – Marina Ya-
guello (Imaginary Languages: 5)
 For instance, Helvetica, while it is a 
widely appreciated typeface, would have felt out 
of place within the context of Middle Earth due to 
its	design	mismatch	with	the	intricacies	of	that	fic-
tional world.

to each other. Out of this was concluded that not 
all cotdes are comparable to each other as some 
have more in-depth groundwork to them than 
others. Different cotdes were strong because of 
different reasons. The cotdes Klingon, created by 
Marc Okrand, was created before the franchise of 
Star Trek took off as an assigned linguist for the 
cotdes, other than Utopia by Thomas More, which 
was	 created	 afterward	 (Fimi	 &	Higgings,	 2017).	
Also, the languages of the alien creatures named 
the Heptapods in the movie Arrival, created by 
Martine Bertrand under the guidance of art direc-
tor	Patrice	Vermette	 (Bertrand,	 2017),	who	 only	
has	100	words	in	its	lexicon	(Rhodes,	2016),	will	
be no equal opponent for the Tengwar script, in 
which	the	language	Quenya	has	2500	words	in	its	
lexicon	(Coker,	2016).
 There are quite some differences in the 
creation of cotdes, some are minor details while 
others	have	a	big	 impact.	What	has	been	 found	
throughout the beginning of the research process 
is that these differences are conscious and sub-
conscious choices the designer makes. Subcon-
scious choices are choices that the designer has 
no	control	over	which	are	influenced	by	the	envi-
ronment they are in, the education they have had, 
relationships in their life, life experiences, etc. 
While	 the	 conscious	 choices	 are	 sources	which	
they actively have taken inspiration from. These 

3.1 METHODOLOGY EXPLORATION

can	be	 influenced	by	different	 cultures,	 different	
languages, different time periods, the list goes on 
(Gordon	&	Poze,	1981).	These	choices	together	
with the purpose of the cotdes, world, and crea-
ture the cotdes are created for will then differ with 
the output of the type design. 
	 When	we	compare	Tengwar	and	Klin-
gon with each other, they are aesthetically very 
different from each other. Their intended purpose 
within the story is also very different. Klingon was 
designed	 for	 the	science-fiction	world	and	Teng-
war for the high-fantasy world. Also, the time 
spent on the designing of the cotdes ( linguistics 
included), makes it that the cotdes will have less 
or more background information, conjugations, 
exceptions, the history of the cotdes (in the con-
structed world), and so on. From this, it can be 
concluded that the cotdes, made for the enter-
tainment industry, take different approaches and 
subsequently have different outcomes around 
the	world	of	make-belief.	The	final	design	choices	
themselves make a difference as well.
 A cotdes created for fun and a cotdes 
created	 for	a	big	10-year	project	will	 have	 total-
ly different outputs on the same storyline. Again, 
Tengwar is the best example of this. 

 Tengwar ticks off all the boxes when it 
comes to the quality and quantity of design pa-

rameters in type design, which speaks for itself. 
Tolkien uses a foundation to focus his cotdes on, 
with a main character who uses it. This is com-
mon for every cotdes. Therefore, the research 
starting from the Tengwar standpoint will give us 
a	good	comparison	of	the	“essentials”	needed	to	
create	sufficient	type	design	for	storyline	purpos-
es. These essentials will be introduced later. 

 The intention of this research is to 
eventually make an accessible and user-friend-
ly system, presenting a step-by-step process for 
comprehending	the	intricacies	of	cotdes’	creation	
while enabling individuals to craft their own.  

 A system that can make us see similar-
ities between the storyline and design approach, 
the contrast between (high)fantasy and science 
fiction,	 as	well	 as	 the	 personalities	 of	 the	writer	
(in the story) themselves. Over time, integrating 
the	reflections	of	the	creator’s	conscious	and	sub-
conscious choices creates a valuable resource for 
creativity, knowledge-sharing, and appreciating 
cotdes’	artistry.	To	be	able	to	categorize	the	found	
information of the researched cotdes, on the im-
age	 ‘starting	 parameters’	 were	 the	 parameters	
that set the foundation. 

Starting parameters  . Kayra Rommen (2023)
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3.2  SMALL INFLUENCE, BIG INFLUENCE

	 Out	of	the	final	system,	we	will	be	able	
to	observe	the	results	of	participants’	creations	of	
their	own	cotdes.	We	will	be	able	to	see	a	reflec-
tion on their perception of type design and writing 
systems	 in	 general.	With	 the	 set	 questions	 and	
parameters given, different creations can still be 
made. This research will shed light on the intricate 
interaction between human cognition, creativi-
ty, and the impact of personal experiences and 
backgrounds on the formation and interpretation 
of constructed languages and the cotdes design. 
This	will	give	us	the	opportunity	to	reflect	on	these	
creations and further possible research on the 
perception of type design. The results of the re-
search will serve as an informative study into the 
details of perception and creativity, underscoring 
how	 our	 unique	 perspectives	 are	 influenced	 by	
both design choices and external environmental 
influences.

 The topic of cotdes, constructed 
scripts, or the more common term, constructed 
languages (conlangs) has often been, and still is, 
a concept was oftentimes overlooked because it 
is	seen	as	a	“non-serious”	topic,	as	I	didn’t	carry	a	

big burden of the real world. This can be because 
the purpose that cotdes pursue is very limited. 
The purpose of cotdes goes no further than the 
purpose they were created for, enhancing a sto-
ry by changing a basic asset of communication. 
For example, constructed languages like Espe-
ranto -refereeing to the language as a whole and 
not the script aspect- are constructed languages 
that are created for an ideology in the real world 
(Esperanto,	2017).	Other	constructed	 languages	
like braille, sign language, and Morse code are 
constructed languages created for a purpose be-
yond what the written language could offer. This 
is by changing existing language and typography 
aspects to texture, hand gestures, and sound to 
convey meaning to people who need it. 
	 With	 the	 knowledge	 we	 have	 of	 lan-
guage and constructed scripts in the real world, 
we see design as a solution-oriented process in 
which the result nééds to be an active (and posi-
tive) change in the world of (type)design (Boutkan 
&	Panton,	2022).	People	generally	have	looked	at	
constructed scripts and languages as something 
weird and funny, something that is for nerds who 
are obsessed with a franchise, like Lord of the 
Rings,	Star	Wars	or	Star	Trek.	So	much	so	 that	
we	 don’t	 stop	 to	 look	 at	why	 these	 type	 design	
choices get made in the entertainment industry 
and why people are so in love with the creation 

3.3  COTDES ROLE IN FICTION

and	use	of	these	constructed	scripts.	The	cotdes’	
whole existence is foundational in design. As the 
scripts themselves serve no further purpose out-
side of its created world and creatures. You can 
see it as a form of escapism by building and al-
tering familiarities we can hold on to. So much so 
that we as an audience take it out of the world it 
was	built	in.	If	I	can’t	physically	go	to	this	fantasy	
world, then bring this world to me.

	 Cotdes’	have	served	as	powerful	tools	
to enhance the depth, aesthetics along with emo-
tional value that creators aim to combine in their 
narratives	(Cheyne,	2008).	In	the	past	years,	gen-
eral type design has witnessed a growing empha-
sis on experimentation by pushing the boundar-
ies of letter shapes for visual aesthetics (Ejlers, 
2014).	And	scripts	are	a	way	to	create	familiarity	
in an otherwise unknown world yet create devia-
tion	from	what	we	can	read	(Viewsproject,	2019).	
In that way pushing the boundaries of legibility 
and readability and testing the limits on which we 
as humans observe something to be a script. Fimi 
and	 Higgings	 (2017)	mentioned	 in	 chapter	 3	 of	

the	book	‘The	routledge	companion	to	imaginary	
worlds’,	by	Mark	J.	P.	Wolf,	that	cotdes	are	used	
to:	“…	emphasize	the	“otherness”	of	a	particular	
race or culture in a secondary world.”. By this aid-
ing my assumption that the purpose of cotdes is 
limited by and made for human communication 
(Fimi	&	Higgings,	2017:	22).

