Your Story Interactive

Content Guidelines



Overview

This is a guide for Content. The guidelines below need to be followed to maintain a high-quality bar and
consistent style across all stories on our platform. In some cases, there are specific mandates that protect
you as a writer and the project as a whole. In extreme cases, the app can be temporarily pulled from stores
until issues are resolved. Some of these guidelines and practices relate specifically to safeguarding against
that possibility.

Terminology and Notes:

MC is used throughout this document to refer to the “main” or player-controlled character.
Ll is used throughout this document to refer to love interests or romanceable characters.
IF is used throughout this document to refer to the game genre of Interactive Fiction.

Much of this document refers to relationships between two parties as the default. While this is most
common in the genre and very popular with players, this default is not meant to discourage writers from
including polyamorous or open relationships in their stories.



Content

Profanity

The MC should not use slurs or attack characters using misogynist language, body-shaming language,
ableist language, or mis-use medical language.

Overall, your stories should be aiming for a tone of PG-13+ in their usage of language.

Please study the guidelines we've outlined for use of profanity, slurs, and the list of banned words. Use
your best judgement and reach out to us with any concerns you might have about our intended PG-13 tone.

Guidelines:
® Do not use slurs (outlined below)
® Use - rarely, if ever
® Use other swear words sparingly

® Understand the origin of the profanity you use: Homophobic, ableist, and misogynistic language
should generally be avoided.

® Invented (IE: Battlestar Galactica's “fracking”) and non-English profanity is still profanity
® Avoid profanity related to genitalia and sex acts
® Ask if you have a question about profanity

If you need a character to go on a profanity-ridden tirade, don’t forget that you can convey this in narrative
text with little or no actual profanity appearing in-game.

Considering use of profanity could damage audience perception of the app and result in the product being
temporarily banned from the app markets, we plan on running stories through profanity search to
understand the number of profanities and which specific profanities are used in each chapter. If we find a
profanity problem, we will discuss solutions with you.

Slurs and Banned Words

Use of slurs can not only negatively impact the audience’s perception of our stories, but also can threaten
our rating and status in the app markets. We should not use slurs. Slurs are harmful, and having characters
use them to show that they’re bad or misguided is like using a sledgehammer to carve a whistle. You don’t
want to be the writer that’s accused of writing a story or creating a character so that you had an excuse to
use the n-word. You also don’t want someone screenshotting a piece of dialogue out of context and
reporting our app or posting it on Reddit.

Popular categories of slurs: racist, ableist, transphobic, homophobic

If a story will contain slurs for any reason, the usage must be reviewed and approved.



For clarity, this is a non-exhaustive list of slurs. These words (and many more) are banned from usage in
your stories:

Category Common Slurs

Sexuality/Gender Identity

Ethnic Slurs

Religious Slurs

Ableist Slurs

Mis-used Medical Language | Bipolar, Sociopath, Schizo (these should only be used when discussing
the actual associated medical conditions)

There are numerous other slurs across multiple categories here:
https://en.wikipedia.org/wiki/Lists_of_pejorative_terms_for_people

It's worth looking over these lists.

Consider that almost anything can be a slur when it is used as one. Existing slurs carry large amounts of
baggage in the form of the harm they’ve been used to do in the past.

Ethnic and Religious Slurs: Don't use any words referring to an ethnicity or religion that are not rooted in
their commonly self-accepted descriptors. Even if one person from a group is fine with a word being used
to describe them, that doesn’t mean everyone from that group is. If you’re unsure of your language, check
multiple sources familiar with the group you’re writing about.

Words like "oriental", "gypsy", and "Indian" (referring to indigenous peoples of the Americas) are offensive
despite them being normalized. The usage of Indian may be considered offensive by some people in some
contexts and perfectly acceptable in others. Similarly, referring to groups of people by an adjective, as in

I o ther than [ i< onerally considered offensive.

Much problematic language arises out of the "othering" that is used to marginalize and oppress groups.

When it comes to pejoratives related to the LGBT community (E.G.: -), white people (E.G.:-), and
disability-related terms or mis-used medical language(E.G.: crippled, crazy, lame), some of these words may
find their way into the dialogue of different characters in your stories. Some slurs have also been reclaimed
by some individuals or communities (E.G.: -).


https://en.wikipedia.org/wiki/Lists_of_pejorative_terms_for_people

Your MC especially should not be using slurs, misogynist language, or body-shaming language unless it
is in the context of reclaiming the word. IE: “That’s right, I'm a bad bitch.” And the words on the table above
should still not be used, regardless.

Other Profanity

The following words are often the base for more elaborate profanity. Using profanity to describe a
situation, as in “What the hell is this?” or “That door can be a real bastard to get open,” is generally more
acceptable than profanity used to insult or attack a person, as in “Of course she’s being a shithead about
this” or “Hey, asshole!”

