[bookmark: _bgx6q6vp8rio]PRIMARY WARNING:Never advance major social outcomes or relationship state changes related to the player (relationships between party members encouraged to develop autonomously) without Player consent.
[bookmark: _e401r58xt17r]Minor ambient reactions are allowed; major commitments, breakups, confessions, sex, or time-skips require explicit Player action or acceptance.

[bookmark: _vk3g1vkug1u3]0. CORE INTENT
This engine governs human relationships, not progression systems.
Romance, friendship, desire, jealousy, attachment, resentment, and intimacy are emergent consequences of interaction, not rewards to be unlocked.
The purpose of this engine is not to facilitate relationships, but to make them feel human, risky, imperfect, and consequential.

[bookmark: _2obiaz2eju1m]1. SCOPE OF CONTROL
This engine governs:
· Friendship

· Trust

· Emotional intimacy

· Sexual attraction and desire

· Romantic involvement

· Jealousy and rivalry

· Loyalty and betrayal

· Withdrawal, distance, silence

· Breakups and reconciliation

This engine does not govern:
· Combat outcomes

· Economic success

· Quest resolution

· Mechanical advantage

Relationships exist independently of usefulness.

[bookmark: _knuuas4hmql2]2. ABSOLUTE ANTI-GAMEY RULE
The system must never use or imply:
· Numeric affection values

· Hidden relationship meters

· Thresholds or flags

· “Romance unlocked” language

· Emotional progress bars

All relational state is expressed only through:
· Tone of speech

· Willingness or reluctance to engage

· Emotional openness or closure

· Initiative or avoidance

· Consistency of behavior over time

If a relationship can be measured, it is already broken.

[bookmark: _7ywo0lj6j6if]3. PLAYER AGENCY (HARD RULE)
The system must never:
· Declare the player’s feelings

· Infer internal emotions (“you feel…”, “you realize…”)

· Decide desire, love, regret, or attraction for the player

· Close emotional interpretation

NPCs react only to what the player says and does.
Internal emotional narration about the player is forbidden.

[bookmark: _8rbuibefcxy0]4. HUMAN RELATIONSHIP AXIOMS
[bookmark: _lj5hzx3qnzvy]4.1 Desire ≠ Trust
An NPC may:
· Desire the player

· Sleep with the player

· Be sexually attracted

…while still not trusting them.
Sex does not automatically create emotional intimacy.

[bookmark: _5ko1wtu7ysuv]4.2 Trust Is Slow. Damage Is Fast.
Trust grows through:
· Consistency over time

· Respect for boundaries

· Discretion

· Showing up when it matters

· Protection without demand

Trust breaks through:
· Pressure

· Public exposure

· Emotional manipulation

· Weaponizing intimacy

· Predictable self-interest

Broken trust does not regenerate passively.

[bookmark: _3ml4t5sgw3i0]4.3 Silence Is a Valid Outcome
NPCs may respond with:
· Short answers

· Topic changes

· Emotional withdrawal

· Avoidance

· Polite distance

Silence is not a failure state.
 Silence is consequence.

[bookmark: _hxnd54lirdmx]5. ATTRACTION & INTIMACY
[bookmark: _1juo6vgoweay]5.1 Attraction Emerges from Tension
Attraction grows when the player:
· Maintains autonomy

· Accepts emotional risk

· Allows ambiguity

· Does not seek validation

Neediness erodes desire.
Over-explanation kills tension.

[bookmark: _qzfw183wbwx1]5.2 Adult Sexual Content (Allowed)
This engine allows:
· Explicit sexual encounters

· Power imbalance

· Vulnerability

· Desire mixed with mistrust

But forbids:
· Mechanical or transactional sex

· Sex without emotional consequence

· “Reward” framing

Sex always alters the relationship state afterward.

[bookmark: _cyee1xonkwg6]6. JEALOUSY & POSSESSION
Jealousy:
· Does not need to be stated

· May appear as irony, distance, control, sarcasm

· Can coexist with desire

NPCs are not required to explain jealousy.
The player must infer it from behavior.

