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Abstract

Some video games, such as open-world game, have challenges that players can tackle at their discretion. On 
the other hand, the events occurred there are often inconsistent with situations or other events in the stories. 
However, players seem to understand the stories of video games as consistent despite these inconsistent events. 
In this paper, I build a framework of videogame narrative with reference to the Kurane's (2023) framework of 
game environment and diegesis. I apply Herman's (2004) fuzzy temporality to explain how players deal with 
the inconsistencies of video games.
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