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AHHOTAIUSA

B cTatbe paccmarpuBaeTcs poib HTPOBBIX IIAT(GOPM B KOHTEKCTE COBPEMEHHOW KOHIICTIIIUH
Mapxkerunra 5.0. ABTOpbI aHaTU3UPYIOT, KAK MHTETPALUSI IEPEAOBBIX PEKIIAMHBIX TEXHOJOTHUH B
UTPOBOE TIPOCTPAHCTBO IIO3BOJISIET OpEHAaM CO3/1aBaTh YENOBEKOLCHTPUUYHBIA ONBIT U
YCTaHABJIMBATh T[IYOOKYI0 SMOIIMOHANBHYIO CBSi3b C moTpedutensimu. B 1eHTpe BHUMaHHsA
HaxoJIUTCs MCCeoBaHe BHYTpUUTpoBoil peknambl (In-Game Advertising, IGA) xak HanOosee
3(eKTUBHOTO HHCTPYMEHTA MPOJBHKCHHS COBPEMEHHBIX OpeHI0B. VccneayroTcss OCHOBHBIC
XapaKTEepPUCTUKU BHYTPUUTPOBOI peKiaMbl, €€ MHCTPYMEHTHI, IPEUMYIIIECTBA U BO3MOKHOCTH B
MOCTPOCHU U MEPCOHATU3UPOBAHHBIX KOMMYHHKAI[MM, IPOBOJUTCS aHATN3 KOHKPETHBIX KEHCOB.
B pabote nemaercss BbIBOA, uTO BHYyTpumurpoBas pekiama (IGA) mo3BoiiseT COBpEMEHHBIM
OpeHnaM (OpMHUPOBATh BBICOKMI YpPOBEHb BOBJICUEHHOCTH U JIOSUIBHOCTH TOTpeOUTENEH,
MOBBIIIACT Y3HABAEMOCTh OpEHa U 00ECIIEUYNBAET POCT IIEJIEBBIX MAPKETUHTOBBIX MOKA3aTENIEH.

JI1si UATUPOBAHUSI B HAYYHBIX HCCJIeJOBAHUSIX
Mustope B.IO., CagonoBa A.C., ®okuna B.B. UrpoBsie muat@opmbl Kak HHCTPYMEHT
Mapketunra 5.0 // DxoHoMuka: Buepa, ceromaus, 3aBrpa. 2026. Tom 16. Ne 4A. C. 551-559. DOI:
10.34670/AR.2026.16.24.053
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KOMMYHUKALIUH.

BBeaenue

Konuenuus Wuayctpun 4.0 mnau YerBepToil NpOMBINUIEHHONW pPEBOJIOLUU Oblja BIIEpBbIC
npeacraieHa B ['epmanuu B 2011 roay u oxapakrepu3oBajiach IIyOOKOW HWHTErpauen mu@poBbIx
TEXHOJOTUH B (u3HUECcKOe MPOCTpaHCcTBO. OCHOBHOM LIETIbIO TAHHOW KOHIIEMIUY SBIISETCS CO3IaHNe
TaK Ha3bIBa€MbIX KHOEPPU3NYECKUX CHCTEM, PA3BUTHE HCKYCCTBEHHOIO HWHTEIJIEKTa, MHTEpHETa
BElIeH, a TalKke aHAIMTHUKA HAa OCHOBE OOJIBIIMX JTAHHBIX U OOJAUHBIX BBIYUCIEHUN. Bece 3T yxe
MPUBBIUHBIE U HAC TEXHOJOTHH JIOJKHBI OB 00ECIeUUTh MPUHATHE YEIOBEKOM CBOEBPEMEHHBIX
ONEpPallMOHHBIX PEIeHHH, MOBBICUTh THOKOCTh B peanu3aluu Ou3HeC-CTpaTeruii KOMIIaHWH U
MPEOCTaBUTh BO3MOXKHOCTH ONEPATMBHOIO PEarpoBaHMs Ha JIIoOble M3MEHEHHUs BO BHEIHEW U
BHyTpeHHel cpene [[11Ba6,2016].

B 2023 1. IlpaButensctBoM n Coserom denepauuu PO Obul nNpUHAT psA MOCTaHOBJICHU,
IIPpOrpaMM M MHULMATHUB, HAIIPABJICHHBIX HA JTOCTH)KEHHUE TEXHOJIOIMUYECKOTO CYBEPEHMTETA CTPAHBI
yepe3 COo3JaHue M MOAJIEPKKY KOHKYPEHTHOCIIOCOOHBIX IMPOM3BOJCTB, YBEIMYEHUE MHBECTULIMN B
HUOKRP, a Taxke co3ganue yciaoBUHM AJIs pa3BUTHS MHHOBALIMOHHBIX KOMIIAHHUH U cTapTall -IIPOEKTOB.
Tak, Hannpumep, HantmonanbHas rexaonornueckass naunuatua (HTHU) 0603naunia BEeKTOpHI CO3MaHUS
HOBBIX PIHKOB M TE€XHOJIOTUH, HANPaBJICHHBIX HA Pa3pabOTKy W BHEAPEHUE «CKBO3ZHBIX» LM (POBBIX
peleHnii, (opMUpPOBAaHUE YCTOWUYMBBIX IHPOU3BOJACTBEHHBIX LENOUYEK Ul KPUTHYECKH Ba)KHBIX
oTpacJiell MPOMBIIUIEHHOCTH. BrosiHe JI0ruyHo, 4YTO M0100HbIE TPUHIIUIIBI HAIIUTH CBOE OTPAXKEHUE B
MapKeTHHIe Kak c(epe, HeMOCPEACTBEHHO BCTPOSHHOM B MPOM3BOACTBEHHbI M ITUKII TPEA PUATH L.