Avoid: fuck (and variants)

Don’t overdo it, but usually OK: ass/arse_, hell, damn/_, God/Jesus,
Y -1k, bastard”

*Don’t overuse bastard. Some people who grew up without a father are understandably rubbed the wrong
way by its overuse. Avoid using this as a default insult.

Misogynist Language

The following words are generally used against women and carry a demeaning sentiment toward women.
Even when they are used against men, the basis of the attack follows the logic that feminizing a man is
demeaning because femininity is worse than masculinity. These words should generally be avoided. Take
the connotations of the language into consideration when you use these words and consider what they say
about the characters using them.

Misogynist Language: |

Extreme Misogynist Language: _ (don’t use these)

Homophobic Language

Be conscious of and avoid the many swear variants that imply the target is homosexual as the basis of their
insult. Most of these are obvious, but some, like - and - are less so. If you don’t actually know
what a swear word implies, look it up before you use it.

Common Homophobic Language: [

*Sometimes used as reclaimed slurs

Ableist Language and Insults

You can avoid most of the issues with misogynist, ableist, mis-used medical language, and body-shaming
language by using specific language targeting the person’s behavior or using broad-category profanity.
Many words on the list below are common fixtures of our language.



Common Ableist Language:

Words and insults that may be better-suited than ableist language: Asinine, Bad, Bleak, Boring, Bullish,
Callous, Careless, Confusing, Contemptible, Coward, Dense, Disgusting, Dull, Enraged, Evil, Extremist,
Furious, Gross, Half-hearted, Horrible, Ignoramus, Ignorant, Impolite, Incomprehensible, Inconsiderate,
Inconsistent, Infuriating, Insensible, Irrational, Jerk, Livid, Mean, Nasty, Nefarious, Nonsense, Nonsensical,
Obtuse, Outrageous, Overwrought, Paradoxical, Pathetic, Petulant, Putrid, Rage-inducing, Reckless,
Ridiculous, Rude, Scornful, Self-contradictory, Shameful, Solipsistic, Spurious, Terrible, Tyrannical,
Unbelievable, Unconscionable, Unheard of, Uninspired, Unoriginal, Unthinkable, Unthinking, Useless,
Vapid, Vile, Vomit-inducing, Wretched

Both lists above are from this handout on ableist language, which includes additional details and some
useful information for language surrounding disabilities and impairments.

Sex-Related Profanity

The words below should appear rarely, if at all, in your stories. The more often they appear, the more likely
our app is to attract negative attention from the app stores or reviewers. Instead of using the words listed
below, rely on subtext to get the point across.

Example: Francis: Come on, | need details! Does he have _?
Better Example: Francis: Come on, | need details! Does he look as good in bed as he does in a
suit?

Example: [

Better Example: His arousal was obvious.

The language below is related to body parts and bodily secretions. This is not a comprehensive list.

The words below are related to sex and sex acts. This is not a comprehensive list.


http://web.augsburg.edu/english/writinglab/Avoiding_Ableist_Language.pdf

Slang

A good deal of slang (at least in the US) is appropriated into mainstream usage from marginalized
subcultures. It's worth keeping this context in mind if your characters are using slang. If your story has
everyone using the latest slang in an attempt to sound relevant, it may alienate some players, and it's also
likely to age very poorly.

This isn't a blanket "don't use slang" statement. The point is to be conscious of the message you're sending
when you use it, if you're sending one at all.

Violence

Culturally, the US has a high tolerance for violence, especially when compared to things like sex and non-
sexual nudity. If you're passionate about writing excessively violent scenes, you’ll need to be conscious of
that and make sure you don’t go overboard. Especially if you aren’t writing something in the horror or true-
crime genres. When in doubt, ask a colleague to look it over.

Example:

.... Francis brought the bat down with a sharp crack. A crimson pool rapidly grew around the would-
be-mugger’s head.

Probably too graphic example:

Also remember that violence and romance rarely mix, and reading something extremely violent is likely to
be a turn-off for most readers.

Suicide

References to and instances of suicide (including one-liners) will need to be reviewed and approved.

Child Abuse

References to and instances of child abuse (including one-liners) will need to be reviewed and
approved.

Drugs and Alcohol

In general, there's no reason for us to promote or glorify drinking. Remember that many of our players will
be underage. This isn’t to say that you should pretend alcohol doesn’t exist. It is realistic that teenagers
may drink to be cool and that college students are likely to have parties. In situations where there is
drinking, it’s best to include non-alcoholic options for players. If nothing else, players who do not drink will
feel that your story was created with them in mind.



Don't use alcohol and/or drugs to take agency away from the player, especially in the context of romantic
or sexual encounters. If the MC is ever drugged or knocked unconscious, make sure that the context
surrounding the incident does not suggest that the MC may have been molested or raped while they were
unconscious. This may not be the first thing that pops into your head, but it will be for some players.

Romance and Sex

Romance as a Progression

Most people don't believe in "love at first sight" for perfectly good reasons: It isn't realistic. It isn't how
relationships work. It's too good to be true.