 The understanding of sound also 
plays a major role in our perception of shapes 
and colors. The most well know project around 
this subject is the kiki and bouba phenomenon 
(Cuskley	et	 al.,	 2015	and	Cohen-Garcia,	 2016).	
Illustrating the connection between the audito-
ry and visual representations of a sound, color, 
and the corresponding shapes, simply means the 
rounder shapes (structures) will have a greater 
connection to the rounded letterforms and soft-
er-sounding	characteristics	of	a	given	word.	We	
can then assume that this will also be the case 
for the structures and theories used in developing 
the cotdes. Meaning the creator will, can choose 
the design of each cotdes accordingly to the sur-
roundings that it is placed in. An example being: a 
connection between a harsh-sounding language 
and a warlike culture, which will not have a wavy 
and or bubble cotdes. On top of the culture and 
surroundings connections, the creatures who live 
in these cultures and environments will of course 
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also have a great hold on the design, as they are 
the ones to write the cotdes. The bigger the crea-
ture, the bigger the cotdes will be and the lesser 
detail will be present. Those bigger creatures like 
trolls, cyclops, and dragons are often connected 
to harsher shapes and a bigger contrast in type 
design. But the same goes for the opposite of big, 
where the small creatures, such as fairies or scor-
pion and ant colonies, again have smaller and 
more	refined	cotdes.

	 What	is	it	that	makes	the	idea	of	a	con-
structed script attractive to the viewers and read-
ers for constructed world stories? And how did we 
as an audience get motivated to use them in the 
first	place?	
 An example of this is that cotdesses get 
used in more small and casual ways like creating 
trinkets	that	fit	the	same	time	frame	as	the	story	
the cotdes was placed in. Also tattoos are popular 
among enthusiast of these stories Here, cotdes 
often gets used as a subtle nudge to the story. 
In a way, taking the constructed world to the real 
world, bring it closer to home.

 The concept of constructed worlds, 
languages, and scripts is very much a fan-based 
field	of	research.	The	creator	constructs	the	world	
and everything in it, but the audience (the fans) 
will deep dive into these worlds and will collect 
all the information possible. The newly created 
world	is	filled	with	dragons,	faeries,	witches,	and	
heroes. A world that is a better place than the 
one the audience currently lives in. Being able 
to a thrilling vantage point where the audience 
themselves becomes the savior of a meticulously 
sculpted world. A place altered to the needs and 
wants of its audience. Being able to visit places 
all from the comfort of your couch. The creators of 
these worlds made these worlds for the audience 
to experience, so it is understandable that the au-
dience will collect a lot of information and will talk 
about it with each other. 
 This presents the outcome that the 
scripts used in these stories become more than 
just tools; they turn into vehicles that transport 
individuals into the worlds they adore, sparking 
creativity and cultivating a sense of community. 

3.3.1 COTDES OUTSIDE OF 
 ITS INTENDED PURPOSE



DECONTRUCTION 
OF COTDES

4
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4.1 STARTING POINT OF COTDES RESEARCH
	 At	 first,	 by	 collecting	 all	 possible	 in-
formation about every cotdes, a main pattern 
showed up. These patterns were then divided into 
their	own	fitting	information	clusters.	These	clus-
ters are selected with a view on only aesthetics 
and	emotional	value.	What	should	be	made	clear	
is that this subdivision was made based on recur-
ring information that came back in each of the re-
searched cotdes. Limited research has yet been 
done on purely formal features into cotdes, this is 
often done in the context of linguistics, spelling, 
grammar, conjugation, etc. and not only based 
on purely formal manners. For this reason, these 
divisions have been compiled from personal ob-
servation. Thus, for this reason, linguistic aspects 
will not be discussed.

 Cotdes can be divided into clusters of 
information. These clusters are environmental in-
fluences	and	shapes	and	systems.	These	two	had	
their	 own	 subdivisions.	The	 environmental	 influ-
ences cluster has the subdivisions; creator of the 
cotdes, the source it came from (entertainment 
medium), location and time of cotdes creation, in-
spiration, and world description of the story. The 
shapes and system division has technical, practi-
cal, and visual subdivisions.
	 The	 environmental	 influences	 help	 us	
understand the reason behind the creation. It will 
help us understand cultural references and inspi-
rations. All the used cotdes for this research are 
created	by	Western	designers	and	may	have	sim-
ilar directions of output because of this reason. 

 Something we need to pay attention 
to when talking about cotdes and type design 

terms is that because of the otherness of the 
script, and the placement in altered worlds, the 
common terms to describe type design features 
may	 be	 too	modified	 to	 the	 Latin	 script.	As	 this	
research	 is	 based	on	Western	 culture	 cotdes,	 it	
would be assumed that the terminology would 
be	the	same.	Western	culture	has	a	big	influence	
on the designed cotdes, yet the designs that are 
created within this culture can still take inspiration 
from different parts of the world. Here the limits of 
type design can be experimented with and start to 
look otherworldly. Therefore, some terms were re-
phrased to broaden the understanding of the vari-
able all the while respecting boundaries of com-
mon type design terminology. This is why there 
are terms on the shown images (the data-collect-
ing images) that are not in the text, as these are 
experimentations	 to	 find	 a	 common	 terminology	
for these broader design choices.

 A script is recognizable by order, rep-
etition,	pattern,	structure,	and	style	(BBC,	2020).	
The cluster of shapes and systems focuses on 
those recognizable aspects of a script. In the 
technical subdivision, the focal point is the ob-
jective information about the cotdes; the number 
of characters, and the number of movements/
strokes	per	character.	We	recognize	letter	shapes	
by the number of strokes. In the paper of Changizi 
and	Shimojo	 (2005),	 the	number	of	strokes	was	
researched to look at the recognizability of the let-
ter shapes. The number of strokes was divided to 
recall an estimate of 3 among all researched writ-
ing systems (Abjad, Abugida, alphabet, syllabary, 
and numeral) shown in the image Illustration of 
the method for determining character lengths. 
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 An artist who also inspired me with his 
work	 is	Mark	 van	Wageningen.	 He	 approached	
type design with color, playing with the recogni-
tion points of the Latin alphabet. Regardless of 
the fonts he creates not being black-on-white let-
ter shapes, you are able to read his created text 
just	fine.

	 Mark	 van	Wageningen	 is	 also	 a	 good	
example of using recognizable forms within the 
design framework he employs. Using the recog-
nizable parts of the Latin script to base his shapes 

and overlays on. 
Typography has a system base its design on, 
this being placement on a paper or proportions 
of a shape, as Müller-Brockmann (1996) shows 
so perfectly in his book Grid Systems in Graphic 
Design. The same can be said about type design 
where proportion plays a big role in the consis-
tency and thus recognizability of a script (Baines 
&	Haslam,	2005).	These	proportions	ensure	rep-
etition within the type design. These repetitions 
ensure patterns, and the patterns will give it 
structure which will create the script to which the 

Illustration of the method for determining character lengths (Changizi & Shimojo, 2005)

• Environmental influences  
chart example: 

• Technical chart example.
• Practical chart example.
• Visual chart example.

Rommen, Kayra. 2022

Mark van Wegeningen ’Mulitcolor’ (Van Wageningen, n.d.)
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styling of the cotdes begins. These repetitions, 
patterns, structures, and styles were placed to 
find	common	ground	within	the	use	of	a	grid,	yet	
this was not operational. The reason this is still 
included	in	the	final	thesis	output	is	because	of	its	
significance	in	creating	a	bigger	ingredient	of	the	
system’s	creation.	
These ingredients of structure and order is the 
final	output	of	a	ruler	that	will	serve	as	a	guiding	
tool. This will make it possible to have the con-
sistency of what a grid would provide to a cotdes 
without the necessity of relying on a grid system 
as the foundational structure. This also allows the 
creator of the cotdes to design as their hearts de-
sire. Not every cotdes follows a uniform system, 
they may even totally differ from each other. The 
use	of	rulers	can	give	constancy	in	the	final	output	
of a cotdes design. 
The ruler itself will be explained in further detail 
in	its	own	subchapter	‘ruler’	under	‘simplifying	the	
found	 information’	 of	 the	 paper.	 Mentioning	 the	
ruler in this chapter serves the purpose to explain 
some parameters shown in the previous exam-
ples of the cotdes collection and to explain how 
these	are	still	relevant	to	the	final	output.		