B cBoux mocneanux paborax ®. Kotnep roBoput o kxonrenuuu «Mapketurra 4.0», xotopas
3aKIIIOYAETCsl B ONTHMM3ALMHM U aBTOMATH3allMH OU3HEC-IPOIECCOB MAPKETUHTOBON JEATEIEHOCTH
KOMIIaHUH, T1€ MNIAaBHBIMM JIBUKYIIMMHU CUJIAMH CTaHYT MH(GOPMALIMOHHbIE TEXHOJIOIUN ¥ UHTEPHET-
MapKeTHHT, KOTOpPBIC MO3BOJIAT HAHTH ele Ooyiee TECHbIE CIIOCOOBI B3aMMOACHCTBUS KOMITAHHH €O
ceoumu notpeoutensiMu  [Kotnep,2019]. CrpemurensHoe pa3BuTHE LIU(POBOH 3KOHOMHUKH,
BKJIIOYAIOIIee B ceOs MCIOJIb30BAHNE MOOMIIBHBIX TEXHOJIOTHM, 00JaYHbIX CEPBUCOB U AJITOPUTMOB
OOJIBIIMX JaHHBIX YK€ CTPYKTYPHO M COJEpXKaTelbHO TpaHC(POPMUPOBATIO MapKETHHTOBbIA
JaHAmRAQT, IO3BOJIMB KOMIIAHUSM IEPEUTH OT TPAJUIMOHHBIX MACCOBBIX KOMMYHMKALUH K
BBICOKOTOYHOMY TapreTMpPOBAaHUIO U MEPCOHAIN3AINN KIMEHTCKOIO OIbITa B PEKUME PEaTbHOIO
BPEMEHU.

IlocpencTBoM coyeTaHus TPaJAULIMOHHBIX METOAOB IHPOJABMIKEHUS U TEPEIOBBIX TEXHOJIOTUM
MOSIBUJIACh BO3MOXKHOCTb CO3/aBaTh HENPEPHIBHBIM KIMEHTCKUH NyTh M NEepexoiuTh K Ooiee
3(deKTUBHOMY yIpaBJICHUIO ONBITOM KIMEHTa, KOTJa MOTPeOUTENh CTAaHOBUTCS AKTUBHBIM
YYaCTHUKOM CO3/aHUs J00aBICHHOW CTOMMOCTH MPOJYKTa, a KOMMYHUKAIIMOHHBIE KaMIIaHHH,
BKJIIOYAIOLIME MApPKETUHIOBbIE M pPEKIAMHBIE HHCTPYMEHTBI, CTAHOBATCA CaMOOOY4arOUMMHUCS
cUcTeMaMH OJjarofiapsi BHEIPEHUIO AJITOPUTMOB, MAIIMHHOTO OOY4eHHS U aHaiM3a JaHHBIX
noss3oBaresneid. Hanpumep, aBTOMaTU3MPOBAHHBINA METOJ] 3aKYIIKA U MPOAAXH LU(POBON peKIaMsl,
MOJIYYUBILMM Ha3BaHUE «IIpOrpaMMaTUK-peKIamay, MPOA0JIKAET JEMOHCTPUPOBATh AKTUBHBIM POCT.
B 2024 romy noxo/sl OT mporpaMMaTHK-pekiambl coctaBriu 134,8 muipa nosnapos [IABreport,2026],
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a n100aIbHBINM PRIHOK IporpaMMaTHK-pexiambl B 2025 roay ouieHuBaercs B quanasone ot 550 no 834
wipa aposapos [GlobalProgrammaticAdvertisingMarket,2025].

OnHaKo gake ¢ y4eToM JOCTHXKCHUH B TaHHOM o0macT MapkeTusr 4.0 y)ke JeMOHCTPUPYET Pt
po0JieM, KOTOPBIE SIBHO CKa3bIBAIOTCS Ha A(PPEKTUBHOCTH U YCTOWUMBOCTH B3aMMOICHCTBUS MEXKITY
NOTpeOUTENIMU M OpeHIaMu, OJHON M3 KOTOPBIX SIBISIETCS Ype3MepHas 3aBUCHUMOCTH OT JaHHBIX U
anropuTMoB. HecMOTpst HaTO, UTO aBTOMAaTU3UPOBAHHBIE CHCTEMbI 00ECIIEYMBAIOT BHICOKYIO CKOPOCTh
Y TIepCOHANIM3AIINI0, OHU e ITPUBOJIAT K Bce OobllieMy pacnpocTpanenuto enomena «Ad Fatigue» —
YTOMJICHHIO ayIUTOPHH OT H30BITOYHOTO KOJMYECTBA pPEeKIaMHBIX coobienuit [Guo,Jiang,202].
Taroke Bce yallle MOXKHO BCTPETUTh peKiiaMy, CO3JaHHYIO IPU IOMOIIM MCKYCCTBEHHOI'O MHTEJUIEKTa
(UU), uro oOycnaBiuBaeT pocT €e HEraTUBHOIO BOCIIPUSITUS CO CTOPOHBI aynutopun. MccienoBarenu
N.1O. MenpaukoBa u M.}O. AGaOkoBa 0TMEUAIOT YCTOMYMBBIN CKENICHC IO OTHOLIEHUIO K HEKOTOPHIM
ocobennoctsM MN-peknampl, cBS3aHHBIN C OTCYTCTBUEM 3MOIMOHATBHON TITYOHHBI, (TIJTACTHKOBBIM»
WA «HEXUBBIM» IJ1a3aM MEPCOHAXKEN, HEIOCTATOYHOM mepeaadyeil MOl 1 KpeaTUBHOIO MOCHLIA,
HEKAaYeCTBEHHOW 00paboTkoi neraneii [MenpHUKOBa,Ab0abkoBa,2025]. Kpome TOro, mo AaHHBIM
Global Ad Fraud Benchmarks Report «pexnamubiii ¢pom» Ha 20% cHuxaer 3(pPeKTHBHOCTH
3aTpAaye€HHBIX PEKIAMHBIX CpPEICTB IPU <IIOKa3HOM)» BO3pacTalolieM pekiaMHOM s¢dekre, a
rio0anbHbIe YOBITKH B 1U(poBoil pexname Ha 2025 r. coctaBun 6onee 100 mumuapaoB J0IapoB
[Q32025GlobalAdFraudBenchmarksReport,2025].