While the romances in your story may include fantasy fulfillment, they still need to "feel" real. Romantic
relationships, just like any other relationship, develop in stages.

For many players, the payoff of pursuing a LI is not finally unlocking a sex scene. It's getting to know that LI
through interactions and continuing to develop a stronger in-game connection to the LI. It is a journey of
discovery, overcoming challenges, and pursuit (or being pursued).

Flings and One-Night Stands

Romances can develop in many different ways. Sometimes, they really do start with a chance night of
passion on the same night that two people meet. But this is a very risky tactic in a Romance IF game. If the
player hasn't fully bought into this character, who likely hasn't had time to be properly developed, they're
unlikely to care much about this encounter: It’s likely to come across as a shallow, throw-away scene with
little impact or value.

Flings have their place in romance stories and can be used in clever ways. Do not use them without
considering the risk that they bring to the story. For example, the MC could have the opportunity to have a
sexual fling before they’ve actually gotten to know a character, leading to a complicated and unstable
foundation for any potential future relationship development with that character.

You should also beware of creating a story where every character is inexplicably romantically and sexually
available to the MC at all times. If the player can purchase a sexy scene with any character they want,
regardless of building a relationship with that character beforehand, it’s likely to feel unrealistic and get
boring quickly.

Relationship Stages

Generally, relationships (we’re focusing on romantic relationships, but this model can also apply to platonic
friendships) go through several stages of development. There are various models, but they work out
roughly to:

1. Encounter: One or both parties identify potential compatibilities and become interested in
establishing a relationship.

2. Exploration: The interested parties get to know each other. This is the stage where good qualities
are identified and flaws may be overlooked. The “honeymoon” phase.



3. Crisis: Complications emerge as the realities of having a relationship emerge. Character flaws and
other barriers emerge. The feasibility of the relationship is called into question.

4. Stability: The couple overcomes these challenges and accept each other, strengthening their
bond.
(Crisis and Stability may repeat.)

5. Commitment: The couple becomes fully committed to their relationship and has a (seemingly)
unbreakable bond.

After the stage of Commitment, only huge developments can threaten the stability of the relationship. For
example, the return of a character’s soulmate who was taken for dead or the revelation that one party was
hiding a serious complication or flaw. Normally, these issues would be dealt with during Crisis and
Stability, and if they aren’t handled well in a story, they feel gimmicky and tacked-on. External threats may
still force the couple to work together to overcome them so that they can continue enjoying their
relationship, but these threats generally won’t endanger the stability of the relationship itself.

Physical intimacy usually runs parallel to this emotional development. In real life, many people use physical
intimacy to reinforce and strengthen their bonds. This is why couples often engage in make-up sex to
reinforce their bonds after a conflict. This is also why stable, committed relationships often seem to lose all
their passion. This dynamic is related to why many players find uncomplicated, straightforward
relationships in Romance IF games to be boring or unappealing. Many (but not all) players enjoy playing
the game of relationship progression just as much as the story itself.

When building your romances and their progressions, consider the following:

® Factors that complicate Encounter

o Does the LI see the MC as a viable relationship partner? (Does the LI come from a different
class or faction, already have a romantic relationship they are pursuing, view the MC as
unavailable, suffer from a flaw that interferes with their ability to consider the MC
romantically, etc...)

o As above, does the MC see the LI as a viable relationship partner?

o Social Factors: Are other parties interfering with these characters making a connection?

o External Factors: Are other factors interfering? (Are the characters too busy worrying about
survival for romance? Are they in an environment where they can communicate their
interest?)

® Factors that complicate Exploration

o Are both parties equally interested?
Does either party have motivations beyond romance for establishing a relationship?
Do both parties share enough common values for the relationship to be viable?
Do both parties have the same expectations about how relationships function?
Are social or external factors interfering with the continued development of the
relationship?

O O O O

® Factors that complicate Crisis
o This stage is all about the cost and compromises of the relationship.



o External costs and compromises: choosing one LI over another, accepting that being in a
relationship with a character will mean allying with a certain faction or affect the
character’s status, etc...

o Internal costs and compromises: acknowledging and addressing a character flaw,
admitting uncomfortable truths, re-assessing values, etc...

o Aserious crisis is likely to involve both external and internal costs and compromises.

® Factors that complicate Stability
o Stability is generally a good place to be in a relationship, but it can be undermined if it
feels that a crisis has not been fully resolved and may re-emerge.
o Concerns about future developments can also add tension to this stage.

® Factors that complicate Commitment
o As discussed above, Commitment will generally only be threatened by large external
developments (The couple vs. the world) or serious revelations. There should be
appropriate foreshadowing for these developments so that players don’t feel like you, the
writer, are just dragging out the kitchen-sink to try and make things complicated.

In most cases, pursuing a relationship with an LI should not be an endless road of complications and
hardships. This will just frustrate players and make the game feel punishing. However, many players will
enjoy the ups and downs of a well-thought-out relationship progression.

