
Index

Abramson, Lyn, 36, 80

Acceptability limits, 95– 96

Allison, Fraser, 53

Ambiguous relationships 

between players, 88– 89

Among Us, 9, 89, 114n18

Anderson, Benedict, 18

Antisociality, 6– 8, 99– 102

Apter, Michael J., 6, 51, 55, 98

Arousal, 51– 52

Assumptions about treacherous 

play, 10, 97

antisocial, 6– 8, 99– 102

players are bad people, 8– 10, 

102– 104

unethical, 3– 6, 97– 99, 123n1

Attribution theory, 36– 37

Survivor application, 80– 81, 83– 

84, 102– 103

Bandura, Albert, 54

Bergstrom, Kelly, 121n14

Betrayal. See also EVE Online 

scams

affective responses, 5

DayZ, 5, 7, 49, 59– 61, 93

enjoyment of, 37– 38, 98– 99

ethics of, 5, 76

EVE Online, 32– 36, 38, 60, 86, 

93– 94

expectation of, 5, 93

games designed for, 1

vs. griefing, 11

player choice, 9– 11, 89

So Long Sucker, 1– 2

Survivor, 2– 3, 7, 67, 70– 78, 94, 

100

Betrayal aversion theory, 5– 6, 

72, 77

Björk, Staffan, 1, 70

Bohnet, Iris, 5, 77

Bopp, Julia, 120n25

Boudreau, Kelly, 30

Brooks, Ian, 20, 76, 83, 123n1

Cheating, 11

Choice

role in ethics, 10, 104

in Survivor treacherous play, 

78– 79

treacherous play as, 9– 11, 89, 

103

This is a portion of the eBook
at

doi:10.7551/mitpress/12023.001.0001

Downloaded from http://direct.mit.edu/books/oa-monograph/chapter-pdf/2252894/c003500_9780262367523.pdf by guest on 24 April 2024

https://doi.org/10.7551/mitpress/12023.001.0001


136 Index

Consequential play, 65, 91– 93, 

122nn5– 7. See also Death in 

games; Risk

Crew, Richard, 64

Csikszentmihalyi, Mihaly, 

119n12

DayZ, 41– 43, 118n3. See also 

DayZ death; DayZ treacher-

ous play

ambiguous player relation-

ships, 88

betrayal, 5, 7, 49, 59– 61, 93

consequential play, 92– 93

dystopian imaginary, 95

ethical play, 49, 55– 56, 59, 61

glitches, 57– 58

griefing, 100

“humanity” system, 120n29

kidnapping play, 46– 49

killing, 53– 56, 104

limits on acceptability, 96

meaningful play, 56– 57

open communication, 90

player surveys, 44– 46, 50, 53, 

57– 58, 60, 118n9, 119n10

player types, 46– 49

trust, 91, 96

voice chat, proximity- based, 

42– 43, 47, 118n9

DayZ death

bad vs. good, 56– 61

betrayal improving, 93

consequences, 41, 48– 53, 92

enjoyability, 50– 53, 105

DayZ treacherous play

acceptance of, 43– 44

consequences, 65, 120n2

examples, 2, 41

motivations for, 43– 49, 100

successful, 87

Death in games, 27, 41– 42, 52, 

56. See also DayZ death

Deception, 9, 29. See also EVE 

Online scams; Trust

Demarcation problem, 

116– 117n21

Designing treacherous play, 

87– 96

Design patterns

ambiguous relationships 

between players, 88– 89

consequential play, 91– 93, 

122nn5– 7

dystopian imaginaries, 94– 95

limits on acceptability, 95– 96

open communication, 89– 90

treachery within the rules, 

93– 94

trust requirements, 90– 91

Diplomacy, 8, 114n17

Dishonesty. See Deception

Dresher, Melvin, 115n20

Dystopian imaginaries, 94– 95

Ethics

betrayal, 5, 76

choice as necessary component 

of, 10, 104

of competitive games, 3– 4, 27– 

29, 55, 97

DayZ, 49, 55– 56, 59, 61

This is a portion of the eBook
at

doi:10.7551/mitpress/12023.001.0001

Downloaded from http://direct.mit.edu/books/oa-monograph/chapter-pdf/2252894/c003500_9780262367523.pdf by guest on 24 April 2024

