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BUKOPUCTAHHS TEXHOJOTI'TI JONOBHEHOI TA BIPTYAJILHOI
PEAJIBHOCTI (AR/VR) JIJ151 IPE3EHTALIT MPOJAYKTIB Y
LU®POBOMY MAPKETHUHI'Y

Y  cydacHoMy 1u(poBOMYy  MapKETUHTY  MIANPUEMCTBA  AKTUBHO
BIIPOBA/DKYIOTh  IHHOBAIlIMHI ~ TEXHOJIOT1i ISl  MIABUINEHHS €(EeKTUBHOCTI
npe3eHTanii npoAykTiB. OgHUMHU 3 HAWMOUIBII TEPCHEKTUBHUX € TEXHOJOTl
nonoBHeHO1 (AR) Ta BipTyanbHOi peanbHocTi (VR), siKi 103BOJISIOTH CTBOPIOBATH
IHTEpPaKTUBHUN JOCBI/ B3a€EMOJIIT 3 MPOAYKTOM. BUKOpUCTaHHS TaKMX TEXHOJIOT1i
CIIpHUsi€ TMIABUIIEHHIO 3aJIy4E€HOCTI KOPUCTYBadiB Ta IMOKPAIICHHIO CIPUHHSATTSI
npoaykry [1].

Pazom 13 TuM, icHye mpoOiiema BHCOKOi BapTocTi BrpoBapkeHHs AR/VR-
piIlIeHb Ta CKJIAIHOCTI iX iHTerparlii B MapKETUHTOBY MISUIBHICTD MianpremMcTBa. He
BC1 KOMIaHIi MarOTh JOCTaTHI PECypCH I PO3POOKH SKICHOTO IHTEPAKTHBHOI'O
KOHTEHTY, III0 00MEXy€e MacIiTad BUKOPUCTaHHS TaKUX TexHOJOTi# [2]. KpiM Toro,
YacTHHA CIOKMBaudiB HE Ma€ JOCTYIYy JO BIIMOBIIHUX MPHUCTPOIB, MO TaKOXK
3HIKYE €PEKTUBHICTH X 3aCTOCYBaHHS.

BaxnuBum acnekrom € BmumB AR/VR Ha cOpuiiHATTS TPOIYKTY.
BukopucTtanHs IHTEPaKTUBHHX TEXHOJOTIH JIO3BOJIAE KOPHCTyBauyaM Kpaile
3pO3YMITH XapaKTEPUCTHKU TOBAPY, OLIHUTH HOTO (YHKIIIOHATIBHI MOMXJIMBOCTI Ta
chopmyBatr OiLIbIl OOTpyHTOBaHE pimieHHs moao0 mokynku [3]. Ile ocobmauBo
aKTyaJIbHO JIJIS CKJIQMHUX ab0 TOpOoruX MPOAYKTIB, A€ Bi3yamisamis Bimirpae
KITFOUOBY POJTb.

Ha pucynky 1 mpeacTaBieHO 3aJ€KHICTh PIBHS 3aTy9€HOCTI KOPUCTYBadiB
Bix Bukopuctanus AR/VR-texHomnoriit y MapkeTuHry.
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Puc.1 3anexHicTh epeKTUBHOCTI KOMYHIKALlII BiJl pIBHS MepcoOHai3aIii

BukopucTtaHHS TEXHOJOT1M JOMOBHEHOI Ta BIPTYaJdbHOI peajJbHOCTI €
e(peKTUBHMM IHCTPYMEHTOM IIPEe3eHTallii IPOAYKTIB Y U(pPOBOMY MAPKETHHTY. 1X
BIIPOBQ/PKEHHS JO03BOJIA€E TIABUIIMTH PIBEHb 3aJy4y€HOCTI CIIOXXHBAYiB Ta
NOKPAIIUTUA CHPUUHATTS MPOIYKTY, OJHAK MOTpeOye BpaxyBaHHsS €KOHOMIYHHX 1
TEXHIYHUX OOMexeHb. J[oNiIbHUM € roeTtanHe BrpoBakeHHs AR/VR-pimens i3
ypaxyBaHHIM MOXJIMBOCTEN MiAMPUEMCTBA Ta MOTPEO MITHOBOT Ay TUTOPIi.
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3ACTOCYBAHHA METO/IB ITYYHOI'O IHTEJEKTY 1JIsA
IMPOTHO3YBAHHS IIIH HA OCHOBI AHAJII3Y PUHKOBUX JTAHUX

Y cydacHux ymoBax I1u(dpoBi3alii E€KOHOMIKM MPOTHO3YBaHHS IIIH €
BXKJIMBUM €JIEMEHTOM MPUUHSTTS YIIPABITHCHKUX PIllIEHb Y MAPKETUHTY Ta O13HEC-
aHamituIll. TpaguiiiftHi METOIM aHaJli3y HE 3aBX U J03BOJISIOTh BpaxyBaTH CKIaaH1
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