The practical subdivision is based on the infor-
mation of the cotdes we need to pay attention to 
when we use the script; connected script or dis-

 The abundance of information needs 
a connection of found information to establish a 
common thread about the cotdes creation pro-
cess. The information as of now is still separate 
and thus unclear to look at and make a clear un-
derstanding	of	how	a	cotdes	is	created.	While	all	
the necessary information is available, the ques-
tion	remains:	Where	should	we	begin?
 A cotdes exists only within a newly cre-
ated world. A world in which beings other than 
humans live. The storylines of those different 
creatures can be translated within their own con-
structed	script.	As	previously	mentioned,	specific	
forms have the capacity to enhance spoken artic-
ulations and reinforce inherent characteristics of 

connected script, writing direction, and mediums 
used. 
Lastly, the subdivision of visuals, where the em-
phasis lies on what we perceive of the cotdes. 
This has oftentimes to do with the design choic-
es	 and	 the	 influence	 the	mediums	 have	 on	 the	
script’s	display.	These	parameters	are	slope/axis,	
contrast, looks like X (other script or shapes), 
most	 frequent	 shape,	 recognizability,	 and	 influ-
ence of the medium on perception. 

4.2 SIMPLIFYING FOUND INFORMATION

both the creatures and their environments. There-
fore, it is important for cotdes design to name 
those factors that play an important role in assign-
ing and constructing a language of form. There-
fore, we need to start with the story and the main 
character or a creature that will use it. The creator 
will have this already taken care of when starting 
to design a cotdes. In the story, the use of the cot-
des will also become clear. Is it going to be used 
to	talk	to	the	gods	or	as	an	extinct	script?	Will	it	be	
written by everyone in the story or a select few? 
What	 are	 the	 environmental	 influences;	 living	
place, transport, food sources, religion, haunting 
gatherers, or stationary cultures? It will give the 
framework of the direction of the type design. The 
story will be addressed in upcoming sections of 
the paper where this will be discussed in further 
detail. 

The selection of the following parameters will 
summarize and explain how the found informa-
tion is systematically arranged in chronological 
order, aligned with the creation of a cotdes. By 
comprehending this arrangement, we gain valu-
able insights into the underlying reasons guiding 
the design process, allowing us to witness a step-
by-step journey of its creation. This creation pro-
cess will follow the following steps by means of 
questions that will be asked to the participant of 

the	system.	However,	we	first	need	to	understand	
the construction of the system before we can run 
through the questions that will be asked. 

	 We	 will	 build	 upon	 the	 story	 that	 the	
creator made. This will already give contextu-
al clues on which the creator will be inspired by 
this conscious or subconscious type design deci-
sion. If the world is set in the future, the medium 
of communication will rely more on technology 
than it will paper and a quilt. The opposite counts 
for more fantasy-based stories where the use of 
candles and caves is more probable. These two 
opposite scenes will create opposite feelings and 
thus	will	require	opposite	aesthetics	to	fit	their	nar-
rative. Now begs the question, what elements of 
our real world —history, present, or future— are 
closest to that set narrative?

4.2.1 INITIAL PHASE

4.2.1.1 STARTING 
 PARAMETERS

Starting parameters

Inital phase

Environmental 
influences

Use Perception

Based on/Rely on Parameters for 
conceptualization

Progression phase

Additional parameter Parameters for creation
Gamification
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Environmental influences (subconscious 
choices)
 This division stays the same as the 
explanation at the starting point of the cotdes 
research. The background information will form 
a	mental	picture	of	 the	final	aesthetic.	 It	gives	a	
clear picture of which surroundings the cotdes 
will be linked to. The motivation of subconscious 
choices and biases from our living environments 
—be it education, time, period, culture, religion, 
and more. 

Based on / rely on (conscious choices)
This will be the source of inspiration for the cot-
des creation. It will give us answers to what lan-
guages, historical scripts, natural scripts, altered 
scripts,	 and	 stereotypes	 influenced	 the	 cotdes’	
creator	at	a	conscious	level.	What	did	he	choose	
to use as a foundation for the visuals?

 The additional parameters will center 
around the technical, practical, and visual aspects 
of cotdes design. It will delve deeper into the tangi-
ble crafting of a script. By combining the technical, 
practical, and visual elements, these factors aim 

to create a more deliberate and thought-through 
approach	to	reflecting	on	the	‘act’	of	writing.	This	
‘act’	of	writing	will	then	influence	the	final	output	of	
the cotdes, the story it wants to portray, and the 
reasons —that were based on conceptualization. 

 Use

 Administration, religion, love notes, 
weather predictions, speaking to the gods, com-
municating with passed loved ones, casting a 
spell,	the	list	goes	on.	What	was	the	reason	for	its	
use and how does this use make an impact on the 
type	design?	Well,	we	already	went	over	concep-
tualizing the setting of the scene and the storyline 
but not yet the actual writing aspect of the cotdes 
process. 
 A real-world example of this can be the 
Oracle Bone used in Chinese history, used for py-
romancy.	Where	several	questions	are	written	on	
a	bone	and	through	“the	promise	of	truth	from	the	
flames	of	the	sacrificial	fire”	(DBNL,	1858),	an	an-
swer	word	is	given.	A	fire	would	be	started,	and	a	
“poker”	would	be	heated.	By	putting	this	hot	“pok-
er” on the bone, the bone would crack, and the 
crack	would	 display	 an	 answer	 (BBC,	 2020).	 In	
this case, the tradition made the culture determine 
the mediums used for the script.
 The motivation behind the creation will 

4.2.1.2 ADDITIONAL 
 PARAMETERS

determine the mediums that are chosen. In the 
case of this project, the mediums will already be 
mentioned in the generated stories that will be 
used,	this	is	also	free	to	fill	in	in	a	custom	world.	

 Perception

	 We	 can	 identify	 a	 Mandarin	 script	 as	
being Mandarin because it has certain design 
indicators that make it easy to identify. These de-
sign indicators are the use of a calligraphic writing 
style or the use of combining straight and slightly 
curved	lines	into	an	ideographic	character.	West	
European’s	 knowledge	 of	 other	 natural	 writing	
systems can be limited. Yet, environmental in-
fluences	and	basic	knowledge	of	general	history	
can help identify a runes script from a cuneiform 
script. Certain design choices are typical for a cer-
tain time frame or location in connection with the 
meaning and motivation of creation and what can 
be read out of it. The same goes for cotdes, where 
the way they look will give us an indication to their 
stories’	intention.	
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new settlements whereby new manners of speak-
ing and ways of writing emerged. Hereby using 
Tengwar to refer to the script in which other Elvish 
languages	can	be	written.	With	this,	a	reference	
is made to the whole of the conceptualization 
around	 the	 elvish	 script	 (Salo,	 2004).	 The	 first	
release of the cotdes came in the books of The 
Hobbit in 1937. Later the Tengwar script and its 
complex history were given its own full appendix 
in 1955 called Appendix E, which was a year after 
the	release	date	of	the	first	Lord	of	the	Rings	book	
in 1954 (Fandom, n.d.). Not only did he make ful-
ly functional cotdes, but he also made it its own 
history. The stories of Lord of the Rings and The 
Hobbit take place in a bigger world called Middle 

tualization, which ultimately shapes the creation 
process. This process centers around the actual 
act of translating cotdes onto paper. This step can 
be	 quite	 overwhelming,	 definitely	 for	 someone	
who	isn’t	familiar	with	type	design.	Given	my	goal	
to make this project accessible to all worldbuilding 
enthusiasts, the system must be clear and com-
prehensible. It will provide a structured approach, 
allowing one to formulate answers that contribute 
to the bigger picture, thus transforming abstract 
ideas into shapes. By mapping out the visual as-
pects before writing anything down, the system 
paves the way for a smoother transition from con-
ception to paper, clearing the way for the creative 
journey.

