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Beryn. VYHacmizlok pPO3BUTKY TeXHOJIOTiH TpaHcdopMyooTbesi i pekynamHi  dopmarTH.
OpuuM i3 mposeiB i€l TpaHncopmarlii € iIHTEpaKTUBHI €JIEMEHTH Y TeTEPOTeHHUX PEKJIaMHUX
MOBIIOMJIEHHAX OpeHZiB. CBO€UacHe [IOCHI/KEHHA Takol TpaHcdopMamii I03BOJIUTH
CUCTEMATHU3yBAaTH 3HAHHSA PO IHTEPAKTUBHI (OPMATH PEeKJIaMU Ta BU3HAYUTU CTYIiHb IXHBOI
e(peKTUBHOCTI /IJTsl TOAJIBIIIOTO BUKOPUCTAHHS TPAKTUKAMU.

AxTyasapHIicTh i MeTa. Y Pokyci poboTu — MpUKIaaK iIHTEPAaKTHBHOI PEKJIaMU BijT CBITOBUX i
MicueBux OpPEH/IIB, TOC/TIIKEHH, 1110 CBiTYaTh Ha KOPUCTD iIXHBOI e(heKTUBHOCTI Ta JOKA3H IIPOTH
boro. MeTa po3BiJIKU — OKPECJIUTH clienu(iKy BUKOPUCTAaHHS iHTEPAKTUBHUX (HOPMATIB.

MertoaoJioris. IIpoBesieHO NOIIyK B Mepexki IHTEpHET Ta BUKOPHUCTAHO METOJ KOHTEHT-
aHaJTi3y, MaTepiajyoM I SKOTO IOCIYTYBIM pEKJIaMHI KaMIlaHii OpeH/iB, 1[0 JEMOHCTPYIOTh
pi3Hi iHTEpaKTHUBHI eJleMeHTH Ta CIocoOU IXHHOTO BHUKOpPHCTAaHH:A. [[jisi 00’€KTHUBHOCTI 1OCITi-
JUKEHHS BUKOPUCTAHO TaKOXK CHCTEMATHU3AII0 BXKe HASIBHUX HAYKOBUX POOIT Ipo ePeKTUBHICTH
inTepakTUBHUX (OpMaTiB pexksaMu. 3a JOIMOMOTOK METOZIB y3arajJbHEHHs Ta CHHTE3y Oy
copMyIbOBaHI BUCHOBKH Ta MOZAAJIBIII IEPCIEKTUBH TOCTI/TKEHb.

Pesyapratu. KoHTeHT-aH&/II3 peKJIaMH JI03BOJIMB BU3HAYUTH, IO iHTEPAKTHBHUMU
eJIeMeHTaMU € Bizieo 3 BUOOpPOM cloxKeTy, 360-rpaaycHi poiuky, VR- Ta AR-pekiama, OHJIaHH-
irpu. 3’s1coBaHO, 10 Ha KOPUCTH eEKTUBHOCTI TAaKUX GOPMATIB H/Ie BUCOKA 3aJIyIEHICTh KJIIEHTIB
1 HOBM3HA BpakeHb, OJHAK IIPU I[bOMY JIeIKi apTYMEHTH € HEOJTHO3HAUYHUMY, a JiesIKi PeKJIaMHi
dopmary MoKy Th IPU3BOAUTH JJ0 HETATUBHUX HACIIIJIKIB, SIK-OT JI€30Pi€HTAILif.

BucHoBKU. IIpoBeieHe AOCTIAKEHHS 3aCBiUye 30UIbIlIeHHs IOMUTY Ha BUKOPUCTAHHA 1H-
TEPAaKTUBHUX €JIEMEHTIB B peksami. [IpuBaTHI KOMIIaHil BUKOPUCTOBYIOTh T€TEPOTEHHY iHTED-
aKTHUBHY PeKJIaMy, OTHAK OJTHO3HAYHO ITi/ITBEPAUTH e(PeKTUBHICTh TOTO YU iHIIOTO popMaTy He-
MOKJIUBO.

Kmouoeti caoea: iHgopmauiiinuil npocmip, pexnrama, pekaamHuil ouckypc, iHmepaxkmueHi
dopmamu.