JlanHble GakTOphl MPUBOMAT K CHIDKCHHIO YPOBHS JOBEpHS MOTpeOUTENeH K MapKeTUHTOBBIM
KaMIIaHUAM B LEJIOM, U K peKiaMe KaKk MHCTPYMEHTY MpPOABUKEHUS OpeHJla, YTO BbIpa)KaeTcs B
cHIKeHUH Kod(uimenta kimkoB 10 MeHee 1% wu pocty TpeBokHOCTH 81% Tmonb3oBaresneil Ha
MpeIMET MCIOIb30BaHUs OpeHIaMU MEePCOHANBHBIX JaHHBIX. B pe3ynabrare mpuBBIYHBIE IU(PPOBLIE
pexiaMHble  (opMaThl TEPSIOT CBOKO A(MPEKTHUBHOCTh, a 3aTpaThl Ha IPUBJIEYCHHE OTHOTO
M0JIb30BATENSI ©KETOHO yBennuuBaroTcs Ha 15-20% [PewResearchCenter,2020].

Hrposbie miiatgopmbl Kak miiomaika MapkerunraS.0

BeimeniepeuricieHHbIE OTPAHUYEHUS CTANH MPEATNOCHUIKAMY JJIsl SBOJIOLMH MOJIEIH U TIEPEXOay
k Uupyctpun 5.0. B paMmkax naHHOHW mapaaurmbl HanOojiee BaKHBIM SBISICTCS HE MOBCEMECTHAas
UHTETpals TEXHOJOTMM B KH3Hb YEJIOBEKAa, a CHHEPrUs B3aUMOJCHCTBUS M CBOEOOpazHOe
COTPYAHUYECTBO MEXy MammHo# u yenoBekoM [Nahavandi,2019].

Konuenuus «uayctpun 5.0» mpezactaBisieTcsl BIOJHE peaJbHOM M OXBATHIBAET HE TOJIBKO
BOIIPOCHI OM3HECA M POMBIIIIICHHOCTH, a TAKKE PAa3IMYHbBIE aCIIEKTHl OOIIECTBEHHOTO YCTPOMCTBA U
Oonarononyuns. EBponeiickas koMuccuss yxe O(HUIIMAIBHO TpU3HAJA JAHHYIO MapagurMy u
MPEAIoXKua MeperTH K CO3IaHUIO0 MPOMBIITIEHHON SKOCHCTEMBI, B KOTOPOU TEXHOJIOTHH JOKHBI HE
TOJIBKO ONTHMH3UPOBATH IIPOU3BOICTBEHHBIE MPOIIECCHI, HO U CITOCOOCTBOBATH MOBBIIIICHUIO KAUeCTBA
’KM3HH, COIHAIBHOM CIIPaBeUTMBOCTH U ycToiunBOoMy passutuio [ Industry5.0,2026].

OcHoBHble npuHuunbel  Meayctpum 5.0  BrIOWarOT  TpU  KIKOYEBBIX  aCMEKTa:
YeJIOBEKOIICHTPUYHOCTh, YCTOWYMBOCTh M aJallTUBHOCTh, YTO HAXOJUT CBOE OTpPaKEHHE U B
MapKeTUHTEe, KOTOPBI CTAaHOBUTCS 00jee OPUEHTUPOBAHHBIM Ha IPUMEHEHHE TEXHOJIOTUH C I[ENbI0
CO3JaHMS YHUKAJIBHOTO B3aWMOJICHCTBUS C KOKIBIM OTAEIbHBIM HoTpedutenem. Kak ormewaror U.
[Tapa u A. Ilanmpii, Ha MEpPBBIA MJIaH BBIXOST BOMPOCHI 3TUUECKUX U SKOJIOTHYECKUX CTaHAAPTOB,
CIpaBeUTMBON TOPTOBIIHN U COITHAIHOW OTBETCTBEHHOCTH C I[EJTbI0 TAPMOHHU3AIINY OTHOLICHI I MEKIY
TEXHOJOTMYECKUM IIPOrpeccoM M OiaromoiydueM dYejgoBeka. B paMmkax JaHHOH mapaaurMsl
MpeAroiaraeTcs, YTo pa3BUTHE HCKYCCTBEHHOTO MHTEIIEKTa B OJIHOM cepe JOIKHO ClIOCOOCTBOBATh
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MHTErpaliy UHHOBAIMHU B IPYrUe, KOrja LMK HEMPEPbIBHO MOBTOPSETCA U KaXJ10€ OCTUKEHUE B
OJIHOM 00J1aCTH CIIOCOOCTBYET MPOIPEcCy B APYTHX OOJIACTSX, @ MPOMBIIUIEHHOE Pa3BUTHE SBIISETCS
HE TOJBKO HMHCTPYMEHTOM SKOHOMHKHM, HO M MEXaHM3MOM OOECleueHHUs] YCTOHYMBOIO pPa3BUTHUS
HKOCHCTEM, MHKIIO3UBHOCTHU TPYIOBBIX PECYPCOB, TICHXOJIOTHYECKOTO KOMQOPTa U MOTpeOHUTENeH, 1
coTpyaHuKoB Kommnanuii [Para,Pandey,2023].