	 By	 implementing	 gamification,	 it	 will	
be made possible to relieve the workload of the 
participant. This is by connecting the dice used in 
Dungeons	and	Dragons	(D&D),	polydice,	as	pa-
rameter-bound objects. 
	 Also,	the	overall	gameplay	of	D&D	was	
an inspiration due to the big story aspect that un-
deniably	connects	to	the	foundation	of	the	cotdes’	
design. As previously discussed, there are a se-
ries of parameters that surround the cotdes de-
sign, more than just the creation of shapes, the 
shapes need, should be rooted in the environ-
mental conditions.

 From additional parameters (use and 
perception), we can emphasize the visual aspects 
of cotdes creation, intertwined with the concep-

4.2.2.2 PARAMETERS 
 FOR CREATION

4.2.2 PROGRESSION PHASE

4.2.2.1 PARAMETERS FOR 
CONCEPTUALIZATION

 The starting parameters (environmen-
tal	influences	and	based	on/rely	on)	are	clustered	
into the conceptualization of cotdes creation. This 
is because this information serves as the root of 
the	concept	on	which	the	design	thrives.	Without	
this underlying foundation, a cotdes would lack 
the necessary pillars to support its design. This 
placement under the term conceptualization gives 
reason to the design. Its positioning under the 
term	“conceptualization”	gives	logical	background	
to	the	design	process.	Within	this	division,	ques-
tions enhance the perception of the world where 
the cotdes will be placed in by environmental in-
fluences,	and	cognitive	connections	that	our	brain	
makes relate to earlier experiences (Norman, 
2004).	

 A little context: Dungeons and Drag-
ons is a board game in which a group of friends 
each have their own creature (character) that 
they have created themselves. These creatures 
can be human, humanoid, elves, gnomes, ele-
mentals, the list goes on (Look at the appendix for 
their descriptions). The players will then act out 
these creatures each having their own developed 
personality traits, way of living, characteristics, 
and histories. The players will be combined as a 
team for each adventure designed by a dungeon 
master (narrator). The Dungeon Master is the 
one who decides the storyline and where it goes, 
the possible other beings the team will meet, and 
what	plots	and	twists	await	them.	What	is	inherent	
with this style of gaming, is that each action or 
move that needs to be taken in these adventures 
will be decided through the rolling of dice. These 
are no normal six-sided dice, they can easily vary 
from	4	sides	to	as	many	as	100	sides.	Each	style	
dice is then referred to by the letter D (standing 
for die, the singular of dice) and the number of 
sides that dice has. For example, D6 is a dice 
with	6	sides	and	a	D20	 is	a	dice	with	20	sides.	
But	the	most	used	dices	for	the	D&D	are:	D4,	D6,	
D8,	D10,	D12,	D20,	and	the	percentile	dice	(D100	
thrown	with	two	D10	dice	from	0-9	&	00-90).	The	
used	dice	in	this	project	will	be	D8,	D12,	and	D20.
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 A ruler has been created to help write 
the cotdes. It helps create consistency in your de-
signed structures. It is a tool based on the visual 
features of the researched cotdes. Tengwar looks 
like a natural script and uses many curves. Aure-
besh, Cirth, and Utopian use very angular shapes 
with occasional geometrically correct curvature. 
Klingon is an interesting mix of different shapes 
and use of contrast. Still, we can see the diagonal 
lines	being	used	the	most.	For	Golic	Vulcan,	it	is	
a combination of many different swirls and curls. 
It uses only rounded shapes based on a vertical 
straight line. The Heptapods cotdes from the Ar-
rival movie is a non-linear orthography using the 
circular shape to convey meaning and not sound 
(Chiang	&	Heisserer,	2016).	With	this,	the	shape	
itself, unlike the other cotdes, is more complicat-
ed.	As	 the	 environmental	 influences	 behind	 the	
other cotdes are clearly based on a disconnected 
script, like Latin, the Heptapod cotdes is not. If we 
must select the most common shapes out of the 
cotdes, it would be the circles together with the 
perpendicular use of straight lines. 

 By providing the most common shapes 
from the researched cotdes, creating a skeleton 
or key form pre-existing letter shape. It is certain-

ly possible to sketch out your cotdes beforehand 
and use the scale afterward to give the cotdes, 
once created, a more uniform effect.
 On the wavy side of the ruler, you will 
see that the arcs have no spotless joints. This is 
because these arcs which are each form half a 
circle approach in different gradations. The en-
graved lines on those joints mark the end of each 
arc. You will see several sharp corners on the 
ruler’.	These	are	made	to	have	possible	different	
degrees of angles at hand so that they do not 
change throughout the created script. These an-
gles are determined starting from a 1 cm by 1 cm 
grid where I have placed different transition lines 
from the horizontal line to the vertical line. these 
transition lines are a fair subdivision of this transi-
tion from horizontal to vertical. Here you can see 
that there are 3 different line angles. First, each is 
shown as a broken-up triangle and later down the 
ruler, these different angled lines are connected to 
each other. This adds extra angle degree options 
to the cotdes creation. The reason that this trian-
gle is interrupted is because of the same reason. 
There is an extra possibility to add extra angles. 
This is done to add vertical/horizontal lines (de-
pending on how you have the ruler placed).
	 The	 final	measurement	 of	 the	 ruler	 is	
295	mm	x	80	mm	and	3	mm	thick.	The	ruler	itself	
is	transparent	so	you	can	see	what	you’ve	already	

4.2.3 RULER written	and	 it’s	easier	 to	make	 the	right	connec-
tions	when	you’re	making	the	notebook.	Also,	the	
orange color given to the ruler gives a higher con-
trast to the partial cotdes already on paper.

 The outcome of this deconstruction 
of type design will give a comprehensive guide 
that unlocks a multitude of possibilities for cotdes 
creation.	 Illuminating	 the	 significance	 of	 design	
choices in the art of storytelling, giving it an ap-
peal that breathes life into the intended purpose 
of cotdes. The deciphering of this understanding 
will allow us to attach values that elevate the very 
essence of cotdes, making its appeal bigger and 
making it even more captivating to its audience. 
With	this,	it	will	give	you	the	opportunity	to	exper-
iment with design parameters by weaving capti-
vating narratives into your own cotdes design. 
My system gives people a new way of looking at 
scripts as well as bringing their attention to this 
concept. 

4.2.4 ONE STEP CLOSER TO THE 
 FINAL SYSTEM
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 The testing of the system is mentioned 
after the explanation of the system as the chang-
es that were made were minor every time. Type 
design parameters being the starting point of the 
creation of my system, the typographical com-
ments on cotdes deconstruction that were given 
were set quite early in the creation of the system. 
Therefore, the elimination and implementation of 
unneeded and needed parameters were cleared 
out quite fast. After this, the focus changed to my 
testing	audience.	Their	feedback	led	me	to	the	fi-
nal system setup that will be presented here.