BCTyr[. ITosBa iHTEpAKTUBHUX €JIEMEHTIB y PEKJIaMi 3yMOBJIEHA aKTUBHUM DPO3BUTKOM
TEXHOJIOTiHM, fAKi INPONOHYIOTh KOPHCTYBayaM JOCBiZ y BipTyaJpHIN peaybHOCTI,
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refMidikaIimo, Bifieo, e PO3BUTOK CIOXKETY 3aJIE’KUTh BiJl BUOOpY pernuiieHTa. Macose 1mo-
IIMPEHHS 1HCTPYMEHTIB IITYYHOTO iHTEJIEKTY 0O0YMOBHUJIO CIIPOINEHHS IPOIECY CTBOPEHHS
TaKUX IHTEDAKTUBHUX €JIEMEHTIB 3aB/ISKU aJITOPUTMAaM, IO IMUIIYTh TPOTPAMHUA KO/, GOp-
MYIOTh KOMYHIKAI[ifHy CTpaTeriio Ta aHAII3yIOTh IIOBEMIHKY CIIOKHMBaYiB pexyiamu. Bigrax
IHCTPYMEHTH JIJIsl CTBOPEHHS iHTEPAKTUBHOI PEKJIAMHU CTAIOTh IOCTYIHIIIUMU, a IOCTi/IPKEeH-
HS HAYKOBIIiB BKa3yIOTh Ha e(PEKTHUBHICTh iHTEPAKTUBHUX MPOSBIB B PEKJIAMHUX ITPOIYKTaX
MOPiBHAHO 3 TPaJULiHHUMU. BojHOUac OUIBIICT HASSBHUX JIOCHI/IPKEHD 30CEPEIKYIOThCS
Ha aHaJi3i okpeMux (OpMAaTiB IHTEPAKTUBHOI peKJaMH, He IMPOIOHYIOUU y3araJbHEHOTO
ITiJTXOTy 10 OI[iHIOBaHHA ii e(eKTUBHOCTI B 1TiytoMy. 1e 3acBiTuye akTyasbHICTh 0OpaHOi TEMH.

IHTepakTHBHI PopMaTH pekyiaMu Ta ixHs e(eKTUBHICTD € IPEAMETOM JTOCTiXKEHD TAKUX
HayKOBIIiB, sk I1. [TaBnoy, /1. Ctioapt, I1. Apyruoknymiamn, H. Cxisipenko, f. [Togorosa, O.
Kot Ta igmi.

B. T:xeit Konnep, E. Mantxayc ta V. lllenens [6] mocumiikyBaiv iHTEpaKTUBHICTD Y pEKJIa-
Mi, 30KpeMa SIK B3aEMO/Iisl BIUIMBA€E Ha 3ayrydeHicTh KiaieHTiB. K. Picaen, M. YepsiHcki, Cr.
Bopui, JI. TamineToH Ta /I>k. KybiHien nopiBHIOBaIU e(pEeKTUBHICTD iIHTEPAKTHBHOI pEKJIaMU
B iHTEpHETI 3 TeJIEBI3IMHUMU OroJIomeHHAMU [15]. I bOTO BOHU IPOBEJTN €KCIIEPHMEHT,
y SIKOMY JiTSIM JIEMOHCTDPYBAJIA OTOJIOIIEHHS IIPO OAHAKOBUH mpoaykT Ha Th 1 B iHTEpHETI,
JIOC/TITHUKY JIIUIIUTH BUCHOBKY — iHTEpaKTHBHA BeOpeKiaMa MOsKe BIUTUBATH Ha ITaM sITh ITPO
MPOAYKTH e(EKTHUBHIIIIE, Hi3K poJinKH Ha TeyebauenHi. I11. JIi Ta /Ix. Aiga AGy bakap cBoro
pOOOTY IPUCBATHUIIN TOMY, SIK IHTEDAKTHUBHI €JIEMEHTH y BipTYaJIbHIN peaJIbHOCTI BILUTUBAIOTh
Ha 3aJlyJdeHHs KOPUCTYBaUiB, i MOJIET, IKA MOKE OIIHIOBATH ITI0 e(DeKTUBHICTD [16].

T. I'ynkoBa po3TJIsifia€ TEXHOJIOT 1, [0 BUKOPHCTOBYIOTHCS JIJISI CTBOPEHHS IHTEPAKTHUBHO1
pexsamu, 30KkpeMa akieHTye ysary Ha Video Click, Free Format Projection Bix simoHChKHX
BUHAXIHUKIB Ta «TyMaH-eKpaH» [1, c. 87]. JlocaiHIKN He OMUHYJIU YBarok iHTepaKTUBHI
eJIEMEHTH Y colliayibHiN peksami. I'. IlykaHoBa BUBUYA€E MMPUKJIATHN IXHBOT'O BUKOPUCTAHHSA Ta
e(peKTUBHICTh, 3BEpPTAE yBary, M0 «iHTEPAKTHUBHI KOMYHIKAIIil TOCHJTIOIOTH 3aIliKaBJIEHICTh
penuItieHTa iH(pOPMANIHHUM ITOTOKOM, IOCTIHHO ITPOBOKYIOUHM HOTO HA 3aJIy4eHHS 0
aKTHUBHOT'O HOTO KOHCTPYIOBaHHA» [3, C. 165].