Baxno ormeruth, uro @.KotTiep B cBoux paboTax HEOJHOKPATHO YNOMHHAET KOHIIEHIUIO
MeramapketTuHra uin Mapketunra 6.0 [Komaep,2025], onHako ee 4epThl €Le HE CTOJb SIBHO
BBIDAXKEHBl M IPEJICTABJIAIOT cOOOM  CKOpee  HBOJIIOLUIO  IPEeIIIeCTBYOUIEH  MOJENH,
XapaKTEepPHU3YIOIYIOCs YCUJICHHEM OECIIOBHOIO MMMEPCHUBHOTO B3aUMOJICHCTBUS C ayTUTOPUEH uepes
KOHBEPIreHIUIO (PM3UUecKo 1 MUu(poBON pearbHOCTEH.

B pamkax xonnenumm Hunpyctpum 5.0 ¢GoKyc B TMPOABMIKEHHHM CMEUNAETCS Ha KOHIEHT
«TEXHOJIOTMHM paad 4YeloBEKa», TINE€ peKIaMa He SBJISIETCS HWHCTPYMEHTOM MAaHUINYJSALUHU, a
BCTPAaWBaETCs B [IEHHOCTHBIN OIBIT AyIUTOPUN 4Y€pE3 PEIEBAHTHBIN MOJIb30BATENbCKHI KOHTEHT. K
KOMITOHEHTaM TPOJBIKEHUS B paMkax Mapketunra 5.0 otHocsaT c6op bompnmx JlaHHBIX 11 uXx
aHaJIM3a ¥ CO3JaHus ONITHMH3UPOBAaHHBIX KOMMYHHUKAIIMOHHBIX PEILCHU; NCIIOIb30BAHUE aHAIUTHKA
JUIsL IPOTHO3MPOBAHHUSI HA BCEX 3Tallax MPOABUKEHUS IPOIYKTa; EPCOHATN3ALNI0 KOMMYHUKALIUI B
pEKHME PEATBHOTO BPEMEHM C YYETOM KOHTEKCTa B3aMMOJEHCTBHS; BHEAPEHUE TEXHOJIOTHI
JIOTIOJTHEHHOM M BUPTYaIbHON peaIbHOCTH JUIsl YITYUIIEHHS T0JIb30BaTenbeckoro onbita [Kotnep,2022].

Bce 3TH KOMIIOHEHTHI B NTOJHOW MEpe peau3yloTcs Yepe3 COBPEMEHHBIE BUJICOUTPHI, KOTOPHIE
CIIOCOOHBI BOIUIOUIATH KIIOUEBbIE MPUHLMIIBI JAHHOM MapaJurMbl 4epe3 Co3JaHhue MMMEpPCUBHBIX,
MHTEPAKTUBHBIX U YEJIOBEKOI[EHTPUYHBIX IIaTHOPM.

Tem cambIM, UTPOBBIC MIATGOPMBI B OOIIEM BHJE MPEICTABIAIOT 000 Kubephunyecku e
IIPOCTPAHCTBA, B KOTOPBIX IOJIb30BATEIN CTAaHOBSATCS aKTUBHBIMU YJaCTHHKaMM IIPOLIECCa CO3AAHMS
KOHTEHTa, a He €ro IMacCUBHBIMU MOTpeOuTeNsMU. POCT MHAYCTpUM BUJICOUTP BBIpAXKAeTCS U B
JIEHEKHOM SKBHBAJIECHTE: TAaHHBIM CEKTOP MHAYCTPUH pa3BiIedyeHUU yxe npeBbicua 200 MuimmapaoB
J0JU1apoB, JocTUrHyB B 2025 romy ortmerkn 3,2 MuuMapAa AKTUBHBIX —I10JIb30BaTelel
[Newzoo'sGlobalGamesMarketReport,2025].