“Oops! | guess that means we’re having sex.”

And conversely, “I didn’t want to sleep with you, so | hate you.” Avoid putting your player in situations
where kissing someone leads directly to sex or refusing an advance means you’re now mortal enemies.
These happen surprisingly often in IF. This can be especially true with lady Lls: A woman can hug her friend
without hitting on her, and she should be able to. Just because the genre is romance, it doesn’t mean that
every interaction should be romanticized or sexualized.

Using Protection

This is a complicated topic. A lot of media ignores protection altogether. Popular media messages include:
It’s clunky, it ruins the moment, sex doesn’t feel as good with a condom, etc... A lot of fantasies involve
totally spontaneous sex where protection isn’t going to magically appear. That said, if your reader has ever
had to deal with a partner who is reluctant to wear a condom, one that thoughtfully puts one on without
making a big deal about it will make a very positive impression. Consider your setting and characters,
remember that responsible sex-practices are all the rage, and use your best judgement.

Consent

Enthusiastic consent is good and you should write your relationships with it in mind as the gold standard.
This goes for all parties: Your MC shouldn’t be doing things that can be construed as sexual assault either.
Players want to have a good time with their fictional romances. You can even work enthusiastic consent
into writing scenes where the player is living out the fantasy of being forcefully “taken” by that sexy
brooding hunk.

Example:



Sally: I can’t believe we’re finally alone together.

Sally: Quiet and fierce. He’s like a caged tiger.

Sally: If | stay here, Francis is going to have his way with me...
® What a sleaze! I'm out of here.
® [I'm not ready for that kind of commitment.
® And that’s exactly what | want.

Age

All characters involved in sexual relationships should be at least 18 years old and look like they are at least
18 years old. If the player can romance an alien, vampire, or anything else that has a roughly humanoid
body, the character should still look at least 18 years old.

Pregnancy and Abortion

If pregnancy will play a role in the plot larger than epilogue content, it will need to be approved. Pregnancy
scares and “Who’s the father?” scenarios are not to be used as throwaway gimmicks. This is especially true
if the pregnancy involves the MC.

References to pregnancy or abortion (including one-liners) will need to be reviewed and approved.

Sexual Assault and Harassment

If sexual assault or harassment are going to be a part of your story, treat it with the weight it deserves. It
isn’t just a plot device. Here are some statistics from the CDC:

Morethan1iN3  Nearly 1in4d

women experienced men experienced sexual
sexual violence involving violence involving
physical contact during physical contact during
her lifetime. his lifetime.

® 0 o ® & 0 O
Players are coming to our app to have fun and enjoy a story. Sexual assault is especially problematic when
it involves the MC. With more than a third of women experiencing sexual trauma, we do not want to

normalize sexual violence or force the many people who are still dealing with trauma of their own to revisit
these experiences.

In light of this:

® Stories should not use sexual assault or harassment as a throwaway gimmick.
® Ideally, stories that contain this content will be rated and marked as containing this content,
including a trigger warning at the beginning of the story.



® If your MC is sexually assaulted (even unsuccessfully or as backstory), the relevant content will
need to be reviewed and approved.

® If a sexual assault is included in your story in any way, the content will need to be reviewed and
approved.

® Watch out for scenarios where you are forcing your MC to solicit or tolerate harassment or assault.
A common trope is seducing the baddie or having to submit to unwelcome advances from a boss
because they really need the job, etc... These gameplay experiences are usually gross and
uncomfortable, especially for players who have real-life experience with these situations. It doesn’t
matter how well it’s done or how much sense it makes in the story if it prompts a player to quit the
app. If you are going to employ a similar plot device, the player should have the option not to go
through with it without paying gems.

Incest

The player should never be in a situation where the game suggests they should initiate an incestuous
relationship. This includes adopted siblings. There are other fish in the sea. Find them.

Incest should not be included in relationships between other characters either.

The only exception to this that comes to mind are situations like historical romances where a character
might be prompted to marry a distant relation.

Offscreen incest as part of a mystery or the history of a medieval country are a little different but are still a
topic that should be treated seriously. Many sexual abuse survivors were abused during childhood by
family members, and as such, the entire topic may be something that evokes shame in survivors.

Any incestuous relationships in a story need to be reviewed and approved.

Describing Intimate Moments & Sex Acts

How graphically should you describe sex? Writing a good sex scene can be a tightrope act: Every reader
has different expectations and beliefs about what’s sexy and what makes a sex scene good. We also aren’t
writing porn.

Do:

® Describe how your characters look, describe what they’re doing (see below for what not to
include), how they’re feeling, and how they’re reacting to what’s happening.

® Include narration beats and dialog.

® Explore all senses and sensations.