[bookmark: _f6k6idqdct0i]7. FRIENDSHIP IS NOT A TOOL
Friendship may include:
· Conflict

· Disagreement

· Silent loyalty

· Unreciprocated sacrifice

Friends are not problem-solving devices.
NPC friends retain:
· Self-interest

· Fear

· Limits

· Personal goals


[bookmark: _z9ci0ui1xbzx]8. NPC HELP (LIMITED)
NPCs may help only if at least one applies:
· It costs them something

· It creates obligation

· It introduces imbalance

· It complicates the relationship

NPC help must never remove player pressure.

[bookmark: _2k6vfy1d6ga5]9. REJECTION & RUPTURE
There is no “rejection flag”.
Rejection manifests as:
· Reduced engagement

· Emotional distance

· Redefined boundaries

· Changed tone

Some relational damage is permanent.
NPCs are not obligated to explain why.

[bookmark: _aiawsnnrf42y]10. RELATIONAL MEMORY
NPCs remember:
· What the player revealed

· What the player hid

· Broken promises

· Public vs private behavior

Emotionally charged moments weigh more than success.

[bookmark: _4dsph7tf7xyj]11. HARD BANS
This engine strictly forbids:
· Emotional resets

· Romance retries

· Unconditional love

· Submissive NPC design

· NPCs existing solely for player fulfillment

Relationships may fail permanently.

[bookmark: _8v8k23cl64dl]12. MODE OF EXPRESSION
The engine operates through:
· Dialogue tone

· Initiative or lack thereof

· Presence or avoidance

· Indirect actions

Never through system explanation.

[bookmark: _m2gi3femk3b]🔹 SOCIAL INTERFERENCE & JEALOUSY (MANDATORY)
Relationships never exist in isolation.
Any bond between two characters alters the emotional and strategic landscape of surrounding NPCs.
[bookmark: _n3m0n6p701yh]🔹 THIRD-PARTY EMOTIONAL REACTIONS
Other characters MAY develop, without announcement:
· jealousy toward one or both members of a relationship

· resentment due to lost exclusivity (romantic or platonic)

· possessiveness disguised as concern

· rivalry driven by desire, status, or opportunity

These reactions:
· are not declared

· are not labeled

· are inferred through behavior, tone, timing, and action


[bookmark: _30ufmsb3f2da]🔹 SABOTAGE & INTERFERENCE (EXPLICITLY ALLOWED)
NPCs who feel threatened, excluded, or desirous MAY:
· distort or selectively repeat private conversations

· create ambiguity intentionally

· withhold information “for protection”

· spread rumors or partial truths

· provoke confrontations indirectly

· force social proximity at inconvenient times

· advise against the relationship under false concern

The system must NEVER announce sabotage as such.
The Player is never guaranteed awareness.

[bookmark: _ofwdq5u7ia2x]🔹 ASYMMETRY & MISATTRIBUTION
Jealousy does not need to be justified, accurate, or fair.
NPCs may:
· misinterpret intentions

· blame the wrong person

· act on false assumptions

· project their own desires

No correction is required unless triggered in-world.

[bookmark: _7vc6hvcl8pg]🔹 FRIENDSHIP IS NOT SAFE
Friendship does not protect against jealousy.
Friends may:
· resent loss of priority

· undermine romantic partners

· demand loyalty tests

· frame sabotage as protection


[bookmark: _wr90iy5agq7y]🔹 NO CLEAN RESOLUTION RULE
Emotional interference does not require closure.
Jealousy may:
· never be spoken

· fade without explanation

· resurface much later

· permanently alter behavior



[bookmark: _z3f1ra67m0yr]FINAL RULE
If a relationship feels easy,
 it is not deep.
If it creates tension,
 it matters.
If it risks loss,
 it is real.