 Having deconstructed the found infor-
mation in logical divisions, the construction of 
the system will take place. The system takes the 
same order as the parameters discussed earli-
er,	 at	 first	 the	 conceptualization	 parameters	 will	
be introduced and the creation parameters will 
follow	by	means	of	gamification.	The	same	way	
Tolkien did with the Tengwar script. Providing an 
extensive history to the Elves who use the script 
which	enriches	the	script	itself.	Without	the	history	
that Tolkien gave to the Elves, the Tengwar script 
would not have become the script that we all know 
today. It can be understood that by implementing 
the	 characteristics	 of	 a	 group	 first,	 the	 changes	
in the script will follow. Thus collecting the con-
ceptualization	parameters	first,	hereby	answering	

the question that makes the subconscious deci-
sions more conscious. The parameters based on 
creation will then build upon the conceptual foun-
dation that has been created by providing visual 
features	that	will	fit	the	narrative.	
 The formation of the storylines will 
play a major role in the outcome of each possi-
ble cotdes, yet the stories a not the focus of the 
research. As mentioned earlier, a cotdes cannot 
exist without stories. The stories are the basis of a 
cotdes existence. For this reason, the parameter 
for the storylines was generated by means of an 
AI, allowing the visual narrative to play its needed 
role but not taking any focus away from the pro-
cess of creating the cotdes. In this way, it can be 
incorporated and used as just another parameter 
while still giving you the guidelines for simulating 
a balance between a sense of creative freedom 
and that of a helpful framework. The storylines 
provide structure without hindering your imagi-
nation, allowing you to create a cotdes that can 
aesthetically	 fit.	 These	 narrative	 base	 elements	
serve in providing each script with a more diverse 
environment to immersive the cotdes in.  
 Three  worlds were chosen with each 
their own storylines, as well as a custom world 
to	fill	 in	 freely	 for	people	already	 indulged	 in	 the	
world of fantasy and make-believe. These sto-
ries will be discussed more thoroughly in the next 
chapter.



- 54 - - 55 -cotdes type design Cconstruction of cotdes

International Master Reading Type and Typography

 Out of the conceptualization, we can 
say that the stereotypes (default knowledge) of 
the most well-known cotdes that exist are uni-
versally	 understandable	 (Koch,	 2012)	within	 the	
Western	world.
 This can be seen and further elabo-
rate	 on	 through	 Tolkien’s	 Tengwar	 script	 as	 the	
audience	will	 associate	 it	with	 ‘times	 long	gone’	
through our own histories. A time without technol-
ogy, the use of armor, swords, light by candles, 
and torches, and the existence of creatures out 
of folklore and legend, an age of dragons. Or to a 
time when we would travel through the stars like 
the oceans of our past and communicate with oth-
er beings that live outside of our known human 
universe. The writers have tried their best to de-
sign something of another world, something we 
as humankind would not recognize but in the end, 
we see human-like features and scripts based on 
Western	 structures	 in	 this	 paper’s	 selected	 cot-
des.

 The view of everything around us is 
shown in the cotdes. For this, the conceptualiza-
tion	parameters	are	important	to	deal	with	first.	If	

the audience knows the who, what, where, why, 
and how of a cotdes environment, the audience 
will make links within their past experiences, 
memories, feelings, and stereotypes to become 
the	 final	 noted	 parameters	 to	 their	 cotdes	 (Nor-
man,	2004).	
 All the acquired background informa-
tion will play a major role in the conceptualization 
of each cotdes and will assist in forming an overall 
mental	picture	of	what	could	be	the	final	aesthetic	
of the cotdes. Providing a clearer image of which 
surroundings	the	cotdes’	will	be	linked	in	a	larger	
storyline. 

 The stories on which the type design is 
based on will be integrated into my work with its 
own approach. The stories always carry the same 
common thread. AI is known for using existing in-
formation	 on	 the	 Internet	 (Gurung,	 2023).	 It	 will	
combine common features of storylines to make 
it its own. This way incorporates the common 
knowledge that is already out there in the world to 
newly constructed worlds the cotdes can exist in. 
When	asked	ChatGPT	 itself	about	 ‘What	 is	arti-
ficial	 intelligence?’	 and	 ‘Where	 do	 you	 get	 your	
sources	from?’,	this	is	the	answer	it	gave	me:	“As	
for sources, I have been trained on a mixture of li-
censed data, data created by human trainers, and 
publicly available data. I do not have direct access 

5.1 CONCEPTUALIZATION BEFORE THE 
 COTDES CREATION to my training data or know where it came from. 

In order to provide me with a diverse range of lan-
guage patterns and concepts, however, OpenAI 
used a variety of sources, including books, web-
sites, and other texts, to train me. My knowledge 
is based on the data used to train me and my 
ability to generate language-based responses.” 
(ChatGPT, n.d.-b)

Images of Zalanthea generated by Hotpot AI generator (Hotpot.ai, n.d.), using AI-generated world 
descriptions by ChatGPT (ChatGPT, n.d.).

Images of Cynosure generated by Hotpot AI generator (Hotpot.ai, n.d.), using AI-generated world 
descriptions by ChatGPT (ChatGPT, n.d.).
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Images of Arcadia generated by Hotpot AI generator (Hotpot.ai, n.d.), using AI-generated world 
descriptions by ChatGPT (ChatGPT, n.d.).

 To create each world, AI was asked 
questions regarding the creation of new sto-
rylines.	The	first	question	was:	‘Can	you	make	me	
X different world descriptions of both fantasy and 
science-fiction?	These	fantasy	and	science	fiction	
worlds can be divided, combined, or combined 
with multiple storylines. The one thing they need 
to have in common is a writing system, mediums 
that are used for these writing systems can vary. 
This writing system can belong to one group of 
creatures,	or	it	can	be	universal,	you	may	decide.’	
By this question, the general direction of the world 
was required without pushing too much detail on 
the participant. This way the participant can pro-
cess this information and is still able to envision 
their own version of this world. This gives the op-
portunity for the world to be interpreted in many 
ways in which the then script can vary in the de-
sign	outcome.	Who	 is	going	 to	write	 it,	 on	what	
material, and with which purpose? These ques-
tions were answered in the results.
 The second question was: Can you 
give me a short but detailed world description for 
X,	Y,	and	Z?	More	specifically,	descriptions	of	the	
buildings (materials and placing), transport, and 
mood? The same counts here too, again an open 
enough question for a targeted answer which is 
still open to interpretation. For example, if the text 
says;	‘The	brick	towers	grew	over	the	bushy	for-
est	surrounding	it’,	the	participant	can	still	create	

the	general	look	and	“feeling”	(idea)	of	the	tower,	
without limiting it to shapes or style, unless this is 
needed in terms of the story of course.
	 The	third	question:	‘Can	you	give	me	a	
description of what the creatures in this world look 
like?’	Here	 the	different	 creatures	get	 described	
so the participants, who are not as well versed in 
the possible creatures and their names, are able 
to understand the very basic physical attributes 
and possible powers, abilities, and so on.  
 The structure of each new world de-
scription is the same as the questions asked. 
First, The name of the world. These are also 
named by means of AI. After that, it will give you a 
general description of the world, its creatures, and 
beings, its architecture, transport, and mood. You 
can see this as a short introduction. Then you get 
the creatures that live in this world together with 
their descriptions. Here you also get the option to 
choose one of these given creatures to start the 
system from.
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Custom worlds

 This sheet of paper is left empty but 
with	 the	 same	 text	 as	 the	AI	 stories.	World	 de-
scription (including the name of the world) and 
creature description, together with small direc-
tions in the brackets.

(Custom	world	fill-in	sheet.	Kayra	Rommen	2023)		

Zalanthea (AI generated)

 In this world, magic and technology co-
exist in perfect harmony. The inhabitants of Zalan-
thea have developed a unique writing system that 
uses both magic and science to create complex 
symbols that can be read and interpreted by both 
humans and other sentient beings. The symbols 
are etched onto special crystals used for commu-
nication, education, and entertainment. 
 Zalanthea is a world of magic and 
mystery, where towering spires of polished stone 
rise from lush, enchanted forests. The wizarding 
academy is the heart of Zalanthean culture, a 
sprawling complex of ornate buildings and wind-
ing, cobblestone paths that wind through fragrant 
gardens and hidden grottoes. The buildings are 
crafted from a combination of shimmering quartz 
and enchanted wood and are adorned with intri-
cate carvings and glowing runes. The wizards and 
witches of Zalanthea travel by broomstick or en-
chanted carriage, and the air is alive with the hum 
of magical energy. The mood of Zalanthea is one 
of wonder and curiosity, as the inhabitants of this 
world are constantly seeking to unlock the secrets 
of the universe.

