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[Abstract]

This study analyzes museum visitor experiences on Instagram Reels using a multi-stage framework

integrating scene segmentation, classification, and Markov transition analysis. Comparing 1,077 scenes,

findings reveal that appreciation-oriented Reels foster aesthetic engagement through -continuity in

‘artwork’ and ‘interaction’ scenes. In contrast, promotional Reels

prioritize information delivery via

frequent transitions and ‘selfie’ and ‘space’ imagery. Statistical analysis confirms significant associations

between Reel types and scene composition, demonstrating that Reels function as purposeful narrative

devices that selectively mediate visitor experiences through strategic editing. This research offers a

robust quantitative methodology for studying digital museum engagement and marketing.

» Key words: Instagram Reels, Visitor Experience, Scene Detection, Scene Transition Analysis,

Al-based Video Analysis
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I. Introduction

AR 7led deete olede] EAMEE Y 49
TR AEstal Qlok 2719 ARt 7= 2
AR FT8Y Pl Hige AU, A e
of OAIE A2 224l HAL 7HIRE(VR), AEAls
o= AEY, 28 U2 FoM
g/dstaL THL, 2. ol2igt wigt
AP} obd 584 o] IRt &
9] %12 RZsH(3, 4], tlsdS
Joll A oHd A sl At Bof 79kl 2ot E2H
hA71aL Qlot. 53] ol2fet 552 7AIY 3.0
4 Hoda St fle, ol UEAS
RPE ofzt, AAle) ool S oAl SHA g

A
4
L 35 FolRtz ojsish Wz Mech

. OO v v a—

0

ofn rlo

OFI-O

iy
Mo re
]
S
af

[eh

(SO A
-
B
il

r_l

)

o
Jo it go

)

4>

T
P

Alo]

> 2

4 oM d
RIS

]

1o ok

ON

2

M

o J
i

R

=

p >
%

A
o
oY

40 0 1o g X

ox,
ol

P
o
o
=)
=
I
ASal

|4
iC)
=
:xog
>,
)
|
e
ol
1=
)
o
ofm
rot
¥
e
=
)
i
a
fu|o

dlEro2 A AdS AZEoR sty g9k

>
N
N

(O
A AZolut ¥ P9 A HIAoR F85
o] &olg|oic7]. E35] MZANThet 2L A& ek
2 O)& MAJo|AQ] AJZFA AFS QIAELT

| ()
,
oz

X, o
P

o

[e}

2o B3
s o a LS jm =} [e)
Tdlold ¥ FR5t, HAA] 4] A A P 9

olol] Mz e F/dste ATH8].

2| Zofl= AR oJufA] S &R HAA Hlojy, <l
AEFOR " A(Reels), HBHE(TikTok), S&H &R
(Shorts) 59 &5 4ol B wet ¥ 3
o] m2{cielo] ¥isks st ot A2 ARE Qo
2R At A B RSk 2%
o] W, IR, Ao d= UlRl=
ATHYL. BT ofyet, A|E
AN ZE w50hs BHH OJujR] RAE = 7h4 F0]
olaL QILH10]. Yol ZAHel dY ARE-EolX
(48%), AAEFTH LA(40%), 5
U5 AHRIstaL Ql=d|[11], ol2igh AP @
Bl=7F I=h A o0 £a gides B
gt

i}

ot

> Rl o2 oY do

gy flo
r o)

FU o
Ol
d
S
pl oo

|

’:>~

Wi

(5
o R
NN
oy g R
ru l"g dn

>

2
%]
glo
o

O
H=)

N
N ==
N
>~ mlo Oi
cjx- 1o
g
L
"—g 2ol
o
L
> ol
o
ol
el

-

ko
—n
=
>
of¥

Fo
rok
re
-
ofy
)
o
o

d

=
Ajolaol5t MMCA)IA 744)
ol —dlolElo] BT, (A Atal)o)
£ 7HAo) NS AT oz Agetu, AR Y
27k U AL olud A2 AW o Adsts

AlE 2AMsk=t =4

b ore
-
rr
H
zl

2

T2 9t 5§39] s A+ 0l
Ti7o] AAEE 7HAkR.

g270] A3
. Al o] GAolatt of
o2 AP ofE o]
e,

A LE LR
ok A, £ Guolets A
A9 A7) BAxos =qgo

J
_l

k)
I
i
ofo 5
o Mo
>
1)

: 5
u]

A

AN -]
ol
ol
Q-
X T ol
K
ol
ok
|o
Hu
)

-
=

T3
&
rok
o
1>

S

ol
——

i)

L rr
1
=
N
rL of
ol ol
_
=t
>
)

_y
o Py

oo
rok

- 0%

2 fo
=
o 2

=
2
E)
i

T X 0O

) N )

L‘i|,>{ru{.".

oo

)
éﬁmloﬁ
Z oy rl 1o
ox p~ ol mu
D)

iy

oZ
1 0
b
>,
>,

A A PR hEA
i3}

o = oAY S0 et

£ AR 289 4 Yok Hold AAR Jh E3l

II. Preliminaries

1. Related works

1.1 Instagram Sharing of the Museum 3.0
Experience
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III. The Proposed Scheme

1. Research Questions & Research Model
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2. Data Collection & Data Preprocessing
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