OCHOBHBIM 3JIEMEHTOM BHJICOUTP SBISETCA TeHMH(UKALMSA, KOTOpas TIO3BOJISET YCHIIUTH
MOTHBALIMIO Yepe3 SMOLIMOHAIbHOE BOBJIEUEHHE IMOJIb30BaTes. Buaeourpsl Tarke o0071a4al0T
WHCTPYMEHTApUEM Il BHEAPEHMS IepeloBbIX TexHosioruii, mHterpupys WU, VR u AR, uro
J00aBJIET UTPOKAM BO3MOXKHOCTH CAaMOBBIPAKEHHS U BHICTPAUBAHHU S COLIMAIBHOTO B3aUMOJICHCTBHSA
C BHYTPUMIPOBBIMU CyObekTamMu. Kak moJBujJ BUIEOUTPOBOM cpelibl TAkKEe MOXHO pacCMaTpUBATh
METaBCEJIEHHbIE, KOTOPBIE SIBJISIIOTCS MPSAMBIM ciieAcTBUEM pazBuTusa Muayctpun 5.0, npenocraiss
BUPTYaJIbHOE MPOCTPAHCTBO HE TOJBKO JJISI pa3BJiCUCHHI, HO Takke Ui 00pa3oBaHMs U pabOTHI.
CnenoBarenbHO, OpeH/IbI TakKe MOIYT UCIOJIb30BATh METABCEIIEHHBIE /ISl MHTErpaluu B U(poBOe
IPOCTPAHCTBO, CO3/1aBasi yHUKaJIbHbIE (POPMBI B3aMMOAEHCTBHUS C TOTEHI[MATbHBIMH TOKYATEIISIMH.

In-Game Advertising kak HHCTPYMEHT HHTEIrPallii OPEeHI0B

BuneourpoBas cpena mpencraBiisieT co00M MEPCIEKTUBHOE HalpaBJIeHUE B pamkax MHaycTpun
5.0, B TOM uymcne, 6marogapsi BO3MOXHOCTH BHEAPEHHUS Pa3HOOOPa3HBIX HMU(POBBIX TEXHOJOTHMA.
Buneourpsl MO3BONSIOT JAOCTHYb TIIYOOKOTO — MOTPYKEHHS, MPENOCTABISIA MOJIB30BATENAM
BO3MO>KHOCTb aKTHUBHO B3aUMOJIEHCTBOBATh C KOHTEHTOM, a JiJIsl OPEHI0B — BO3MOXHOCTb YCTAHOBUTH
TECHYIO 3MOLIMOHAIBHYIO CBSI3b C AyIUTOPHUEHN, TEM CaMbIM IOBbIIIAA €€ JIosuIbHOCTh [KoTnep,2022].

K 2026 r. oOumii peIHOK BUJICOMTPOBOM peKriaMbl yxe noctur 10 MuiumMapJoB I0JJIapoB C
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€XKEroHbIM MpUpocTOM B 19,5%, 4TO CBUIETENBCTBYET O €r0 AWMHAMHYHOM pazBUTHU. CorjlacHO
otyety Boston Consulting Group, ucnonp3oBaHHe BUIACOUTPOBBIX (OPMATOB B MAPKETUHTOBBIX LEISIX
K 2025 rogy npuseno k ypenuueHuto ROI Ha 20-30% mo cpaBHEHUIO ¢ TPaJUIIHOHHBIMU LK (POBBIMU
KaHaJlaMH, 4YTO OOYCIIOBJIEHO MMMEPCHBHBIM B3aUMOJICHCTBHEM TIIOJH30BATENICH C HWIPOBBIMU
skocucreMamu [Newzoo'sGlobalGamesMarketReport,2025].

CoBpeMeHHbIE BUICOUTPBI COOMPAIOT OTPOMHBIN MMOTOK JAHHBIX, TAKUX KaK TEJIEMETPUS UTPOBOTO
Ipoliecca, COLUAIbHbIE B3aUMOJAEHCTBUS M MarTepHbl nporpecca. [Ipy momoum anroputmos MU
OpeH/bl MOIYT HCIOJIb30BaTh IIOJIydEHHbIE JAaHHBIE ISl MHTErPAllMM IE€PCOHAIN3UPOBAHHBIX
pEeKIaMHBIX COOOIIEHUM B UrpoBod mpoiecc. Kak MOKa3bIBalOT HCCAEAOBAHUS, I10I00HBINA
OpraHu4eckuil Qgopmar B3aUMOJAEHCTBUSA C IOTPEOUTENEM C BBICOKOM CTENEHbIO BEPOATHOCTU
MPUBOJUT K pocty Kodddumuenta mpocmMoTpoB 10 90% mo cpaBHeHUIO ¢ 50% B TpaauIllMOHHBIX
udpoBeix kanamax [VideoGamingReport,2026].

B kadyecTBe KOMIIJIEKCHOTO MOHATUSA s 00O3HAUYEHMS JAHHOTO HAIpaBJICHUS MPOJIBUKEHUS
BBICTYIaeT TEPMUH «BHYyTpuurpoBas pexiama» (In-Game Advertising, 1GA). MoxHO TpeIIOKHUTH
CIIEyIOICEe OIpeAeIeHUEe JAaHHOIO IOHATHSA: BHYTPUUIPOBAs peKlIamMa — 3TO WHTEITPUPOBaHHAA
cucTeMa KOMMYHHUKALMM, HampaBJ€HHAas Ha CO34aHME HWMMEPCHUBHOIO, HHTEPAKTUBHOIO H
JIOJITOBEYHOTO OpEeHIMPOBAHHOIO OMNbITa B MHTEPAKTUBHBIX LU(PPOBBIX CpelaX, OCHOBAHHBIX Ha
UrpoBbIX MexaHukax. OcHoBHas nenb IGA 3axmoyaercs B 00ecrieueHuH MaKCUMaJIbHOTO BOBJICUEHUSI
noJib30Bareseld B OpeHMpPOBAaHHBIE B3aUMOACHCTBUS U (OPMUPOBAHUE YCTOMUMBBIX acCOLMALIMM C
OpeHIoM.