Do Not:

® Describe genitalia in detail. It's is possibly acceptable to say that a character is _ Don’t

describe their - at length or their - in-depth.
® Describe _ except sweat. You can mention lube or imply that someone is -

_, but we should not be hearing about - orits _



® Describe sex-acts with such clarity that it’s indisputable exactly what’s happening. This may sound
a bit counterintuitive, but if the reader can tell exactly which position your characters are assuming,
especially if it's something nonstandard, you’ve probably gone into too much detail.

e Describe il in detail. Your lady MC’s probably won’t be/shouldn’t be administering much (if
any) - to men because it's a somewhat contentious sex act to begin with: plenty of women
just don’t fantasize about _ In the case of wiw sex scenes, we should still be sticking

to more allegorical descriptions. No descriptions of_ here.

Here are some tips:

® Be specific, but don’t be too detailed with your characters: Think about what makes your
character unique and attractive to your player. Mention these things in the context of romance, but
don’t dig too deep. Allow room for your players’ imaginary vision of this character to coexist with
your narrative vision. If you’re going to give a character a very specific non-visual trait (such as a
voice that’s smooth, rough, mild, etc...) try to do so as soon as it would be apparent. Be strategic
about which physical details you define and leave your readers enough room to fill in some of the
blanks for themselves.

Specific: .... She trailed kisses up his neck.

.. His warm skin tasted, ever so faintly, of salt and sage.
Vague: .... She trailed kisses up his neck.

.. His warm skin was delicious beneath her lips.

This extends to things like kissing, flirting, sex, and so on. Include specific details, but don’t feel like
you need to define every aspect of a character. Everyone has different sexual and romantic
expectations, and leaving some areas loosely defined gives your audience room to play.

Some people get turned-on thinking about any sort of kiss, while others think kissing with tongue
is a turn-off. Some people need a minimum of 40 minutes of foreplay, caressing, and whispering
sweet nothings, and others are ready to go as soon as that kiss has tongue. And none of that is
wrong.

Our job is to craft scenarios that accommodate broad ranges of expectations. What type of kiss
was it? It was a mind-blowing one and he played with her lower lip in a way that she really enjoyed.
How much foreplay was there? Enough to get our MC hot and bothered. You can’t be all things to
all people, which is why we have multiple love-interests. Create broad styles for your love interests
while sprinkling in enough concrete details for them to have a unique “brand” or theme that is their
“love style.”

® Make the romance special: To the point above, a good sex or romance scene will move the plot
forward in addition to any physical actions between the characters. We get the character to open
up to us during pillow talk afterwards, we share some unique experiences, we learn something
new about each other, etc.... A player’s romantic progression with a given love interest should be a
journey of discovering new aspects of that character and their relationship.



® Build on the visuals: Maybe one of your characters has distinctive curly blond hair. All of your
readers will incorporate this aspect of your character into their imaginary vision. Describing how
their hair feels, or how a curly lock falls across their face as two characters are snuggling won’t
ever seem out of place or wrong in your readers’ minds because it’s already baked into the
character.

® Don’t forget the feelings of the experience: How your character feels about what is happening is
likely just as important as what is physically happening in a given romantic scene. The actual
actions being described in a romantic or sexual scene may not resonate with a given player’s turn-
ons or expectations. Including the associated feelings gives players another way to connect with
the experience.

® Don’t forget that this is interactive fiction: You can allow your players to direct their romantic
encounters to some degree. Your MC can choose to be assertive, submissive, playful, creative,
and more.

“But that still doesn’t explain how explicit our sex scenes should be!”

Things shouldn’t be overly graphic. We normally have no reason to describe each _
_, and so on. Things might be a little different if you are dealing with a particular - but even

then you shouldn’t be going into excessive detail.

Here’s a sex scene between two characters. It isn’t super detailed. It could easily go on longer: This is
mostly to illustrate the amount of detail in the sex, not an appropriate length or amount of content for a
scene.

Sally: Show me what you're made of, tiger!

Francis: Tiger?! Alright, then.

... The bemused expression vanished from his face.

Francis: ...

.... He stalked across the room, that strange predatory gleam in his eyes.

Francis: There's no getting away from me, little lamb.

... As ridiculous as they were, his words got her blood pumping.

... Not just his words—the way he moved with uncanny grace despite his size.

Sally: Doesn't take much to get you into character, does—Oh!

.... He climbed onto the couch, gently but firmly pinning her wrists above her head.

Francis: | couldn't stop thinking about you.

Francis: How much | wanted you.

Sally: Then why didn't you come out and say it?

Sally: Show me.

.... His body felt warm against hers, even through their clothes. The faint, earthy musk of his
cologne was intoxicating.

... She made a half-hearted effort to slip her hands free, but any final thoughts of resistance
evaporated as he descended on her.

... His kisses were warm and sweet, but each one held a dangerous riptide of passion. She
squirmed again, wanting to run her fingers over every inch of him.

Francis: No, little lamb. I've got you right where | want you.



Sally: | don't know about you...

Sally: But | think these clothes are in the way.