Mema cmammi — OKpecauTH crenudiky BUKOPUCTAHHS IHTEpAaKTHBHHUX (OpMaTiB y
peKxJIaMHOMY cTOpiTestiHTy. [i J0CATHeHHS CITPUATHMe CHCTEMATH3aIlii 3HAHB Ta HO/ATBIIOMY
3aCTOCYBaHHIO iX MPAaKTHKaMu B peksaMmi. O3HaueHa MeTa mepeadavae BUPINIEHHS TaKUX
3aB/IaHb: OKPECJIEHHs CIeNu(iKi BUKOPHUCTAHHS IHTEPAKTUBHOI peKJIaMH; BU3HAUEHHS
KpUTePIiB ii epeKTUBHOCTI.

06’exm docaidxceHHs — peKJIaMHi KaMIIaHii CBITOBUX OpeHiB, IIpeaMeT — cierudika Bu-
KOPHUCTAHHSA B HUX IHTEPAKTHUBHUX €JIEMEHTIB.

Mertoau gocixkeHHsa. MarepiaioMm HayKOBOI pO3BiIKY € peKJIaMHi KaMITaHii OpeH/IiB,
Jle BUKODHCTaHi iHTepakTHBHI popMaTh. ByB NpoBeJIeHNH MOIIYK HOBUH IIPO peJIEBaHTHI
peksaMHi KamIaHil B Mepeski [HTepHET, 3a IOIOMOTOI0 KOHTEHT-aHaJIi3y OyJIi pO3TJISHYTI
PI3HOMAaHITHI IHTEPAKTUBHI €JIEMEHTH y TAKUX KaMITaHiAX i BU3HaUeHa criernudika iXHbOTo
BUKOpDHCTaHHA. MeToj; cucreMaTusalii BHUKOpUCTAIH i ¢GOpMyBaHHSA 0a3u 3HaAHb
npo edeKTUBHICTh iHTEpAKTUBHUX (POPMATIB pPEKIaMH, BUXOJSAYN 3 HAsABHUX HAYKOBUX
JTOCJTi/I’KEHD, AKi Oy/Iu 3Hal/ieHi 3a gomomoroio cricreMm Google Academy ta Research Gate.
3a JI0IIOMOT0I0 METO/IIB y3arajJbHEHHs Ta CUHTe3y Oy cpopMysIbOBaHI BUCHOBKHU Ta ITO-
JIUTBIII IEPCIEKTUBHU JOCITi/PKEHD.

PesyapratTn i oOrosopeHHa. OHuM i3 mormupeHux (opmariB iHTEpaKTHUBHOI
peKJIaMu € iHTepakTUBHE Bifieo. [le pexsiama, sika J03BOJISIE IVIA1a4aM aKTUBHO B3aEMOTisITH
3 KOHTEHTOM, OKpPIM CTaHZApTHUX (QYHKI[IH KepyBaHHS fAK BiITBOpEHHA YW may3u. Taki
POJIUKHY MPOIIOHYIOTh KOPHUCTyBayaM JIBOCTOPOHHIO KOMYHIKAIIiI0. Y HUX TJIAAa4i MOXKYTb
JIOC/TIIKYBaTH Pi3HI CIOKETHI JIiHIl ab0 mepexoiuTH 3a MOCUJIAHHAMHU 0Oe3IocepeaHbo 3
Bizeo. ITopiBHAHO 3 TPAAUIIHHOIO BiZIEOpEKIaMOI0, TaKi POJTUKH HAJIAI0Th HOB1 MOKJIMBOCTI
SIK JIJTs IXHIX aBTOPIB, TaK i /IJIsI KJIIEHTIB, aZ[>kKe « PI3HUIIA Mi’K IHTEpaKTUBHUMU Ta JIIHIHHUMU
HapaTUBaMH IOJIATAE, TEPII 32 BCE, B 3JIy4eHHI KOPUCTYBaya: B iHTEPAKTUBHUX HAPATUBAX
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KOPHCTYyBaui MalOTh CBOOOY Ziti» [5, c. 3]. Takok IHTEpaKTHBHI HAPaTHUBH JI03BOJISIOTH I10-
HOBOMY PO3IIOBicTH icTOpito. Taki BiZieo BUKOPUCTOBYIOTh TEXHOJIOTII0 PO3TATYKEHHX CIleHa-
PpiiB, Kot BUOIp IUIsi/iaua BUBHAYAE ITOAAIBITUEA PO3BUTOK CIOKETY 1 BiZITTOBIZIHO TPU3BOTUTH
110 pisuux ¢inanis. OauH 13 NpUKIA/iB — Bimeopekiama 6penay Deloitte sik poGoTomaBIA.
Y npoMy poJIMKy IJIsijad NpuMipse Ha cebe PoJib HOBOrO IpAIliBHUKA, a HOro BHUOIp
MPU3BOUTD JI0 PIBHUX peakIlii Koser. Pekiama JeMOHCTPYE, AK iHTEPAaKTUBHI dopmaru
ZTO3BOJISIOTH HOIINPIOBATH iHGOPMAIIi0 PO KOPIOPATUBHY KYJIBTYPY Ta MOMYJIsIPU3YBATH
cebe sK mpareaaBIis.