https://doi.org/10.7551/mitpress/12023.001.0001


Index 137

EVE Online, 10, 20, 27– 31, 98, 

103– 104, 123n1

Survivor, 76– 77, 82, 84, 98

treacherous play as unethical, 

3– 6, 97– 99, 123n1

EVE Online, 15– 16. See also EVE 

Online scams; Pétursson, Hil-

mar Veigar

alliances and wars, 17, 32– 35

ambiguous player relation-

ships, 88– 89

betrayal appeal, 36– 39

betrayal expectations, 93– 94

consequential play, 65, 92, 

120n2, 122n7

corporations (social groups), 

17– 20, 32– 35

culture, 29– 30, 38, 98

currency, 115n8

demographics, 29, 124n7

dystopian imaginary, 95

Endie, 35

espionage (betrayal), 32– 36, 

87, 103

ethics, 10, 20, 27– 31, 98, 

103– 104

Fountain War, 32– 35, 117n26

Goonswarm Federation (GSF), 

32– 33

griefing, 99– 100, 123n5

identity verification systems, 

18

limits on acceptability, 95– 96

new players, 29– 30

open communication, 90

player freedom, 22

player- vs.- player, 115n5

pricing, 15, 115n1

reality rhetoric, 38– 39, 98

real relationships, 7, 20, 38– 39, 

101, 115n10

scammers, 26

shared player accounts, 19– 20

ship combat, 27– 28

stakes, 27

TEST Alliance Please Ignore, 

32– 33

transparency, 121n12

treacherous play examples, 3

trust, 5, 31, 38, 60, 91, 96, 

122n4

universe of, 16– 19

unnecessary obstacles, 29, 36, 

116n21

EVE Online scams, 19

appeal of conducting, 26, 37, 87

developer perspectives, 22, 28

encouragement, 18– 19

ethics, 20, 27– 31, 103, 123n1

financial, 20– 22

friendship betrayals, 19– 20

limits, 115n7

motivations, 7, 25– 26, 99– 100

new players, 30

recruitment, 24– 25

rules, 93– 94

as social competition, 24, 26– 

28, 31

as style of play, 23– 24

victim responses, 25, 30

Excitation transfer effect, 6, 

51– 52

This is a portion of the eBook
at

doi:10.7551/mitpress/12023.001.0001

Downloaded from http://direct.mit.edu/books/oa-monograph/chapter-pdf/2252894/c003500_9780262367523.pdf by guest on 24 April 2024

https://doi.org/10.7551/mitpress/12023.001.0001


138 Index

Failure, 6, 36. See also Attribu-

tion theory

Feel- bad games, 1, 70. See also So 

Long Sucker

Fields, Deborah, 116n17, 124n7

Flood, Merrill, 115n20

Flow theory, 50, 119n12

Fortnite, 4, 42

Fun, 104– 105

Gage, Zach, 92

Gender

DayZ players, 118n9, 124n7

EVE Online players, 29, 124n7

massively multiplayer online 

game players, 15

Survivor play styles, 73, 121n14

Griefing, 7, 43

vs. betrayal, 11

EVE Online, 99– 100, 123n5

exclusionary effects, 118n5

exploiting trust, 99

vs. treacherous play, 7, 55– 56, 

100– 101

Hantz, Russel, 71– 75, 81, 84, 

102, 122n18

Harassment, 90, 122n3

Hausner, Mel, 1

Hilmar. See Pétursson, Hilmar 

Veigar

Hume, David, 51

Imagined communities, 18

Jenkins, Henry, 121n9

Jørgensen, Kristine, 38, 53

Journey, 101

Juul, Jesper, 6, 36

Kafai, Yasmin B., 116n17, 124n7

Karlsen, Faltin, 53

Keogh, Brendan, 52

Klastrup, Lisbeth, 27

Lacina, Sarah, 78, 82– 84

Lose/Lose, 92

Lusory goals, 4– 5, 38, 55, 94, 

97– 98

Mafia, 114n18

Massively multiplayer online 

games (MMOGs), 15. See  

also EVE Online; World of 

Warcraft

Meaningful play, 56– 57

Mere violence, 4– 6, 55, 59

Moral disengagement, 53– 54

Moral interpretation, 9– 10, 

54– 55

Morality negotiation, 10

Motivations for playing treacher-

ously, 43– 49

Nash, John Forbes, 1– 2

Negative experiences

appeal of, 50– 53

good vs. bad, 38– 39

players seeking, 6

Nguyen, C. Thi, 3– 4, 27– 29, 55, 

97

Online toxicity and hate, 101

Open communication, 89– 90

This is a portion of the eBook
at

doi:10.7551/mitpress/12023.001.0001

Downloaded from http://direct.mit.edu/books/oa-monograph/chapter-pdf/2252894/c003500_9780262367523.pdf by guest on 24 April 2024