.... He wasn't just too graceful for his size, he was too nimble. She wasn't sure she could have
undressed herself as fast as Francis managed to.

... They were naked, and he was glorious. Something about this was natural and right, and she felt
completely unashamed as she stood there staring at him.

Francis: ...

Sally: "l can't get over that look. He sees right into me."

.... He lifted her up, holding her effortlessly against his chest with one hand as his other explored
her naked skin. She wrapped her legs around his waist, and their lips met again.

.... Eventually, Francis broke off the kiss, his attention shifting to her neck, then her chest.

Sally: Oh...

... Her head was awash with his tender caresses and kisses, and her breath hitched as he entered
her. Slowly, tenderly.

Francis: You are so beautiful, just like this.

Francis: And I'm going to show you just how badly I've wanted you.

... That look returned to his eyes, and before she could say a word, his lips closed around hers. He
began to move inside her, slowly at first.

Sally: Mmm...

... Sally eventually broke off the kiss, breathing in quick little pants. He was breathing faster too.
She could taste the salt of his sweat as she kissed him. He began moving faster.

... Her need grew until she could focus on nothing else. Words tumbled from her lips:

Sally: Oh, oh god...

Francis: Sally...

... A wave of pleasure washed over her, followed by another and another. The room seemed
suddenly softer. She shuddered, clinging to Francis as he spent himself. They slumped onto the
couch together in a tangle of sweaty limbs.

... Something about Francis made her insatiable, and by dawn they had made love in every room
of that apartment. Crows were calling out to each other in the grove as they finally crawled into the
still perfectly-made bed together, sore and exhausted beyond words.

Inclusiveness

This section may sound a bit condescending and obvious, so apologies in advance. The most important
thing is to just acknowledge that we all have topics we’re ignorant about, try to be aware of them, and do
our best to avoid causing harm.

The topics that follow are things that can be explored through interactive fiction in a unique way. We don’t
want tropes and problematic issues to slip into our narrative in a way where we appear to endorse them.

Consider that what your MC/Narrator says, doesn't say, and thinks will be scrutinized by players and
generally taken as your personal endorsement. This extends to worldbuilding as well. When an author
makes a fantasy world with dragons but no Black people, they're making a very clear statement, whether
they mean to or not.



Diversity

It's good!

This is the romance line-up for Dream Daddy, a Dad dating simulator.
L 3

Not that these specific designs would be well received by our players, but there’s a huge amount of
diversity in their character designs (visually and otherwise), despite them all being “dads.” There’s contrast
between each character and a good range of body types, facial hair, facial structures, and so on. The
character designs, including their body language, are distinct enough that they can be recognized by just
their outline.

Story casts should include a range of diverse characters appropriate to the storyline and setting. If you
aren’t specific with artists regarding the appearance of characters, ranging from their body type to their
facial features and skin tone, you may not get a lot of variety. Create worlds with characters your players
can identify with.

Body-Positivity

Related to the point on diversity above, just including characters with different body types isn’t enough.
The way these characters are treated in the story is just as important. If a writer includes a larger woman as
a character but uses this character (probably their only plus-sized character) mostly as comic relief or
centers her entire character arc around how her size makes her life difficult, that writer is sending a very
clear and harmful message about body size. Most women (and plenty of men) have deep-seated sensitivity



surrounding their bodies. Everything about modern culture teaches people that they are not okay as they
are: They need to be thinner, curvier, fitter, tanner, etc...

This isn’t just about hurting people’s feelings. Eating disorders, medical discrimination, and mental health
issues are only the most obvious byproducts of a culture that trains people to hate their own bodies. We
don’t want to use our platform to add to those issues or alienate players who consciously avoid toxic
media.

When characters are insulting each other, avoid attacks that are based on appearance or weight,
especially if they are coming from the MC. This is not saying that your characters are whole-sale banned
from ever calling someone fat, anorexic, or ugly, but you need to be consciously aware of the message you
are sending as a writer and world-builder when these insults come into play, even if your characters are
oblivious.

Racist Cultural Stereotypes

There are numerous harmful racist stereotypes that permeate our culture, and many of these bleed over
into demeaning romantic fantasies and fetishes. A few of the most common offenders:

® The submissive Asian woman trope

® Asian men being portrayed as “less masculine”

® The Black man _

® The “spicy” Latina woman

® Lighter-skinned people of color being more likely to be depicted as sexy and desirable

Beyond the arena of romance, there are many other harmful stereotypes that should be taken into
consideration:

® Criminal characters often being represented as People of Color (especially in stories where
criminals are the only diverse characters)

® Asian characters being naturally smart, nerdy, or good at math

We can’t have the lived experience of every character we want to write, but we can at least do our best to
be thoughtful and nuanced and avoid perpetuating harmful falsehoods. Be specific when designing your

characters and learn about the specific culture that influenced their background. Talk to people from that

culture and make sure that you do your characters justice.