Kpim TexHOJOTIi po3ragyKeHuX CcIeHapiiB, B IHTEPAKTUBHUX BiZle0 MOXKYTb OyTH
BOymoBani ¢popmu Ta onutyBanusa. Hanpuknan, disibMm «Harry» Bix 6pensy Lifesaver, skum
OIiKyeTbcsA MeIUuHa OsiaroaiiiHa oprauizarisa Resuscitation Council UK. Y oMy poJivKy €
cucTeMa, Jie TJisa1a4 o0upae OJIMH i3 KiJIbKOX 3aIIPOTIOHOBAHUX BapiaHTIB PO3BUTKY CIOJKETY.
Takox TyT 6aunMo eleMeHTH reimidikarii, Taki Ak 6a1u 3a TpaBUJIbHI BiIMOBiAl Ta cepe-
Hill yac Ha yXBaJIeHHA pillleHb.

Xoua iHTepaKTUBHA PeKJIaMa Ma€ T0JAaTKOBI IHCTPYMEHTH JIJIS 3a/IyYEHHSI KOPHUCTYBAYiB,
BOZTHOYAC TaKi €JIeMEHTH 3MEHIIYIOTh 37]JaTHICTh 3rajlyBaTd KOHKpPETHI JieTast icropii [5].
Takok BapTO 3a3HAYUTH, IO JOKA3H PO e(HEKTUBHICTh iIHTEPAKTUBHUX BiZI€0 MOPIBHAHO 3
TPaAULiHHUMK MOXKYTh OyTH HeoiHO3HaUuHUMH. ABTOpH poboTu «The impact of interactive
advertising on consumer engagement, recall, and understanding» mpoanasnizyBaniu 136
cTaTed, MPUCBIYEHUX IHTEPAKTUBHIA peKJiaMi, i JIUIIA BUCHOBKY PO «HEOTHOPITHICTh
IO/I0 OI[iIHIOBAHUX TPy HACEJIEHHsA, TUIIIB BUKOPHUCTAHOI pEKJIaMH Ta IIPeJCTaBJIEHUX
MMOKa3HUKIB» [9, c. 12], 0 HacaMmepen He JIO3BOJISAE y3aTaJIbHIOBATH PE3YJIbTATH 1 TPaH-
CJTIOBATH X Ha IIMPIILY iJILOBY ayAUTOPiI0, HixK JIOC/TIIXKyBaHa.

IHTepakTHBHUM (OPMATOM TaKOX € 360-TPaJIyCHi Bifieo, AKi JIO3BOJIAIOTH TJIsfaueBi
3aHYpUTHCA B icTopio. Y TOAIOHMX PpOJIMKAX PENHIIEHT MOXKe KepyBaTH KaMeporo,
CaMOCTIHHO o0upaTH KyT omiAxy. Taki Bifleo miTpUMYIOTH IMOIYJISIPHI BiZIEOXOCTHHTH Ha
kiranT YouTube, 1o ciipusie MacoBomy mourpeHH0. OJIUH i3 IPUKIIa/iB — pekyiamMa GpeH-
ny Columbia. Komnawnis ony6JrikyBasia 1Ba posivku: 3 GyHKIEO OTJIsAy 1 6e3 Hel. Ik Bkasye
npaniBHuK Google, pexiama y dopmaTi 360° Majia HUKYHH TOKa3HUK YyTPUMAaHHs, a Kijib-
KiCTh ITeperJIA/IIB JIUIIE HA JIECATH TUCAY ITEPEBUIIMIIA TPAAULIHHIHN popmar [9], omHAK ITpH
IIbOMY CTBEP/I’KYE, 1[0 iHTEpAKTUBHE BiJ[e0 YacTillle KOMEHTYBIH Ta «JIAUKAIH».