TexHonornn BHYTPUUTPOBOM pEKIaMbl MOTYT OBITh pPEAIM30BAHBI YEpe3 CIOHCOPCKUE
COIVIAllIeHUs, pa3MEIICHHUE JIOrOTUIIOB OpEHJOB, MHTErpallMi0 B UIPY OpeHAMPOBAHHBIX 3BYKOB,
IIepCOHAXEM U JIOKaUii. braromapst BBICOKON CTEIEHU BO3MOKHOTO IIOBTOPHOTO IPOXOKICHUS UTPBI,
4acTOTa MOBTOPHOTO M0Ka3a PEKIAMHBIX KPEaTUBOB TakkKe yBenuuuBaeTcs. Cama MHTErpanus MOXKeET
MIPUHUMATh BHJI CTATUYECKON, AMHAMUYECKOW M MHTEpPaKkTUBHOW. CTaTHyecKas pekiama BKIKYaeT
pasMelleHre BU3YalIbHbIX JJIEMEHTOB, TAKMX Kak OaHHEpHI UM OpeHIMPOBAHHbBIE OOBEKTHI B UTPOBOM
MHUp, HE Hapymas €ro LEJOCTHOCTh W HE€ BIMAS Ha UIPOBOM mponecc. JlMHaMu4ecKas pexiama
ucrnonb3yer TexHojgoruu MM ansg agantanvy KOHTEHTa MO KOHKPETHOIO IOJIB30BATENs B PEKUME
pealbHOTO BpeMEHM. MHTepakTMBHas BHYTPUMIPOBAs peKiIaMa IpeArojaracT HEMOCPEACTBEHHOE
B3alMO/JICIICTBHE UTPOKA C IIPOAYKTOM UM OPEHIOM.

B xauectBe MHCTpyMeHTOB peanu3anuu IGA BBICTYNAIOT Takhe MEPCIEKTUBHBIE KOMILIEKCHbBIE
BHJIbI BHYTPHHMIPOBOM peKIaMbl, Kak: pekiaMmHbie Buaeourpbl (Advergames, AG) u pekiama B
metaBceseHHbIX (Metaverse Advertisng, MVA), paznuyaronmecs 1Mo CTEIeHH HHTErpaliiy OpeHia B
WUTPOBOM MpoIlece.

Advergames — 3To crienMaaIu3upPOBAHHBIC BUICOUTPHI, TOJTHOCTHIO MOCBSIICHHBIC TTPO/IBUKCHHIO
ornpeneneHHoro openaa. IrpoBoit mporecc u CroKeT TaKUX UTP pa3padbaThIBAOTCA C LENIBI0 CO3aHMs
YHUKAJIBHOTO M 3allOMUHAIOIIETOCS MOJIb30BATEIBCKOTO OIbITa, HAMPABIEHHOIO Ha MPOIBUKEHHE
00BeKTa.

Pexiiama B MeTaBCENEHHBIX IPEACTAaBJIAET COOOW NPOABHMIKEHHE OpPEHIOB B BUPTYAJIbHBIX
MPOCTPAHCTBAX, I7I€ MOJB30BATEIHN B3aUMOACHCTBYIOT JPYr C APYTOM M C IU(PPOBBIMU OOBEKTAMH C
IOMOIIBIO  COOCTBEHHBIX IM(POBBIX aBaTapoB. MeTaBCcelleHHbIE IO3BOJIIIOT — CO3/1aBaTh
WHTEpaKTUBHbIE (QOopMaThl B3aUMOJCHCTBHUSA, KOTrJa I0Jb30BATEIM MOIYT HE MPOCTO BHUJETH
peKIaMHbIE POIYKThI, HO ¥ B3aMMOAEHCTBOBATH C HUMHU, 00CYKJIaTh M PaCIPOCTPAHSATh CPEIH APYTH X
IIOJIB30BATEIICH.

Kamnanuu mo mnpoABMKEHHIO OpPEHIOB B BHJICOUTPOBOW Cpele CTPOSITCS Ha BAXHBIX
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WHIYCTPHAIBHBIX TPUHIUIIAX, TaKMX KaK HEHABS3YMBOCTh (MHTETpaIusi pEeKIaMbl B WTPOBOU
nporecc), reiMuduranus (UCIoIb30BaHUE UTPOBBIX MEXaHUK Ui MOTHBAIUMU IOJb30BaTeNeil) u
OMHHKAaHAIBHOCTh (MHTETpamus C JONOJHEHHOW ¥ BHPTYAIbHOW pPEaTbHOCTHIO). 3HAUYNMBIM
AJIIEMEHTOM SIBJIICTCS aHAJIM3 PA3IMYHBIX HWIPOBBIX METPUK JUIsI TPEJUKTHBHOTO aHAIM3a, YTO
nmo3Bojsier  obecrnieunBaTh  A(MGHEKTUBHOCTH M 3allOMUHAEMOCTh  PEKIAMHBIX  KaMIaHUi
[Hussain,Islam,Rehman,2023].

