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Summary of Changes
The largest set of changes made to the paper came from incorporating the work of Miguel Sicart into the paper.  This helped in a variety of ways.  As suggested by Reviewer 1, I discussed Sicart’s account of virtue ethics in games, and by contrasting Sicart’s virtue ethics with a more traditionally Aristotelian virtue ethics I was able to greatly improve my argument about why in-game betrayal is wrong.  In this resubmitted of my paper, I argue that betraying other players is virtuous for an EVE player-subject but vicious from the perspective of a whole human life.  I hope that this answers Reviewer 1’s request for discussion of the “player vs. character” distinction.
Reviewer 2 suggested that I consult Nguyen and Zagal’s work on competitive ethics as a way of addressing why betrayal is “different somehow.”  I did.  Their work helped me draw a clearer  distinction between betrayal and non-objectionable deception, as requested by Reviewer 1 and Reviewer 3.   
Reviewer 3 asked me to show how my discussion of the possibility of online friendship connects to the rest of the paper.  Since I’m now discussing friendship as part of my reply to Sicart, I hope it’s now easier to see how the sections of my paper are intended to connect together.
Reviewer 3 also asked me to address the Magic Circle tradition of thinking about how play is set apart from the rest of life.  That helped me clarify an objection to my position, the objection that player of games should not be judged for what they do in-game.  I added a new reply to that objection, again based on Sicart’s distinction between the player-subject and the “larger ethical self.” 
I had conflicting advice from my reviewers about how the paper could be reorganized.  I hope that the new introduction I’ve included and the rewriting I’ve done meets their concerns about the overall flow of the paper.
I wasn’t sure what to do with Reviewer 2’s request for a non-game specific discussion of friendship, since I was already discussing an Aristotelian account of friendship at length before applying that theory to online friendships.  I’m not sure what I could helpfully add.
Reviewers 1 and 2 suggested that I discuss other games where betrayal is common. (Diplomacy and Bjork’s feel-bad games)  I didn’t think I could do that without developing a general theory of why feel-bad games feel bad.  I’ve got a vague hypothesis about how some of the features that those games have in common with EVE might produce feelings of guilt and anger in players, but I’m not yet sure about what my account would be or how to fit a general theory of betrayal in games into the paper I’ve written.  I decided to leave this discussion for future research.
[bookmark: _GoBack]Reviewer 2 mentioned a desire to see empirical work on what players say about having been betrayed.  I agree that this would be extremely interesting data to see, but to the best of my knowledge that research hasn’t been done.
I’d like to thank my reviewers for their comments.  My original submission was, in retrospect, quite naïve in its approach to several important issues.  I’m grateful for the advice that’s made this resubmission a better paper.

     