(Zalanthea	fill-in	sheet.	Kayra	Rommen	2023)

Cynosure (AI generated)

 A planet that orbits around a binary star 
system, Cynosure is home to a diverse range of 
species that have developed their own writing 
systems over time. Some use glyphs and sym-
bols, while others communicate telepathically. 
For species that employ glyphs and symbols, 
an assortment of materials becomes the canvas 
upon which their written language takes form. 
Elaborate scrolls made of aged parchment, em-
bellished with vibrant pigments extracted from 
native	flora,	carry	the	meticulously	crafted	glyphs	
of ancient wisdom. The most advanced species 
on Cynosure, however, have developed a neural 
interface that allows them to directly communicate 
with each other through their minds.
 Cynosure is a world of technology and 
innovation, where gleaming skyscrapers of steel 
and glass rise from the bustling streets below. The 
research labs and factories are the beating heart 
of Cynosurean culture, a labyrinthine network of 
interconnected buildings and monorail systems 
that stretch across the horizon. The buildings are 
crafted from a combination of reinforced steel and 
shimmering, energy-absorbing glass, and are 
adorned with cutting-edge holographic displays 
and interactive interfaces. The citizens of Cyno-
sure travel by hovercar or maglev train, and the 
air is alive with the hum of advanced machinery.

(Cynosure	fill-in	sheet.	Kayra	Rommen	2023)	

Arcadia (AI generated)

	 This	 world	 is	 a	 magical	 realm	 filled	
with mythical creatures and supernatural beings. 
The residents of Arcadia communicate through a 
system of intricate glyphs, reminiscent of ancient 
runes, which are no longer etched into ruins but 
rather imprinted onto a new medium that harmo-
nizes with the magical essence of the realm. The 
glyphs are imbued with magic and allow the in-
habitants of Arcadia to cast spells, communicate 
with each other over long distances, and even 
summon mythical creatures.
 The buildings in Arcadia range from 
grand castles and fortresses made of stone and 
marble to cozy cottages and homes made of 
wood and thatch. Many of the buildings incorpo-
rate magical elements, such as enchanted door-
ways and windows that can only be opened with 
a	specific	spell.	The	primary	mode	of	transporta-
tion in Arcadia is through magical means, such as 
flying	on	 the	backs	of	dragons	or	using	 telepor-
tation spells. However, some creatures still use 
traditional methods such as horses and carts to 
get around. The mood of Arcadia is one of wonder 
and adventure, as characters explore the magical 
world and uncover hidden mysteries and ancient 
prophecies.

(Arcadia	fill-in	sheet.	Kayra	Rommen	2023)
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Custom world fill-in sheet. Kayra Rommen 2023 Zalanthea fill-in sheet. Kayra Rommen 2023  
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Cynosure fill-in sheet. Kayra Rommen 2023  Arcadia fill-in sheet. Kayra Rommen 2023  
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5.1.1 CONCEPTUALISATION 
 PARAMETERS 
 EXPLANATION

 After having looked at the stories, and 
having chosen one of the four, the conceptualiza-
tion	parameters	will	be	filled	in	by	the	participant	
going	through	the	system.	Here	the	first	question	
is	(1.)	‘Choose	the	world	you	want	to	start	from’,	
referring to the custom or AI-generated worlds I 
have presented earlier. Once chosen, this world 
needs	to	have	a	‘main	character’	who	is	going	to	
write	 the	script	 ((2.)	 ‘Choose	creature	 from	your	
world’).	As	you	need	a	main	character	in	the	sto-
ry to write the cotdes, the generated world has 
a pre-set number of creatures from which the 
participant can choose. The idea of using crea-
tures is inspired by the concept of Dungeons and 
Dragons as here participants of that gameplay 
by means of supernatural beings. In the custom 
world,	that	the	participant	has	filled	in	themselves,	
they also get to choose the creature freely as well. 

 Choosing the world and creature pa-
rameters provides a basis for further building 
the new cotdes. The world and the creature now 
form a foundation on which to build the rest of the 
script. On this foundation, the participant will use 
the	following	questions	to	form	a	‘mental	picture’	

around the culture, personality, and environmen-
tal	influences,	and	shape	the	connection	between	
this	world	and	creature.	(3.)	‘How	do	you	see	the	
personality	of	the	culture	of	the	chosen	creature?’,	
(4.)	 ‘Write	 down	writing	materials,	 or	 the	 cotdes	
description,	 of	 the	world’.	 	This	makes	 it	 so	 the	
participant thinks more about the background in-
formation of everything and thus the background 
information of the cotdes creation. 
 The following questions within the con-
ceptualization part of the system are more so 
focused on the direct connection between the 
cotdes and the visual choices we make about the 
design. Here the questions will be asked about 
specific	 inspiration	 sources	 and	 visuals	 that	
come to mind when we try to conceptualize our 
cotdes. These inspiration sources refer to scripts 
we may associate with the earlier questions, like 
the	 connected	 personality.	 Warlike	 personality	
traits of a creature will feature other shapes than 
traits of elegance will (also referring to the kiki 
and	bouba	experiments	(Cuskley	et	al.,	2015	and	
Cohen-Garcia,	2016)).	These	questions	are;	(5.)	
‘What	shapes	do	you	connect	to	the	story,	crea-
ture,	and	writing	materials?’,	 (6.)	What	does	 the	
connected	 language	 sound	 like?’,	 (7.)	 ‘Environ-
mental	 influences;	 which	 thing	 in	 your	 environ-
ment	inspires	you?’,	(8.)	‘Which	shapes	will	occur	
most	often	in	your	cotdes?’

5.2.1 GAMIFICATION
 PARAMETERS  
 EXPLANATION

5.2 GAMIFICATION OF COTDES 
 CREATION

 After having dealt with the conceptual-
ization of the cotdes, we can move forward into 
the	 gamification	 aspect	 of	 this	 project.	As	men-
tioned	before,	Dungeons	and	Dragons	(D&D)	was	
a	big	inspiration	for	the	gamification	aspect	of	the	
system. Using the dice will give control of the cot-
des creation, but also limitations. The system can 
be used without the use of the dice. The questions 
that will be asked here can also be answered by 
choice, yet for most participants – as will show in 
the testing of the system, the creation of a whole 
new script on a visual level is too overwhelming. 
The questions may guide them through the pro-
cess, the dice will make this a lot easier and will 
make sure there is consistency. 
 After having created an overall picture 
of the world, its storyline, and creatures (charac-
ters), the actual design aspect of the cotdes can 
now come into play, in this case, literally.  

 There will be 3 different kinds of die, 
the	D8,	D12,	and	D20.	Each	of	the	needed	dies	
are mentioned with its corresponding parameter 
and its coinciding design restrictions that can be 
formed	from	it.	These	findings	came	with	a	com-
mon thread of design aspects that each of the 
existing cotdes had. Each die assigned to the 
parameter decides which parameter to choose. 
The designed aspects are then turned into design 
features, letting the participant roll the designat-
ed die to create a new and unique cotdes, that is 
aesthetically	the	right	fit	for	your	storyline.
	 These	gamification	parameters	 are	all	
about the writing aspect of cotdes creation. The 
moment when we focus on what the participant 
will write down on paper. These parameters will 
be:	 	 (9.)	 ‘Number	of	characters	 in	 the	script’	2	x	
D20,	(10.)	 ‘Number	of	strokes	per	character’	2	x	
D8,	 (11.)	 ‘Connected	or	disconnected	script’	1	x	
D8,	(12.)	‘Optical	writing	direction	in	the	character’	
2	x	D8,	(13)	‘Writing	direction	of	cotdes’	1	x	D12,	
(14.)	‘Extended	stroke	parallel	to	baseline’	1	x	D8,	
(15.)	 ‘decorative	elements’	1	x	D8.	Here	we	are	
going to go through them all one by one. 
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Cotdes system poster, Kayra Rommen 2023
Also included as a mini poster in the back of this thesis.