Artopu pmocrmimkennss «Do You See What I See? Effectiveness of 360-Degree vs. 2D
Video Ads Using a Neuroscience Approach» AifIign BUCHOBKY, 10 TpaAUIiAHUE popmar
BifleopekJlaMH Kpallle IPUBEPTAE€ yBary A0 JIOTOTUIy OpeH[y, SAKUH pO3TallOBAHUU
Ha €KpaHi, aJpKe «HIKYi 3HAUEHHS Bi3yasIbHOI yBaru IOB’s3aHi 3i CBOOOJIOIO TJIsjava
JIOCJTIIPKYBAaTH KOHTEHT Ha OCHOBI CBOiX iHTepeciB» [5, c. 11]. IHmuM oOMeKeHHSAM €
PHBUK IPOIYCKY BaXKJIMBOTO KOHTEHTY. OCKIJIbKA KOPHCTYBa4 CaMOCTiHHO KOHTPOJIIOE KyT
OIJISAY, € UMOBIPHICTh TOTO, IO BiH MOKe He M0OAYNTH KJIIOYOBI €JIEMEHTH PEKJIaMHOTO
noBijioMiieHHs. KpiMm Toro, Takuii KOHTPOJIb Y TTOETHAHHI 3 BEJIMKOIO KiJIBbKICTIO iHQOpMaIrtii
Ha eKpaHi BUMAaraloTb BiJ| IJisf/ladya OUTBIITNX KOTHITUBHUX 3YCHJIb, IO MOKE ITPU3BECTH [0
IUTyTaHUHU abo Jie3opieHTaril. BogHoYac K CTBEPKYIOTh HAYKOBIll, 360-TpaycHi Bifieo
YyacTillle BUKJINKAIN Y IVIA1a9iB eMOITii, 0 BIUIMBAE HA 3AJyUeHICTh KJIIEHTIB [5].

Pekniama y BipTyasbHIl 4M JIONTIOBHEHIN PEAJIbHOCTI PO3IIUPIOE CIFICOK IHTEPAKTHBHUX
esileMeHTiB. JlonmoBHeHa peasbHICTh (a60 AR, Big anrii. augmented reality) — 11e 306paskeHHs,
sIKi CTBOPEHI 32 JIOIIOMOT'OX0 KOMIT I0Tepa U MOEAHAH] i3 peaylbHUM CBiTOM [4]. Takum ynHOM,
JIIOZIMHA MO>Ke OaUUTH HaKJIaJleHi BipTyaIbHi eJIEMEHTH 3a JIOTIOMOTOI0 KaMepHu cMapTdoHa
UM CIIENiaTbHO BCTAHOBJIEHUX EKPAHIiB.

TexHOJOTIsT BipTyaJIbHOI peayibHOCTI mepenbadae IOBHE B3aHYpPEeHHS KOpHCTyBada
B BipTyaJIbHUH CBIT 3a momnoMoror VR-okyssapiB abo miosomis. lle MoxkyTh OyTH Typu
y BipTyaJIpHIH peasibHOCTi, VR-KOHIIEPTH YU BHUCTABKH, 360-TPajJyCHI BiJie0 3 MOBHUM
3aHypPeHHAM TOIIO. /IJ11 B3aEMO/Iil 3 BIpTyaJIbHUMU CIIEHAMHU BUKOPHUCTOBYIOTHCA JIO/IATKOBI
PYKaBUYKU \KOHTPOJIEPH JIJIs1 KEPYBaHHS.
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Xoua 0OU/IBi TEXHOJIOTII MOTPEOYIOTH JIOAATKOBUX iIHCTPYMEHTIB, TEXHOJIOTiA TOIMIOBHEHOI
peasyIbHOCTI € OCTYIHIIIO0 Yepes3 NOMUPeHHA cMapT¢OHiB i3 kKamepaMu. Y IesKUX BUIaKaxX
BiJi KOpHCTYyBaua He BHMAara€TbCsi HaBiTh I[bOoro. Hampukiaja, aMepuKaHChbKa KOMIIAHis
PepsiCo BcTaHOBWJIA BJIACHI €KPAaHU Ta MPOEKTOP HA OAHIN i3 JIOHTIOHCHKUX aBTOOYCHUX
3YIIUHOK, Yepe3 sIKUH Ha 300pakeHHs PeaTbHOI BYJINII HAKIAJATUCS BIpTyasIbHI €J1IEMEHTH.

fx cTBep/Kye BUKOHABenb pobitT cryaisa Grand Visual, mpomaski Pepsi 3pociin Ha 35 %
3a MicsAIb, KOJIM TPUBaJIa PEKJIaMHa KaMIIaHisA, a ii BifeonpeseHTallis oTpuMasa moHaz 8
MiTbHOHIB meperssaaiB Ha YouTube [13].