https://doi.org/10.7551/mitpress/12023.001.0001


Index 139

Paratelic mindsets, 51, 55

Parsons, Charlie, 63

Paul, Chris, 30

Pétursson, Hilmar Veigar (EVE 

Online)

betrayal and trust, 38, 60

ethics, 28, 98, 103– 104

scamming, 22, 28

treacherous play limits, 35, 96

Play. See also Play styles vs. real- 

life identities

consequential, 65, 91– 93, 

122nn5– 7

meaningful, 56– 57

as moral interpretation, 9– 10, 

54

Player motivations research, 

44– 46

Player relationships, ambiguous, 

88– 89

Player- selves, 20, 83, 116n11

Play styles vs. real- life identities

assumptions about, 8– 10, 

102– 104

Survivor, 79– 85, 102– 103

Podlas, Kimberlianne, 69

Prisoner’s dilemma, 12, 115n20

Probst, Jeff, 66, 71, 73, 95

Quiz shows, 68

Real life. See Play styles vs. real- 

life identities

Real relationships. See also Trust

betrayal tensions, 83

EVE Online, 7, 20, 38– 39, 101, 

115n10

Survivor, 82– 83, 101

Reversal theory, 6, 51, 55, 98

Risk, 38, 50– 51, 59. See also Con-

sequential play

Salen, Katie, 56

Scams, 7, 116n17, 124n7. See 

also EVE Online scams

Shapely, Lloyd, 1

Shubik, Martin, 1– 2

Sicart, Miguel

EVE Online ethics, 103

play as moral interpretation, 

9– 10, 54

player- selves, 20, 83, 116n11

Social combat, 26, 28, 36, 37

Sociality, 6, 102. See also Real 

relationships

So Long Sucker, 1– 2, 107– 109

Stenros, Jaakko, 2, 7, 43, 47, 100, 

116n20

Stillman, Stacey, 69

Suits, Bernard, 4, 55

Survival horror games, 53

Survivor, 65– 66. See also Survivor 

treacherous play

ambiguous player relation-

ships, 88

appeals, 63– 64

attribution theory, 80– 81, 83– 

84, 102– 103

consequential play, 92– 93, 

122n6

criticisms, 67

dishonesty, 9

dystopian imaginary, 95

as game, 68– 70

This is a portion of the eBook
at

doi:10.7551/mitpress/12023.001.0001

Downloaded from http://direct.mit.edu/books/oa-monograph/chapter-pdf/2252894/c003500_9780262367523.pdf by guest on 24 April 2024

https://doi.org/10.7551/mitpress/12023.001.0001


140 Index

Survivor (cont.)