Pesynbratel ucciaenoBaHuil mokaspiBaioT, uTo |IGA cmocoOCTBYeT HE TONBKO MOBBIIICHUIO
MIPUBJICKATEIbHOCTH CaMOMl WUTIPHI M IOJOXKUTENbHO BIMAET HAa PEAKUUI0 UTPOKOB M CTEHEHb HX
BOBJICYEHHOCTH, HO U IPUHOCUT 3HAYMMYIO I10JIb3Y CO3/aTENsIM U U3JaTeNIIM UIp, KOrza yclelHas
peanu3anus MoJOOHBIX PEKIAMHBIX KaMITaHWM MOBBIIIAET INIAHCHI HAa MPHUBJICYEHHE MHBECTUIIMN B
Oonee macmrabHble npoekThl. KiroueBast uaes noJoOHbIX MHTErpaliuii 3aKII04aeTCsl B OPraHMYHOM
BHEIPEHUU OpeH/a B CYIIECTBYIONMI HIPOBOW KOHTEHT, YTO IMOBBIIIAET 3aMETHOCTh PEKIAMHBIX
COOOITIEHUI M CITOCOOCTBYET €CTECTBEHHOMY B3aMMOCHCTBUIO TTOIB30BATENS C OPEHIOM, ITPH 3TOM
KIIOYEBBIM KPUTEPUEM YCIEIHOCTH peau3allii BBICTYIIaeT MMMEPCHUBHOCTb KaK OTCYTCTBHE
OIIYIICHUS WHOPOHOCTH HHTETPUPOBAHHBIX JIeMeHTOB. 151 komnanwuit u 6penioB IGA oTkpeiBaer
BO3MOYKHOCTH TIPEOJIOJICHUS O€loro Imyma y HoTpeOuTeneil uepe3 opraHu3alliio MHTEPAKTHBHOTO
B3aMMO/JICHCTBHUSI, YTO CIOCOOCTBYET (OPMUPOBAHUIO OOJBINEH JOSIIBHOCTU W JOBEPHUS, YEM
UHCTPYMEHTBI TPaUIIMOHHOM ndpoBoi pexiamel [Anubha,Jain,2024].

KpynHsie, nporpeccuBHbIC OpeHbl YXKE pealu3yloT ITyOOKYI0 MHTETpaIMIo CBOUX MPOAYKTOB B
BHUPTYaJIbHBIE TPOCTPAHCTBA, WCIONB3YS pa3IMYHbIE MEXaHUKH: OT IU(POBHIX JIBOWHHKOB [0
BHUPTYaJIbHBIX MarasuHoB. B 2026 r. ogHO# M3 caMbIX 3aMETHBIX JUISI UTPOBOTO COOOINECTBA CTaa
unrerpanus Porsche Cayenne Turbo GT B mrpy Resident Evil Requiem. ABTomoOuibs BHICTYHAN B
POJIH TPAHCIIOPTHOTO CPEACTBA TIIABHOTO T'ePOsi, YTO MO3BOJIUIIO CBA3ATH MPOAYKT OpeH/la ¢ HTPOBBIM
npoiieccoM. J{aHHBIN MpUeM MOPOIUI MacIITabHYI0 BOJIHY Mojb3oBaTensckoro koHTeHTa (UGC) B
COLIMAJIBHBIX CETAX, YTO TOJBKO YCUIIHIO 3(GdeKT OT Kojutabopaiuu.

B urpe Atomic Heart Obuia peanu3oBaHa WHTETpanus POCCHICKUX OpeHIOB «llaTepoukay wu
«Kpacupiii OkTs10pp». Pe3ynmbraToM Takoro COTPYIHHYECTBA CTAJl0 HE TOJBKO pa3MEIICHHUE
OpeHIMPOBAHHBIX POAYKTOB B BUICOUIPE, HO U MX BOIUJIOIICHHE B pealibHOCTH. Tak, Hampumep,
mokonaj «An€Hka» B YHUKATbHOM JU3ailHE MOSIBUJICS Ha MOJKaX Mara3uHOB B BU/JIE TMMHUTHPOBAHHOM
KOJUIEKLIMH.

Mexnynapoausie komnanuu Nike u Balenciaga BcTpousin pekinaMHbIE KPEaTHBHI B UTPOBBIC
MeTaBcenieHHbIe Roblox u Fortnite, riie monp3oBaTeny MOTIIA y4aCTBOBATh B Pa3IMUHBIX COOBITHSIX,
MCIOJIB30BaTh U(POBBIE MPOIYKTHl U B3aUMOJICHCTBOBATH C OpPEHIMPOBAHHBIMH MPOCTPAHCTBAMH.
Gucci  mpeanarana MOJb30BATENSIM  OKCKIIO3UBHBIE BHUPTYaJlbHBIE TOBAphl, Samsung CO3Aalu
BUPTYaIbHBIN OHC 17151 MPOAYKTOBBIX mpe3eHTauuil, a Netflix u Disney skcnepumenTtupoanu ¢ VR-
KUHOTeaTpamMu ¥ HUQPPOBBIMU MTPOCTPAHCTBAMHU I KHHOTIOKA30B.