Hanpukiaz, mepexa minepiii Pizza Hut po3po6uia simiToBaHy KOpOoOKY AJI MilH, AKa
moBTOpIoBaIa inTepdetic rpu Pac-Man. [Ipu HaBeneHHi Ha Hel TesreOHy, KITIEHT MiT 3irpaTu
B ITOBHOIIIHHY TPY.

SIKI1I0 K TOBOPUTH PO BipTyaJIbHY PeasibHICTh, MOXKHA Ha3BaTH npukiaza Adidas, skuit
BuKopuctas VR 1151 ¢Bo€l aynuTopii pyrbonpHuX danaris [17]. Y kamnanii «Adidas Football
VR Experience» KJIi€HTH KpaMHHIb MOTJIN OJATHYTH TAPHITYPY Ta JIATUUKH JIJI HIT 1 B3ATH
yJacTh y BipTyasibHOMY (GyT60JIBHOMY MaTdi, BUKOHyIOUM INTpadHi yapu Ta MEHAJIbTI
dizumunum pyrd6opHUM M’ ssueM. KpiM TOro, MOKYIIIi MOTJIM CTBOPIOBATU BiJIEOKJIINTM Ta Ii-
JINTHCS HUMH B COIIMEPEIKaX, 10 CIIPUAIIO MOMyJIsApu3aliii OpeH/y.

AmepukaHcbhKka Kopropaiiiss Walmart takox po3pobusia VR-IIPOEKT, IKHH 3aHypIOBaB
KJIEHTIB Y BipTyaJlbHUU CyliepMapKeT, JO3BOJISIB PO3TJIAAATH TOBAPH, MEPEryIAIaTH IiHU
Ta iH(OpMAIliI0 TPO MPOJYKTU. 3aBAAKH CTUPAHHIO MEXi MK BIpTyaJIbHUM i peayibHUM,
VR-TexHOJ10Tii 3a6€3MeUyI0Th MaKCUMAaJIbHe 3aHyPEHH:I, Pe3yJIbTATOM SIKOTO € 3aJIy4eHICTh
kiienTa [17]. OmHak mocmimxenHs: «A fad or the future? Examining the effectiveness of
virtual reality advertising in the hotel industry» [12] mpogemoHCTpyBasIO, 10 YYaCHUKU
€KCIIEpUMEHTY, fKi JuBwiInuch VR-pekiaMy, Majii MEHIIUUA HaMip KyNHUTH IOKa3aHUH
MPOAYKT HA BiIMiHY BiJl TJIS71a4iB TPAJUIIITHOI pEKJIAMU.

Tefimidikariia — mpakTHKa IEPETBOPEHHS MisIHOCTI Ha TPy, 11106 3pobuTH ii 1mikasimomo
abo mpuemHimoio [8]. Ilei iHCTPYMEHT BUKOPUCTOBYIOTH B OCBITi, yIIPaBJIiHHI IEPCOHATIOM,
MIPOEKTHOMY MeHeIKMEeHTI i, 30kpeMa, peksamHiit cepi. 3a T. eminosoro, O. IOpuenko Ta
f1. KoHOHEHKO, « MapKeTUHIOBUH 3MiCT reiiMidikariii mposBIseThCA y 3AaTHOCTI CTBOPIOBATH
E€MOI[IHO HACHYeHi B3aEMOZil, 3aIy4aloyM ay[UTOPil0 O y4acTi Ta KOHTAKTYBaHHSA i3
opengom. e epekTuBHNUY CI0CiO 36iTbIIIEHHA 0OCATIB PO AKiB, POPMYBaHHS IO3UTHBHOTO
IMi/)Ky Ta HaJ1aro/PKeHHs JIOSJTBHOCTI» [2, ¢. 58].

letimicpikoBaHi OrosomIeHHA PO3MINIYIOTh 30KpeMa Ha cadtax Mmenia. /Jlo mpukiIamy
TecT «Yu BUKIU 6 BU B cesli 6e3 cymepMapKeTy» Bifi cymcbKoro mMezia «Ilykp» pexiamye
BUPOOHMKA KOMOIKOpDMY ¥ J0JIaTKOBO BHKODHUCTOBYE CTODITEJIIHT JJI 3aHypEHHS
KOPHUCTyBayYa.