Parameter 9. (2 x D20) / number of characters
here	a	D20	 is	 rolled	 twice.	The	numbers	 thrown	
with the dice are added together to become the 
final	 number	 of	 characters.	 This	 parameter	 is	
based	on	that	estimate	of	12	to	40	characters	per	
script, yet lower numbers are also possible within 
a script. Here, smart use of decorative elements 
can help you out. 

Parameter 10. (2 x D8) / number of strokes
The number of strokes per character was a pa-
rameter	that	was	complex	for	people	who	weren’t	
into type design. That is also the main motivator 
as to why I show an example here. Even though 
this	parameter	was	more	difficult	for	some	partic-
ipants, I wanted to keep it in the system as it is 
an important aspect of type design. Every script, 
natural or constructed, has a system in which the 
number of movements per character -the num-
ber of strokes – shows a big importance in the 
recognizability of a script as well as the meaning 
that the characters carry as mentioned earlier by 
Changiz	and	Shimojo	(2005).	

Parameter 11. (1 x D8) / connected or discon-
nected script
On this note, building on the number of strokes is 
connected or disconnected script. This is based 
on a separate character writing system or a writ-
ing system in which the characters are connect-

ed. Some examples are the Latin script and the 
Hebrew script as a disconnected script and the 
Arabic script as a connected script. 

Parameter 12. (2 x D8) / Optical writing direc-
tion in the character
This is based on the direction of the lines in a 
separate	character.	For	example,	an	 ‘X’	has	two	
diagonal lines in two different directions that cross 
each	other	in	the	middle.	An	‘A’	has	two	diagonal	
lines in two different directions that meet on top 
with a horizontal line in the middle connecting the 
two	diagonal	lines.	And	an	‘O’	is	just	a	circle.	The	
alphabet is, as we have seen in the division of the 
number of strokes, mostly consisting of horizon-
tal, vertical, diagonal, and curved lines. 
nbvcAs goes for other natural scripts that have 
common shapes that come back in a set num-
ber of characters. Take, for instance, Cuneiform, 
which is crafted using a tool that leaves impres-
sions on clay. This gives a consistent recurring 
form – an elongated pyramid, mirroring the shape 
of the stencil that is used. Here, the combinations 
consist of vertical, horizontal, and diagonal lines 
of different lengths. This also refers to parameters 
5 and 8 where the use of shapes has been dis-
cussed	to	not	only	describe	the	general	“feeling”	
of the cotdes but also constancy in the cotdes. 
As a script is made recognizable with order, rep-
etition, patterns, structure, and style. So, if a cot-
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des consists of different shapes and directions for 
every character, the cotdes would no longer be 
recognizable as a script. 

Parameter 13. (1 x D12) / Writing direction of 
the cotdes
The writing direction conveys both the arrange-
ment of characters on the page and the way they 
are read. This can be from left to right like the Lat-
in script or from right to left like the Arabic script. 
But also, other writing directions are possible. 
This is also often taken advantage of when creat-
ing a cotdes. Because of the purpose of a cotdes, 
to make it feel otherworldly, recognition points 
like writing direction will be experimented with. 
As mentioned above, I created 12 different pos-
sibilities, each direction is connected to a number 
on the D12 dice. (no. 1) Spiral counterclockwise 
outwards, (no. 2) spiral counterclockwise inwards, 
(no. 3) spiral clockwise inwards, (no. 4) spiral 
clockwise outwards, (no. 5) left to right, (no. 6) 
diagonally right down, (no. 7) downwards, (no. 8) 
diagonally	left	down,	(no.	9)	right	to	left,	(no.	10)	
diagonally left up, (no. 11) upwards, (no. 12) diag-
onally right up.

Parameter 14. (1 x D8) / Extended strokes of 
cotdes parallel to the baseline.
This parameter refers to the ascenders and de-
scenders in the type design. Because of the 

term’s	 Latin-based	 origin	 and	 the	 participant’s	
possible limited knowledge about type design, the 
term	was	rephrased	to	‘Extended	strokes	of	cot-
des	parallel	to	the	baseline’.	
A D8 is thrown here with 2 following numbers ref-
ereeing to one possibility. 1 And 2 will refer to the 
letter within the x-height, meaning, no ascender 
or descender is used throughout the whole newly 
created cotdes by the participant. 3 And 4 will re-
fer to only the use of ascenders, 5 and 6 will refer 
to only the use of descenders and 7 and 8 will re-
fer to the use of both ascenders and descenders.

Parameter 15. (1 x D8) / Decorative elements
The inclusion of decorative elements is not an 
obligatory aspect of type design; thus, this param-
eter serves as the determiner of their use in the 
cotdes. The reason for leaving this as a part of 
the system is because of the use of diacritics in 
both natural and constructed scripts. This is only 
used when a script is based on phonetics. A script 
based on meaning will not use this. As this system 
concentrates purely on the visual composition of 
cotdes, distinct from linguistic considerations, and 
acknowledging that linguistics might not exert a 
significant	 influence	 on	 cotdes	 design,	 the	 ad-
dition of diacritics can contribute to its aesthetic 
appeal.	Hence,	it	finds	its	place	in	the	system,	po-
sitioned	as	the	final	parameter,	encapsulating	its	
supplementary role.
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 Collectively, my system underwent 
evaluation by 17 participants, from which the re-
sults	of	9	of	these	individuals’	works	were	put	 in	
the proof-of-concept result. The other not select-
ed works are no longer the correct representa-
tion	of	the	parameters	of	the	final	system	as	they	
were made throughout the creation of the system 
and not at the end. Meaning that the system has 
changed direction using questions, structure, and 
thus outcome of the results to which the results 
were	no	longer	corresponding	to	the	final	system.	

 The testing participants vary from type 
designers to fantasy lovers as well as people 
who have nothing to do with either of them. By 
doing this, it provided me with a good foundation 
of feedback on which I could collect honest and 
fruitful opinions. 
 For the people who had no interest in 
either world-building or type design had the most 
trouble making cotdes. The system was easy to 
follow for them but only needed some more ex-
planation	on	some	fields.	For	instance,	imagining	
a creature was not something that was easy for 
them, together with connecting personality traits 
to that creature. Yet the connection to the sound 
of a language this creature might speak (param-

eter	 6)	 was	 easier	 done.	 For	 the	 gamification,	
things	like	the	number	of	strokes	(parameter	10),	
optical writing direction in the character (param-
eter 12), and extended strokes (parameter 14) 
were the ones the participants asked for further 
explanation. Decorative elements (parameter 15) 
were	a	parameter	in	which	they	didn’t	know	what	
to do. This was most likely because of the open 
interpretation of the parameter. 
 The type design participants provided 
me with more parameters that they found were 
missing.	Not	all	of	those	are	included	in	the	final	
product or the parameters were merged. These 
parameters included connected and disconnect-
ed scripts and help phrasing the ascender and 
descender parameters. Their candid and open 
feedback and viewpoints were immensely valu-
able,	improving	the	system’s	chronological	 logic,	
and thereby ensuring its coherence and accessi-
bility.
 The individuals with an interest in fan-
tasy,	 science-fiction,	 and	 general	 worldbuilding	
will	be	referred	to	as	“world-building	participants”	
in the testing explanation. For the most part, they 
were	the	final	group	to	test	the	system,	this	being	
a deliberate decision. As an enthusiast of fantasy 
myself, I carried my own sense of direction and 

6.1	 SYSTEMS’	TESTING	DEVELOPMENTS
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was fortunate to be surrounded by people who 
share my passion. The overarching purpose of 
this project was to establish a system accessi-
ble to anyone keen on crafting cotdes, there was 
a need for diverse viewpoints. Yet, leaving the 
world-building participants as the last ones to test 
the system was to ensure that it made sense for 
them on a step-by-step order. As they are unfamil-
iar with type design they would not be able to pro-
vide me with typographical knowledge. Through-
out the cotdes creation journey, the input of select 
world-building participants helped me with what 
they	found	was	missing,	and	the	final	participants	
ensured it. As they are my target audience, they 
needed	to	understand	it	and	needed	to	find	it	use-
ful.