Hexortopeie poccuiickue KoMIaHuu Takke BblOpanu muatdopMmy Roblox pans Bbixona B
BUPTYaJibHbIE MUPHIL. TaK, BeAyle TeJIeKOMMYHUKAI[MOHHBIE oriepaTtopsl «bumnaitn» u «Meradony», a
TaKe KpymHbIA puteinep «M.Buaeo-Dnpnopano», co3qaim B METaBCEJICHHOW MaciraOHbIe
BUpTyalibHBIE Topoa. IImardopma Yappy paspaboTana HECKOJBKO BUPTYAJIbHBIX IJIAHET, OpEHIpI
ACOOLA u Befree mpeactaBuiv KOJUICKIIUU OACKIbI, NPEIHA3HAYCHHBIC JJIs MCIIOJIB30BAaHUS B
METaBCEeIEHHBIX, a TenekaHan «lIlarHumal» opranuszoBan ¢ecTuBaib € y4aCTHEM M3BECTHBIX
MeIMUHBIX TUYHOCTeH. Co31aHue COOCTBEHHBIX BHUPTYAIbHBIX MPOCTPAHCTB YCHJIMBAECT HE TOJIBKO
nudpoBOe TPHUCYTCTBHUE OpeHJa, HO MW IO3UTUBHBIAH HMHK, OCOOCHHO TIpH oOecreueHun
IIOJIOXKUTENBHOTO I0JIB30BATENbCKOTO OINBbITa. B KauecTBe mpumepa MOXHO NPUBECTU U IPOEKT
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xommanuu Burger King no co3nanuto nudpoBoro nBoitHika B Roblox, co3maHHOTO It TPOABUIKCHHS
JIETCKUX OOKCOB.

Bbonee Ttoro, cerogHs MeTaBCElEHHBbIE MOTYT HCIIOJIB30BAThCA ISl MPOJBUIKEHUS OTIEIbHBIX
otpacneii. Tak, opunagIbHOE COTPYIHUYECTBO MeX Ly PopMyrnoii-1 1 0HOM U3 CaMbIX MOMYSPHBIX
MHOTOIIOJIB30BATEIbCKAX WP B Mupe Fortnite cramo omHOW M3 caMbIX TPOMKHX MapKETHHTOBBIX
KamIianuii B kubepcnopre. OgHoBpemenHo ¢ npoBeaenueM [ 'pan-Ilpu Jlac-Beraca B 2025 r. Oputa
BhIMyIIlcHa BUpTyaidbHas koiuteknuss «F1 Cosmetic Team Sety. Kak oTmerHia KOMMEpYECKH
nupekrop @opmynsi-1 3. Ilpsiizep, naHHOE COTPYAHUYECTBO OTKPHIJIO HOBBIE BO3MOYKHOCTH IS
B3aMMO/ICHCTBUS C (paHATAMU, TTIO3BOJIMIIO OPEHIY ¥ CHOPTHBHBIM KOMaH/1aM IIPUCYTCTBOBATH ITYCTh U
B HEOKHJAHHOM, HO Ba’KHOM JUIS II€JICBOM ayquTopuu mpocrpanctse [ F1lcomestoFortnite,2026].

BrIBOABI

Hacrostmee  umccnenoBanme JAEMOHCTpUpPYET TO, Kak BHJICEOMIPOBAs Cpela CTaHOBUTCSA
BBICOKOO(WPEeKTUBHBIM MHCTPYMEHTOM JUIs MPOJBHKEHUs1 OpeH10B B HacTynawomeil Uuaycrpun 5.0.
Buneourpsl 1 MmeTaBceneHHbIE, 6J1aroiapsi CBOe MMMEPCUBHOCTH U SMOIIMOHAIBHOMN HACHIIIEHHOCTH,
ABIISIIOTCS  KIIOYEBOM miuatgopMoil Ui  peanu3anuy HOBOM mapagurmel  Mapketunra 5.0,
MPEAOCTABIISISI YHUKAIbHBIE HHCTPYMEHTBI JIJIS1 B3AUMOJICHCTBUS C LETEBBIMU ayAUTOPUSIMH.

OcBoeHHE BUJECOUTPOBOIO MPOCTPAHCTBA CTAHOBUTCS HEOTHEMJIEMOW YacTbIO COBPEMEHHOU
CTpaTeruy MPOABUIKEHUS, YTO MOATBEPHKAAETCA pACTYIIMM HHTEPECOM BEAYLIMX MHUPOBBIX U
OTCUECTBEHHBIX KOMIIAaHMK K JaHHOW cdepe. bmaromaps Buaeourpam pexkiamMa MOXKET
TpaHCcHOPMUPOBATECST B IIEHHOCTHO-OPHUEHTUPOBAHHBIN JHAJIOT, B KOTOPOM OpeHJ IMperoCTaBiseT
MOJIB30BATENI0 PEATbHYIO BBITOJy OT B3aUMOJIEHCTBUSA CO CBOMM IMPOAYKTOM, B OTBET MOJIy4dash OT
refiMepoB JIOSITBHOCTb, UACHTU(UKAIINIO ¢ OPEHJIOM U €ro LEHHOCTSAMH, & TaKKe MAPKETUHTOBbBIE U
penyrairOHHbIE BBITOJIBI.
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Abstract

The article examines the role of gaming platforms in the context of the modern concept of
Marketing 5.0. The authors analyze how the integration of advanced advertising technologies into
the gaming space allows brands to create a human-centric experience and establish a deep emotional
connection with consumers. The focus is on the study of in-game advertising (IGA) as the most
effective tool for promoting modern brands. The main characteristics of in-game advertising, its
tools, advantages, and opportunities in building personalized communications are investigated, and
an analysis of specific cases is conducted. The paper concludes that in-game advertising (IGA)
allows modern brands to form a high level of consumer engagement and loyalty, increases brand
awareness, and ensures the growth of target marketing indicators.
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