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Abstract

We tend to think that we experience the part of the narrative in the videogame as a game. But do events that 
occur during gameplay really occur in the videogame narrative? This article argues about whether events during 
gameplay are interpreted as the part of the videogame story, and if so, how these events interpreted. Referring to 
the discussion of Hogenbirk, Van de Hoef, and Meyer, this article attempts to distinguish the video game’s 
fictional world into a "game environment" and a "diegesis". The game environment is a space for players to 
interact with the video game. Events that occur during gameplay take place in the game environment. The 
diegesis is a fictional world in which the stories take place. I argue that the events that occur in the game 
environment get interpreted as the events in the diegesis if prescribed.
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