 Although the overall concept of giving 
your creature a backstory and having a living 
place or origin place of the creature is something 
that	 every	 person	 within	 the	 D&D	 world	 has,	
questions on the characterization of the world 
and creatures and implementing these in type de-
sign were oftentimes admired as something they 
wouldn’t	have	thought	of.	This	was	something	that	
felt	very	natural	to	them	to	stick	to	a	fixed	font	for-
mat without too much thought involved. 

 The AI-generated stories used in this 
system were received well. At the start of this 
story parameter, there were multiple AI-gener-
ated	stories	than	the	ones	presented	in	the	final	
output. This was done to give the participants 
enough opportunities to build their worlds. At the 
beginning of making this cotdes system, the inten-
tion was that the participants did not know which 
world they would choose. they would pick up a 
card in front of them with a description of the world 
on it. Over time this was narrowed down to three 
AI-generated worlds and one custom world. The 
goal of this research is to be able to prove my sys-
tem and this can also be done with 3 examples. 
The stories would otherwise become too large a 
part of the research, and ultimately overpower the 
system.
 The three AI-generated worlds repre-
sent different degrees of the generated worlds: 
a	high-fantasy	world,	a	science-fiction	world,	and	
a	world	that	fits	in	between	the	high-fantasy	and	
science-fiction	descriptions.	
 The custom world option was created 
due to the feedback from the world-building par-
ticipants who wanted to continue working from 

6.2 THE PROCESS OF THE GENERATED 
 WORLDS

 The project so far has also been greet-
ed with enthusiasm and interest, with comments 
ranging	from	“I	had	never	thought	about	this	be-
fore”	 and	 “This	makes	 creating	 a	 script	 easier”.	
Although some did comment that the dice were 
at times restrictive. As this comment came from 
Dungeon Masters themselves who loved the con-
cept but still wanted freedom when it comes to the 
actual script design parameters. But other than 
that, for individuals outside the focus group of this 
project, the system was received well.  

 Out of the testing of my system has 
been found that the approach to this concept is 
something	 quite	 new,	 and	 thus	 at	 first	 contact,	
quite overwhelming. Once the participants were 
at	 the	 gamification	 parameters,	 where	 the	 deci-
sions were made for them utilizing the dice, they 
started to envision their cotdes already. They 
have	told	me	that	at	the	gamification	point	in	the	
system, they started to understand the concept 

more	and	more.	Some	feedback	I’ve	gotten:	“The	
limitations through the dice would make it chal-
lenging	but	also	makes	sure	 it	 is	consistent.”,	 “it	
takes	me	more	time	to	think	about	what	I’m	going	
to	write	down”,	and	“This	would	be	useful	to	plan	
my next campaign (Dungeons and Dragons gath-
ering)”.
	 With	 the	 feedback	 that	 I	 have	 gotten,	
the research has come to a good point in which 
it	can	evolve	beyond	this	master’s	project.	There	
have been questions asked if I could share the 
system after my research was over. After the 
master, I will look for different options for this in 
which all aspects of the system are represented 
in their value. So far, the use of an online platform 
seems the best choice as this way makes the 
sharing process easier and ensures that it ends 
up with the right people.

 This project will be shared with the 
world and reach the target group for which it was 
created. I want participants to experiment and 
have fun creating cotdes in a way that helps them 
do so on the visual level. As for that is oftentimes 
the	most	difficult	choice	to	make.	
 A possible growth of this system is pos-
sible	as	a	way	of	reflecting	on	natural	scripts,	past	
or	present,	to	fill	in	the	holes	in	this	system	(as	it	
is a work in progress) and to do a thorough and 

their own created worlds. This has been listened 
to and therefore also applied. 

6.3 GENERAL REFLECTION ON THE 
 SYSTEM
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understanding	 reflection	within	 features	of	 these	
pre-existing natural scrips. I see the future of this 
project to better understand our writing systems 
as well as the writing systems we have created for 
entertainment and possibly unlock new pathways 
to understand scripts in general.

 The result of this project is limited in its 
output as it is still able to grow. More time and 
more	reviews	will	be	able	to	finetune	this	project	in	
a way that it can become accessible to everyone 
in the world, without the focus solely relying on 
Western	culture.
 Over time this project will grow into an 
archive with the results of the participants. It gives 
a nice representation of the different approaches 
to the same stories. The archive will collect the 
results of everyone who has participated. This 
data will be collected and is able to be researched 
again. 
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 Cotdes is an overlooked subject within 
the	professional	type	design	field	yet	plays	a	big	
role in conveying important narrative values. A 
well-made cotdes can give a constructed world 
an almost living soul. There are common fea-
tures in cotdes that can explain a story solely by 
design. The way Tolkien was able to represent 
the Elves in his created world Middle Earth was 
remarkable. By implementing aesthetics as well 
as intricate details he was able to show us who 
the Elves were without having to explain every-
thing by words. 

 However, crafting a cotdes from the 
ground up based solely on visual elements pres-
ents	a	big	challenge.	While	fantasy	enthusiasts	
appreciate the incorporation of cotdes in narra-
tives, they often lack familiarity with the intrica-
cies of type design. Offering them a dependable 
system for creating their own cotdes addresses 
this gap and empowers them to participate in a 
deeper design process.
 This system, relying on the Tengwar 
script of Tolkien, has given fruitful information on 
guidance in cotdes creation. It made the concept 
more accessible in a coherent way. By following 
a logical order in the step-by-step construction, 
participants will be more likely to adapt to this 
knowledge on a conscious level. This is because 
of the highlighted aspects of subconscious choic-
es and exploration of design possibilities that the 
participants	wouldn’t	have	thought	of	otherwise.

 Through this research, cotdes have 
shown itself as more than mere design elements. 
They make a bridge between the realms of 
imagination	and	reality,	enhancing	both	fictional	
narratives and the appreciation of type design. 
This research has not only contributed to a deep-
er understanding of their impact but has also 
opened the door to a reinterpretation of natural 
writing systems. 
Cotdes will keep serving as proof of human 
captivation over otherworldly elements within the 
limits of their own imagination. 
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8.1 DATA COLLECTING SCHEMES.
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8.2	 CREATURES’	DESCRIPTIONS

AVIANS
Winged	beings	with	feathers	and	talons.	They	are	
skilled in aerial combat and communication.

CENTAURS
Humanoid creatures with the lower body of a 
horse. They are skilled in archery and horseman-
ship.

DRAGONS
Large and powerful, with scales and wings. They 
are revered as the guardians of the magical realm.

DRAKONS
Dragon-like creatures that come in a variety of 
colors	and	sizes.	They	are	intelligent	and	fiercely	
territorial.

ELEMENTALS
Creatures are made entirely of one of the four 
classical	elements	(earth,	air,	fire,	water)	and	can	
take on a humanoid form. They are masters of 
their respective elements and can manipulate 
them to their will.

ELVES
Tall and slender, with pointed ears and long hair 
that shimmers with magic.

GNOMES
Small and stout, with bushy eyebrows and beards. 
They are skilled in engineering and technology.

MOKRA
A gelatinous species that can change shape and 
color	at	will.	They	are	excellent	spies	and	infiltra-
tors.

NAGA
Serpentine beings with the upper body of a hu-
manoid and the lower body of a snake. They are 
powerful mages and skilled in martial arts.

NYMPHS
Ethereal beings embody the natural elements of 
the world, such as water, forests, or mountains.

TARK
An insectoid species with chitinous exoskeletons 
and multiple limbs. They are known for their engi-
neering and architectural skills.

UNICORNS
Elegant and graceful, with a single horn on their 
forehead. They are symbols of purity and good-
ness.
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8.3 TESTING RESULTS FROM FILL-IN SHEET
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