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ABSTRACT

The purpose of this paper is to analyze storytelling in on-line personal game
broadcasting in order to find out unique characteristics of on-line personal game
broadcasting. This study selects Youtube channel <PewDiePie> and <The Great Library
TV> as classic cases of on-line personal game broadcasting, and analyzes the cases
with Bakhtin’s theory of carnival. The on-line personal game broadcasting modifies the
broadcasting format of mass media externally. Also, the on-line personal game
broadcasting internally moves between interior and exterior of the game text in order to
create new narrative events. In this process, the polyphonic utterances of the
broadcasting host appeared. The reversal of the tragedy and the comedy leads the
audience to catharsis.
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[Table 1] YouTube Channel {PewdiePie) and
{TheGreatLibraryTV)'s channel status4)

Channel . . | The Great
PewDiePie Library TV
World Wide
Subscriber Rank 2 Hn
Rank South 20
Korea Rank
Number of Subscribers| 18,191,005 497,693
Number of Uploaded
Video Clips 1,598 70
Total Video Clip Views|3,084,369,898| 112,521,266
2) -’f—’i.il PEEIﬂTVO{IM 20064 HA| MH|AE A|ZFSH 0IH
JHol Bk& MH[AO|CE, http:/afreeca.com
3) 2013l— 2$J 19°' htto://afreeca.com/buzzbean g HE 7|&=

4) 20134 128 192 http://vidstatsx.com/ 7|&
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B oEEe fRE A <Pewdiepie>dsh <HlE 9 ¥EE wAAR, 2ddS BHA dehtE A
MBTV>0, ofLelyl TVE] <H=XNATV>HE &89 H52e0 o] 3tk Zul= Y4
F0o JRE @ 2ol AL AW FE FIEE AL BAT F e gl
Fo A G2ER gol 2okel A A WE
o zEgdyge P4 a2 % 54 Exstud
kWA g E A4 gl A AY wE 2. =22l JHel A Y& Axe(dE
HAES FHdtal 1 =8 EYR 78S aM oA
wEFg @ ols mEo 3gelrE el
AL AY e 54 4 A AN staA 01 FILIOIR LAIS(HILE) e} |
@k eekel A9 A BFolA s U9
FA A wal At olg dFRsE Adst R AelE A WE A, AdEe]
e eudlead wbge BAsty] gsiAE ool o FASH A el FAE QA wels
A Arbstol Wasth old] R mRelat  uEkhEth mEA Al dig sid 4 Pee W
TR TP SolR AAF AARetA B EA 259 AR A BsAT hsdlor,
& ms e olgg Agetn 22 AL AP ClEE FEAL erdnst AY HAE Ao]dA
B grES BAsud gtk nede v 58 AR Aedh ol /1Ee] sz
s} FATe] TR glo] mEsE T Ao Fo TUL BT FuE, AwH YR A4
2 Fojots FA WF A el FEF =AY AR AEH Grke ddsks A
oo AR 1R AR A, i, 34 5 A 28A9 R A |
MR mE AMRRE e AFEA A7) W 2Tl A AD el AY Felel
B 71se s, wiade el Zop £ o FAsk AR A TAA, FaAH A Hd
Q= AEEe Fe AUT WP 949 #Y A BF Shie) Ai1S FEA EAEe vehd
T AAT AARe] Eahde] ol wxse]  Th ol Al 1Y W APArE FHw 9l
et A #ate] shasti(ga FARO7). th el A AD 3E AR AY 9iE
w3 npEe el £go) e pE v o WRs 9RE ARAEe, s 91 §
FE @Y AFIH WFEe] WA 2 & ARE ¥ G2ES AT of A
w3l Sfo A Qe FEATHSL e A Seld wat AL AWE Assin sz
A M AY WEL T, tFepl vrhte Ak A O 9@ Fefdke M, H7H A
£ A TS vhado] AN A E o AFA AF JIeS Aerhe Aotk A
o wietd, tAY @dEele AAZ walch w o ¥E AR Arle) A FdlE shtel 54
Aucte APFHA ALTEE BFHE BE ® AR AFSHRE el A Bl st
gol, Addelehs Faeel gol sitfel 1 o ARd(event) o WA st FTH AR
WA gl Tl ARG WEATE Age By o TANE e WEA Bed Fle Lzew
FEG gty ool A EAEe] uie} o, UAE- Afak eheuysE-zede] Al
A AMAs} 2z, =493 834 Jhrx A FEE ST oY@ d7H JYa A
2E 2 AL A WE Fuze) Afme & FHA OPRAR ofd § i olvbRole] o
ddEe mEAY ShE olw'e FEA 2MY

5)http:/Amww.youtube.com/channel/UC-IHJZR3Gaxm24_Vd_AJ5Yw
6) htto:/www.youtube.comy/channel/UCSHVH_AWVUc-C8-D8mhBWEA
7) http://afreeca.com/buzzbean
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[Table 2] The utterance aspects of broadcasting
host The Great Library's on—line personal game
broadcasting video clip (Home Sheep Home2)

Persona Lines
This game is about taking
Game sheep to home. Each sheep
Commentator has specific characteristics.

The fat sheep is heavy but
strong.

What am I supposed to do?
Oh, I got it.

Hi, I'm the little lamb.

Game Player

The Helper 1

The hero I'm the plain sheep.

Game Player I should drop this. Got it!

The Helper 1 Awww, It hurts me.

The Helper 2 Wait! I'm heading there.

It’s useless. You made me
stuck in here. What are you
gonna do next?

The hero

The Helper 2 | Can I go over here for a sec?
Good job buddy. Wait over

there.

The hero
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