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ABSTRACT

This study analyzes cable TV Program “From Start to Till the End” televised by
ONGAMENET from 2009 to 2015. “From Start to Till the End” is a game program that
guests try to finish certain game or to complete mission once they started. Unlike other
game programs, most of guests are not professional gamers thus it brings out comical
challenges and enjoyments. This study examines the several components of video games
played in the program. Specifically, those components are categorized according to the
genre, platform, nationality, and clear time. In doing so, this study not only unpacks
diverse structures of the program but also provides the blueprint of the game program.
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[Table 1] Classification of Genre of Games of the

program

Classification N
Action 90(38.14%)
Sports 25(10.59%)
Puzzle/Maze 21(8.90%)
Motion/Dance 12(5.08%)
Shooting 11(4.66%)
MO RPG 10(4.24%)
Racing 10(4.24%)
Rhythm 9(3.81%)
Simulation 9(3.81%)
Non-Video 7(2.97%)
Fighting Action 6(2.54%)
AOS 5(2.19%)
Adventure 5(2.19%)
Quiz/Detective 4(1.69%)
FPS 3(1.27%)
Board/Party 3(1.27%)
Defence 2(0.85%)
MMO RPG 1(0.42%)
MMO Shooting 1(0.42%)
RPG 1(0.42%)
TCG 1(0.42%)
Total 236(100%)
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[Table 2] Classification of Platform of Games of
the Program

Classification N
PlayStation 76(32.20%)
Etc. 45(19.07%)
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Classification N
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[Table 4] Classification of Clear Time of Games
of the Program

Classification N
Less than 6 hour 9(4.46%)
6~12 hour 74(36.63%)
12~18 hour 76(37.62%)
18~24 hour 16(7.92%)
24~48 hour 9(%)
48~72 hour 0(0%)
More than 72 hour 2(0.99%)
Fail 14(6.93%)
Unknown 1(0.50%)
Etc. 1(0.50%)
Total 202(100%)
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