good treachery, 74– 76

Hantz, Russel, 71– 75, 81, 84, 

102, 122n18

Lacina, Sarah, 78, 82– 84

limits on acceptability, 96, 

123n12

open communication, 90

play- style gendering, 73, 

121n14

play styles vs. real- life identi-

ties, 79– 85, 102– 103

popularity, 63– 64, 67, 87

Probst, Jeff, 66, 71, 73, 95

producers’ ability to influence, 

69

real relationships, 82– 83, 101

scholarship on, 121n9

strategic play, 75

transparency, 69– 70, 121n12

trust, 5, 75, 77, 81– 83, 91,  

101

White, Natalie, 72– 73

winners, 64– 65, 72– 74

Survivor treacherous play

as antisocial, 100

bad vs. good, 74, 76– 79, 

121n15

betrayal, 2– 3, 7, 67, 70– 78, 94, 

100

choice’s role in, 78– 79

ethics, 76– 77, 82, 84, 98

lying, 82

normalization of, 74– 75

opportunities for, 67– 68

rules, 94

Telic mindsets, 51

Treacherous play, 11. See also 

Assumptions about treach-

erous play; Betrayal; DayZ 

treacherous play; Design  

patterns; EVE Online  

scams; Survivor treacherous 

play

as choice, 9– 10, 103

deception, 9, 29

emotional experience of, 1– 2, 

37

enhancing social experiences, 

101

examples, 2– 3

vs. griefing, 7, 55– 56,  

100– 101

motivations for, 43– 49

player culture impacts, 30– 31

relationships created by, 101

rules, 93– 94

self- exploration, 104– 105

successful, 87

Trolling, 118n5

Trust

EVE Online, 5, 31, 38, 60, 91, 

96, 122n4

exploiting, 99

games requiring, 90– 91

game vs. real, 103

and lusory goals, 5

meaningful, 38

Survivor, 5, 75, 77, 81– 83, 91, 

101

World of Warcraft, 90

Twenty- One, 68

This is a portion of the eBook
at

doi:10.7551/mitpress/12023.001.0001

Downloaded from http://direct.mit.edu/books/oa-monograph/chapter-pdf/2252894/c003500_9780262367523.pdf by guest on 24 April 2024

https://doi.org/10.7551/mitpress/12023.001.0001


Index 141

Unnecessary obstacles

deception, 9, 29

EVE Online, 29, 36, 116n21

lusory goals, 4– 5, 38, 55, 94, 

97– 98

in sandbox games, 116n21

trust, 5

Valence, 51– 52

Violence. See also Death in 

games

mere, 4– 6, 55, 59

player distress over, 119n19

Wadley, Greg, 12

Warmelink, Harald, 20

Werewolf, 9, 114n18

White, Natalie, 72– 73

Whyville, 116n17, 124n7

World of Warcraft

death and consequences, 27

lusory goals, 5

moderation, 1

relationships between players, 

88

sociality, 6– 7

trust, 90

Yee, Nick, 44– 45, 118n8

Zagal, José, 3– 4, 27– 29, 55, 97

Zeckhauser, Richard, 5, 77

Zillmann, Dolf, 6, 51

Zimmerman, Eric, 56

This is a portion of the eBook
at

doi:10.7551/mitpress/12023.001.0001

Downloaded from http://direct.mit.edu/books/oa-monograph/chapter-pdf/2252894/c003500_9780262367523.pdf by guest on 24 April 2024

https://doi.org/10.7551/mitpress/12023.001.0001


This is a portion of the eBook
at

doi:10.7551/mitpress/12023.001.0001

Downloaded from http://direct.mit.edu/books/oa-monograph/chapter-pdf/2252894/c003500_9780262367523.pdf by guest on 24 April 2024

https://doi.org/10.7551/mitpress/12023.001.0001


This is a section of doi:10.7551/mitpress/12023.001.0001

Treacherous Play

By: Marcus Carter

Citation:
Treacherous Play
By:
DOI:
ISBN (electronic):
Publisher:
Published:

Marcus Carter

The MIT Press
2022

10.7551/mitpress/12023.001.0001
9780262367523

The open access edition of this book was made possible by generous
funding and support from MIT Press Direct to Open

Downloaded from http://direct.mit.edu/books/oa-monograph/chapter-pdf/2252894/c003500_9780262367523.pdf by guest on 24 April 2024

https://doi.org/10.7551/mitpress/12023.001.0001


© 2022 Massachusetts Institute of Technology

All rights reserved. No part of this book may be reproduced in any 

form by any electronic or mechanical means (including photocopy-

ing, recording, or information storage and retrieval) without permis-

sion in writing from the publisher.

The MIT Press would like to thank the anonymous peer reviewers who 

provided comments on drafts of this book. The generous work of aca-

demic experts is essential for establishing the authority and quality of 

our publications. We acknowledge with gratitude the contributions of 

these otherwise uncredited readers.

Library of Congress Cataloging- in- Publication Data

Names: Carter, Marcus, author.

Title: Treacherous play / Marcus Carter.

Description: Cambridge, Massachusetts : The MIT Press, 2022. | Series: 

Playful thinking | Includes bibliographical references and index.

Identifiers: LCCN 2021000494 | ISBN 9780262046312 (hardcover)

Subjects: LCSH: Games—Psychological aspects. | Deception.

Classification: LCC GV1201.37 .C37 2022 | DDC 790.1— dc23

LC record available at https://lccn.loc.gov/2021000494

MIT Press Direct

Downloaded from http://direct.mit.edu/books/oa-monograph/chapter-pdf/2252894/c003500_9780262367523.pdf by guest on 24 April 2024