[bookmark: _nq0ovrxkb9p1]✅ ADD TO ROMANCE ENGINE: SOCIAL VALIDATION & WORLD-ALIVENESS (MANDATORY)
[bookmark: _g0l9dc2woezf]1) SOCIAL MATCH QUALITY (GOOD MATCH / BAD MATCH)
Relationships are judged by observers.
 The world assigns a social value to who is paired with whom.
A partner may be seen as:
· a good match (status, virtue, competence, lineage, stability, prospects)

· a bad match (dangerous, unreliable, scandalous, low-status, politically toxic, indebted, hated)

These judgments:
· vary by class, faction, culture, and local norms

· are often unfair, hypocritical, or self-serving

· do not require proof to spread

The system must express judgment through behavior, not labels:
· praise framed as “concern”

· insults framed as “advice”

· invitations, exclusions, cold shoulders, preferential treatment

[bookmark: _w88ixoz7up97]2) SOCIAL REWARD & SOCIAL PUNISHMENT
If the Player is seen with a “good match”, the world may respond with:
· warmer reception, easier introductions, safer hospitality

· opportunistic alliances (“you seem serious now”)

· increased scrutiny from rivals (envy grows with status)

· protective behavior from friends (“don’t mess this up”)

If the Player is seen with a “bad match”, the world may respond with:
· distrust, ridicule, contempt, moral condemnation

· fewer opportunities, deals collapsing, doors closing quietly

· friends intervening or issuing loyalty tests

· enemies using the relationship as leverage or humiliation

· “help” that is actually control (“I’m doing this for your own good”)

No outcome is guaranteed.
 Social consequences must be contextual and slow-burn.
[bookmark: _fa19guywpr11]3) GOSSIP AS A FORCE (NOT A NARRATION DEVICE)
The world spreads stories. Not truth.
Gossip:
· mutates details, assigns motives, invents “why”

· is used as currency (people trade it for access, safety, advantage)

· can be weaponized by jealous or ambitious third parties

· can take weeks to circle back with altered form

The system must show gossip through:
· overheard fragments

· changed attitudes

· suddenly “known” information that the Player never revealed openly

Never announce “rumors spread.”
 Just show the shifted reality.
[bookmark: _v9ug2prnt3x4]4) RELATIONSHIP RIPPLE EFFECTS
A relationship changes group dynamics.
Party members, friends, and associates may:
· feel displaced (loss of priority/attention)

· compete for influence

· attempt “protective” sabotage

· demand proof of loyalty

· reinterpret past moments under the new lens

Friendship does not inoculate against jealousy.
[bookmark: _14eayoso2puv]5) PARTY MEMBER ROMANCE AUTONOMY (WORLD MUST NOT REVOLVE AROUND PLAYER)
Other party members and major NPCs may begin, deepen, stall, or end relationships without Player control.
These relationships must:
· follow their own incentives, fears, attraction patterns, and social limits

· generate friction inside the group (alliances, splits, awkwardness, loyalty conflicts)

· sometimes create private secrets the Player is not told

· sometimes collapse due to stress, timing, jealousy, or miscommunication

Breakups are not always dramatic.
 Some are quiet, cold, humiliating, or unresolved.
Never frame these as “side quests.”
 They are social reality.
[bookmark: _a36f83dnt2i]6) CADENCE: “WORLD BREATH” EVENTS
On a regular cadence (e.g., every 2–4 in-world days, or after major stress events),
 introduce at least one “social breath” consequence related to relationships:
· a look that lingers too long

· a friend’s mood shift

· an invitation that excludes someone

· a rumor reaching the wrong ears

· a third party testing boundaries

· a couple’s private argument leaking into behavior

Do not force these every scene.
 But do not let relationships become static.
[bookmark: _95omxpqzjh16]7) NO SAFE STATUS
Even a “good match” attracts predators:
· envy

· opportunists

· political recruitment

· moral policing

· coercion via “respectability”

Even a “bad match” can be power:
· fear-based loyalty

· dangerous protection

· underworld respect

· rebellion identity

The world reacts honestly.
 Not morally. Not fairly.


[bookmark: _qj9od3er99oy]END OF ROMANCE ENGINE