VY KOHTeKCTi MOBHOMACIITaOHOI BIHU /0 MOIyJspu3aliii OpeH/IiB, MOCIyT, TOBAPIB Ta
COIiaJIbHUX OTOJIOLIEHb JIOJIAJIUCA iTpH, K] pEKJIaMyIOTh BOJIOHTEPCHKi 360pu. Tak, BUZiaHHA
DOU, cnpsimoBate Ha IT-criibHOTY, po3p0OMIIO IPOEKT HA MATPUMKY 360Dy /uisd GOHIY
«IIoBepHHCH KUBUM». ¥ TPpi KOPUCTyBadi 30Mpasii MOHETKH, a HAUKpAIUX BiI3HAYAIHN Y
TYpHIipHil Tabauii: «Bu 30upaere MoHeTH, a MU — ToHATUMO. CKiTbKH 30€peTe, CTUThKH i
3a7J0HATHMO».

Cxoky posib BuUKOHYe mpoekT «Orcfall», me rpaBemnp y BipTyasibHOMY CBiTIi BHUBYAE
VKpaiHChKi MicTa Ta MoOKe 3aJOHATUTU KOMITH. Y I[bOMY BHUIIaJIKy OpeHIU IPONOHYIOTh
MO/IAPYHKH 3a MOKEPTBH, TAK MOMYJISIPU3YIOUH CBiti OpeH .

BuBuarouu edeKTUBHICTH TeiiMidikoBaHol pexsamu, aBTopu pobotu «Gamification and
service marketing» CTBepIKYIOTh, 1[0 «B IEPIIY Yepry, CIIOXKUBAUYi B3aEMOIATHUMYTH 3
BebOcalTamMU, sIKi IOYMHAIOTHCA 3 IIPOCTOTO 3aBJIAHHA, a TIOTIM MEPEXOAATH 0 CKJIA IHIIINX
BUKJIMKIB; BOHH OQ:KaTUMYTh IIBUJIKUX O3HAK YCITiXy Uepe3 BipTyasIbHi Ta IPOIIOBI BHHATO-
poau» [7, c. 5]. BomHOYAC 10/1a10Th, IO PH IILOMY B 3aJIy4€HOCTI Biirpae poss mpuBabsiu-
BUH JIU3aMH CAaUTIB.
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Hocnimxenus «Assessing the Relationship Between Gamified Advertising and In-App
Purchases: A Consumers’ Benefits-Based Perspective» mokasye, 1110 J0CBif Bifi B3aeMozil
3 redMi(iKOBAaHOI PEKJIAMOI0 MOXKE HaJaBaTH IIepeBardl JJIA CIIOKHBAUiB: COIliaJIbHI,
0COOMCTI, KOTHITHBHI [14], 1110 MO3UTHBHO BILUIMBAIOTH HA HAMIP CIIOKHBAYiB KYITHUTH PEKJIa-
MOBaHUH MPOAYKT. JlOCITi/I>KEHHS PEKJIAMHUX irop 3aCBiYMIIO, IO CITOKUBAYi TO3UTUBHIIIIE
CTaBJIATHCSA IO TaKUX (DOPMATIiB, Hi?K IHITUX BUAIB pekiamu [19]. Taki popmaT Takoxk Mo-
JKYTh CIIPUATH BUINOMY PIBHIO 3amaM SITOBYBaHHS OpeH/y MOPiBHSIHO 3 6AHEPHOIO peKJia-
MoOI0 B irpax. BojjHouac BapTo 3aKIEHTYBaTH yBary, IO CKJIQ/HIIIIOI CTA€ Ipa, TO MEHIIA
WMOBIpHICTb TOTO, III0 TO3UITIFOBaHHA OpEeH/IY 3aIlaM ATAETHCS, TAKOMXK, 10 KOPHUCTYBAY IIPH-
XWIBHO CTABUTHMETHCA JI0 I[bOTO OpPEH Y.

BapTo BpaxoByBaTH, 1[0 HE BCi JIIOAU MOKYTh MaTH OJTHAKOBUU JIOCTYT JIO TEXHOJIOTII Ta
PiBEHb 3HAMOMCTBA 3 OHJIAaWH-ITpaMu [19], TOMy BUKOPHUCTaHHS reiMi(ikoBaHUX €JIEMEHTIB
y peKJIaMi Hece PU3UK BiZITOPTHEHHS JIETKUX CETMEHTIB ay/IUTOPil.