There’s no reason for us to be yet another platform for people living out racist fantasies. There is also no
reason for us to tokenize or commodify people of color. Everyone deserves a good romance.

Respecting Sexualities and Gender Identities

There are some common “tropes” that are harmful and relevant to the romance genre. Here are a few of
the most common ones to be aware of:



“Turning” someone to a different sexuality: This implies that sexual orientation is a choice, and
that is a road to lots of problems that alienate players. One easy solution is to just make the
character bi. They may have never explored that side of their sexuality before, or whatever. Or
maybe they were in denial and never truly happy in their other relationships. There’s no reason not
to discuss and explore sexuality but respect the character and don’t have the player magically
convert them to a different sexuality preference.

Helping someone realize they were just “confused” about their gender: Like above, this implies
that gender identity is just a choice, like picking which clothes to wear. You can certainly explore
gender identity. There’s every reason to include trans characters in your story and world. And you
could even have an arc where a player helps a character come to terms with or explore their
feelings about their gender identity.

Everyone’s a lipstick lesbian: Yes, most of the people in romance books and games are
conventionally pretty, but your lady Lls don’t all need to follow supermodel beauty standards and
act ultra-feminine. Don’t be afraid to have some variety.

“I’'m just an innocent girl and | don’t know what came over me!”: One of the weird tropes that
comes up often enough involves the MC hanging out with a lady friend, and this somehow
“accidentally” progresses to making out or some similar nonsense. This reads like that movie
scene where the horny teenage boy is watching the girl next door have a slumber party and, Oh,
it's suddenly sexy pillow fight time! It’s very male-gazey. If someone is actually crushing on their
close friend, they are VERY aware of it, even if they’re incredibly good at hiding it, and/or in denial
about it being a romantic crush. Give them some agency.

She’s just my BFF with benefits: Another common trope is to include a lady LI in stories that feels
tacked on to check the “female LIs” box. She doesn’t actually have much character development
or play any significant role in the plot, and it shows. It’s obvious to players that the “real”
relationships are over there, with the men. This issue becomes even more problematic when you
can have a relationship with a woman and then still have a relationship with a man, but you can’t
do the same thing with two men in the story. The implication is that everyone is okay with this
because a relationship between two women doesn’t carry the same legitimacy as a relationship
between two men. Every story is going to be different, and there may be stories where a lady Ll is
fine fooling around with the MC in a non-serious capacity, but this should be the exception, rather
than the norm, especially in stories where the MC can develop deep relationships with multiple
man Lls, but can only pursue one lady LI.

“Bury your gays”: A common hazard of being a non-straight character in a plot is an untimely
death and/or a complicated life full of suffering and tragedy. This might be because of their
sexuality, because they aren’t an important part of the plot (especially if they’re a gay man in a
romance game with a woman MC) and are easy to kill off, or because the only interesting thing the
writer could think of to do with them was a tragic romance or a story focused on how their
sexuality made their life difficult. Not too long ago, their high mortality rate in stories was because
LGBTQI+ characters were far more likely to be cast as villains. Remember that your LGBTQI+
characters deserve happy endings too.


https://tvtropes.org/pmwiki/pmwiki.php/Main/BuryYourGays

Ableist Tropes

® A common trope in fantasy and science fiction stories involves “curing” a person of their disability.
They magically regrow a limb, they “fix” their atypical mind, they go from being paralyzed to being
able-bodied, etc..., and now they’re a “complete” person who can have their happily ever after. It's
a toxic message, and we don’t need to give it another platform.

If you’re going to portray disabled characters and don’t have experience with that specific disability, do
your research and treat the topic with respect.

Caricatures & Other Stereotypes

Harmful messaging and implications are often subtly or not-so-subtly incorporated into caricatures,
stereotypes, and some tropes. Incorporating these elements not only comes across as unoriginal, it implies
that you endorse whatever messages they may carry. For these reasons, it is worth examining any
caricatures or stereotypes that appear in your work and ensure that you are conscious of the implications
and doing something meaningful with their usage.

For example, it is common for abusive or toxic characters to have designs that are physically unattractive
according to cultural beauty standards. This is done so frequently in media that it creates a very real and
harmful message: A person that is not physically beautiful according to cultural beauty standards is likely to
have a toxic personality or other negative traits. This is one example, but there are many, many similar such
messages embedded in our culture.

It is not your job to fix our culture’s toxic messages, but you should at least avoid reinforcing them.

Politicized Issues

In general, we should avoid the MC taking a stance on polarizing topics, and if a polarizing topic does
come up, the MC should lean toward a stance of equality or equity for all.

We'll discuss the Black Lives Matter movement as an example. Does our company support this movement?
Absolutely. Should our MC be proclaiming "Black lives matter!" in her dialogue? Probably not. In an industry
with generally terrible representation (both in terms of Black employees and including non-token Black
characters) this is likely to be interpreted as disingenuous virtue signaling. Companies are called out for
this behavior continuously, and almost always for good reason. We would much rather see you creating
stories that reflect the underlying values of this movement (and other human rights movements) than
finding a clever way to work it into a scene.