BHUCHOBKM Ta mepCHEeKTUBHU. [3 PO3BUTKOM TeXHOJIOTiH TpaHcdopmyeTbes U chepa
pekiamu. J[yis momyssipusariii cebe Ta CBOIX IMPOAYKTIB OpeH/n 0OupalTh HOBI (popmaTu:
IHTEpaKTHUBHI BiJi€o, Jie CIOXKET 3aJIe3KUTh Bij riisamada, 360-rpajaycHi posukd, VR- Ta AR-
peKJiaMa, OHJIAaWH-IrPH Pi3HUX KaHPIiB.

JlocimiyizkeHHA Pi3HUX ACIEKTIB TBOPEHHS i MONIMPEHHS IHTEPAKTHBHOI pEKJIaMH II0/IAI0Th
JIOKa3H SIK Ha KOPUCTh e(PEKTUBHOCTI Takux (GOpMAaTiB, Tak i mpotu. BisbIricTh HAYKOBITIB
CTBEP/IKYIOTh PO BUCOKHH IMOKA3HUK 3aJIy4eHOCTI KJIIEHTIB 3aBISAKH IHTEPAKTUBHUM
eJIeMeHTaM y peKJIaMi sIK KiJIbKiCHUH KpuTepil il epektuBHOCTI. Kpim 1mporo, Mmoxke HTHCA
PO 3POCTaHHs KUIBKOCTI ITPO/IAKiB, AK y BUMAAKY 3 KamIlaHi€o Pepsa. BojiHoOuac akicHUM
KPUTEPIEM MOKHA HA3BAaTH IMO3UTHBHE CIPUHHATTA TAKUX OTOJIOLIEHB, SKi BIUIMBAIOTH
Ha HaMip CIIOKMBAaYiB KYIIUTH PEKJIAMOBAHUU MPOAYKT. OAHAK BapTO 3ayBasKUTHU, IO
refMidikariia MoXke Bi/IIITOBXHYTH YaCTUHY ay/IUTOPIi, a peKjlamMa y BipTyaJIbHIil peaJibHOCTI
HE CTUMYJIOE 10 KymiBiai. OcoOauBicTIO 360-TpajJlyCHUX BiZieo € Te, MO BOHU MOXKYThb
MPU3BECTH JI0 Je30pieHTarii. TakuM 4umHOM, JI0Ka3W PO €DEKTHBHICTh iIHTEPAKTHBHUX
POJIUKIB € HEOTHO3HAYHIMH.

OTxe, MATBEPAUTH €DEKTUBHICTD TOTO YU iHIIIOTO IHTEPAKTHBHOTO (POpMAaTy CKJIAJHO.
BojtHOUAC GiTBIITICTD MPEJICTaBJIEHUX Y PO3BIII IPUKJIAiB CTOCYIOTHCSA iHO3EMHUX OpPEH/IIB,
TOMY € IIPOCTIp I MAaHOYTHIX TOCITi/?KeHb e(peKTUBHOCTI iHTEpaKTUBHUX (POpPMATiB caMe B
VKpaiHChKOMY PEKJIAMHOMY ITPOCTOPI.
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Introduction. Advertising formats are transforming as a result of technological develop-
ments. One manifestation of this transformation is interactive elements in heterogeneous brand
advertising messages. Timely research into this transformation will allow us to systematise knowl-
edge about interactive advertising formats and determine their degree of effectiveness.

Relevance and purpose. The focus of the work is on examples of interactive advertising
from global and local brands, research that supports their effectiveness, and evidence against it.
The purpose of the study is to outline the specifics of using interactive formats.
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Methodology. Content analysis was used, based on advertising campaigns of brands that
demonstrate various interactive elements and ways of using them. For the objectivity of the study,
the systematisation of existing works on the effectiveness of interactive advertising formats was
also used.

Results. Content analysis of advertising allowed us to determine that interactive elements
include videos with a choice of plot, 360-degree videos, VR and AR advertising, and online games.
It was found that the effectiveness of such formats is due to high customer engagement and nov-
elty of experience, but at the same time, some arguments are ambiguous, and some advertising
formats can lead to negative consequences such as disorientation.

Conclusions. The study shows an increase in demand for the use of interactive elements in
advertising. Private companies use heterogeneous interactive advertising, but it is impossible to
unequivocally confirm the effectiveness of a particular format.

Keywords: information space, advertising, advertising discourse, interactive formats.
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