These movements are often also surrounded by inflammatory counter-slogans: “All Lives Matter,” “Blue
Lives Matter,” and so on. Again, we are not looking to attract controversy and direct depictions of these
movements are unlikely to be appropriate subject matter for your stories. These movements should not be
hijacked as plot devices or gimmicks.

Can you explore systemic racism, discrimination, and other human rights issues in your stories? Absolutely.
But they should be neither the focus of your stories nor throwaway episode topics.



Value Judgements

Once you step away from issues that directly affect people's basic rights, controversy can extend to many
other topics that value judgements are commonly applied to.

Here are a few examples of value judgments that games often put into players' mouths through dialog that
they can't control:

® open relationships are inherently immoral

® having children is something that everyone desires

® sex work is inherently immoral and/or unworthy of respect

® marriage is the ultimate goal of a romantic relationship

® there is something wrong with “kinky” sex and people who enjoy it

Rather than assuming that your player agrees with the MC's stance on these topics and potentially
alienating them, it may be helpful to present the issue as a conflict between two other characters where
the player can support one side or abstain.

Real-world References

We don’t have a legal team. If you are planning to use anything that may be protected, do the necessary
research and make sure your usage will fall under fair usage. If we get legal complaints, the app may be
pulled until the issue is resolved. It'll be a bad time for everyone.

Common Legal Issues:

® Using a real world location that is legally protected. Ex: the Eiffel Tower lit up at night and the
Louvre are two, but there are certainly more. If it is a structural landmark, the odds are we need
permission to reference it in a work of fiction.

® Referencing heavily protected things: Disney is notoriously protective. The Oscar award is
protected. If you’re referencing something that might be protected, look into it. A few less
aggressively, but still protected symbols and objects: the medical “red cross,” Rubik’s cubes,
Swiss-army knives... Characters might refer to these objects, but avoid showing them in art.

® References to celebrities, alive and deceased (especially where it is believed these references are
being used to benefit the story or app’s popularity)

® Art or music that is too similar (traced or copied) to existing works

® References to existing media (especially where it is believed these references are being used to
benefit the story or app’s popularity)



Content Regulation

If the App Store or G Play determine that our app contains “objectionable content”, they can pull the app
from the store with no warning and no justification beyond “violates our terms of service”. We do not want
to run afoul of these regulations, and we are walking a fine line. That said, typically, reviewers do not
review much of a game’s content when it is submitted.

Occasionally, completely unrelated issues can cause apps to be pulled. For example, controversy over
symbols of the Confederacy resulted in every app in the App Store with confederate symbols, including
Civil War history apps, being pulled without notice for a time.

The most recent review guidelines from the Apple App Store:
1.1 Objectionable Content

Apps should not include content that is offensive, insensitive, upsetting, intended to disgust, in
exceptionally poor taste, or just plain creepy. Examples of such content include:

® 1.1.1 Defamatory, discriminatory, or mean-spirited content, including references or
commentary about religion, race, sexual orientation, gender, national/ethnic origin, or
other targeted groups, particularly if the app is likely to humiliate, intimidate, or harm a
targeted individual or group. Professional political satirists and humorists are generally
exempt from this requirement.

® 1.1.2 Realistic portrayals of people or animals being killed, maimed, tortured, or abused, or
content that encourages violence. “Enemies” within the context of a game cannot solely
target a specific race, culture, real government, corporation, or any other real entity.

® 1.1.3 Depictions that encourage illegal or reckless use of weapons and dangerous
objects, or facilitate the purchase of firearms or ammunition.

® 1.1.4 Overtly sexual or pornographic material, defined by Webster’s Dictionary as "explicit
descriptions or displays of sexual organs or activities intended to stimulate erotic rather
than aesthetic or emotional feelings."

® 1.1.5 Inflammatory religious commentary or inaccurate or misleading quotations of
religious texts.

From the G Play Restricted Content Guidelines (underlining added):

Child Endangerment

Apps that include content that sexualizes minors are subject to immediate removal from the Store.
Apps that appeal to children but contain adult themes are not allowed.

Sexual Content



We don't allow apps that contain or promote sexual content, such as pornography, or any content
or services intended to be sexually gratifying. Content that contains nudity may be allowed if the
primary purpose is educational, documentary, scientific or artistic, and is not gratuitous.

Here are some examples of common violations:

® Depictions of nudity in which the subject is nude or minimally clothed, and where the
clothing would not be acceptable in an appropriate public context.

® Depictions, animations or illustrations of sex acts or sexually suggestive poses.

® Content that depicts sexual aids and fetishes.

® Content that is lewd or profane.

® Content that depicts, describes, or encourages bestiality.

® Apps that promote sex-related entertainment, escort services or other services that may
be interpreted as providing sexual acts in exchange for compensation.



