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m = = [eiMupuKaums Kak 3CTETUHECKNIA TPEHL, B KOMMYHMKALWMN
POCCUICKIIA BPEHAOB

PapnoHueBa E.C.
OmcKuniA rocyIapCTBEHHBIV TEXHUYeCKuii yHuBepcuteT, OMck, Poccuiickas Peaepaums.

AHHoTauuga. CTaTbs NOCBSALLEHA BONPOCAM KOMMYHUKaLUN GPEHA0B C LeneBoi
ayaMTOpUEN, BbISBNEHUIO TPEHAOB B TEXHONOTMSAX GOPMUPOBAHNS KOMMYHUKATUBHBIX
coo0LLeHnit. B kayecTBe aMnupuyeckor 6asbl Aas NCCnefoBaHUs UCMOJb30BaINCh
peknamHble npoekTsl — nobeanten ADCR Awards 2023, poccuiickoro npodeccrnoHansHoro
KOHKypca B 0651acTV KpeaTuBa, Au3aiHa, peknamsl, yypexaeHHoro B 2004 roay. basa
aHanuaa coctaBuna 71 peknamHblil NPoekT. M3 HMX 26 KOMMYHUKALMOHHbBIX PeLleHni
MapK1POBaHO KaK «CO3[1aHHbIe Ha OCHOBE NpremMa reiMmnduKaLm» — NoAXoaa, XapakTepHOro
NS KOMMbIOTEPHBIX UIP, MPUMEHAEMOrO B MPOrPaMMHbIX MHCTPYMEHTaX U HEUrPOBOM
KOHTEHTE AN NPUBNEYEHUS ayaAUTOPUUN, NOBLILEHNS €€ BOBNIEYEHHOCTU. ABTOP
NPeAnpPUHUMAET NOMbITKY KNacCUPULMPOBaTb reiMndrumMpoBaHHbIe PeLeHNs Ha OCHOBE
TEXHOJIOrMYECKUX PEeLIEHNI, 4TOObl BbISBUTb OCHOBHbIE TPEHAbLI B OpraHusaumu
KOMMYHUKATUBHbIX COOOLLEHNI B PEKSTAMHON MHAYCTPUN. 3a4a4m CBA3aHbl C BbISBIIEHUEM
cBOe0bpa3nsl TEXHONOrMYecknx noaxonos. O630p nokasan, 4To PEKNAMUCTbI-NPAKTUKM
OepyT Ha BOOPYXEeHMe pasHble npuemsbl: AR-TexHonoruno, TexHonornio MR-peanbHocTy,
MOJENMPOBaHNE CreunanbHoOro MeponpusaTus kak dopmarta afis co3naHus BUPYCHOM
cpeapbl U akTUBHOE BHEAPEHME B PEKIIaMHYIO MPAKTUKY UCKYCCTBEHHOMO MHTENNEKTa.
[Jenatotcs BbIBOALI O TOM, H4TO NPUEMbl reiMUPUKaLmm HanpaeneHbl Ha reHePUPOBaHNe
KpeaTMBHbIX peLleHuit, 6an3KKX No LEHHOCTSM LieIeBbIM ayaAnMTOpuSM OpeHO0B.
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KOMMYHUKaLMS B pekname, aCcTeTvka naeu B pekname
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BeegpeHue. LieHHOCTU, TpaHCMpyeMble OpeHaamu Yepes peknaMHbie CoobLLe-
HUS1, CO34al0T KPEernKyl 3MOLIMOHANbHYIO CBSI3b C coLMyMoM. Bnarogapst LeHHOCTSM
N0V OLLYLLIAIOT CBOIO NMPUYACTHOCTb K YHEMY-TO BaXKHOMY 1 3Ha4MMoMy. Peknama anen-
NNPYET K 3CTETUYECKMM NOTPpebHOCTAM ayauTopumn. KpacoTon naen oHa npusneka-
eT k cebe BHMMaHue. Ans JOCTUXKEHMS LeNv peksiama onmnpaeTcs Ha 3HavyMMble s
00LLIecTBa LIEHHOCTHW, TPAHCMPYS X Yepes aCTeTuky. Peknama ctana nocpeaHUKom
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B OTHOLLEHMSX MeXAy noTpedbutensaMmm n nponssoantensamu. HUKTo yxe He ocnapu-
BAET MOCTYy/aT O TOM, YTO OHA ABNSETCS BaXHbIM aTpPUOYTOM MONUTUYECKON, COLM-
aNbHOM, 3KOHOMMYECKOM, OYXOBHOM M KyNbTypHON cdep xn3Hu. Peknama nepecra-
na 6bITb CPeaCcTBOM MHOPMUPOBAHMS, OHA CTasla CBOe0OPa3HbLIM BUAOM MCKYCCTBA,
1, BMECTE C TEM, UHCTPYMEHTOM BAUSIHUSA HA NOACO3HAHME Ye0BEKa.

BpeHa (oTnpaBuTeNb COOOLIEHMS) U NonyYaTenb MHGOpMaLmn (Lenesas ayamTo-
pusl) B CUCTEME KOMMYHMKALMWN OCYLLLECTBASAIOT GYHKLMIO 06LLeHMs. B cBA3N ¢ aTum
NpeacTaBnseTCcs UHTEPECHLIM BOMPOC: KakMe TEXHONOrMn 6epyTcst CerofaHs Ha BOO-
pyXeHue, 4ToObl HUBENMPOBATh OpeLLb B cucTeme «6aHHEPHOM CNenoThl» U «pekiam-
HOW ryxoTbl»? Kak caenatb KOMMYHUKaLMIO Mexay 6peHaoM 1 notpebutenem ad-
GEKTMBHON?

Llenb cTatbu — BbIIBUTb M PACCMOTPETbL OCHOBHbIE TEXHONOMMK B pa3paboTke pe-
KJIaMHOro NpoayKTa, cnocobcTyowme 3dEKTUBHOM KOMMYHMKaLMM OPEHAOB C CO-
LNYMOM.

Martepuan u meTogbl UCCNeA0BaHUA. IMNMPUYECKoin 6a30i nccnenoBaHus cta-
v peknamHble n PR-npoekTbl — nobeantenn ADCR Awards 2023, poccuiickoro npo-
deccrnoHanbLHOro KoOHKypca B 06nacTu KpeaTrBa, AM3aiHa U peknamsl, y4pexaeHHo-
ro knyéom apT-ampekTopoB Poccun. CoBET Xiopy KOHKYpCa COCTOUT U3 NpeacTaBm-
Tenen poccuUincKoro KpeaTMBHOro coobLLECTBA, @ KOHKYPCHbIE KaTeropun COOTBET-
CTBYIOT MEXAYHAPOAHbIM TEHOEHLMAM Pa3BUTUS KPEATUBHBLIX MHOYCTPUIA.

B 8 HomumHaumsax koHkypca 2023 roga: Film & Audio, Print & Out-of-home, Interactive
& Mobile, Brand experience & Activation, Integrated & Innovation, Students, Young
creative, Design — npeactaeneHa 91 paboTa (C y4eTOM TOro, 4TO PSA, NPOEKTOB OTME-
YeH B pasHbIx HOMUHALMSAX). B LLenom Ha KOHKYpPC 6bi1 3asBNeH 71 KpeaTUBHbIA NPOEKT.

BpeHapl, npoaBuraemble pekiaMmHbIMMY KOMMIAaHUSIMU 1 KPEATUBHBIMU areHTCTBaMu,
B pamkax koHkypca 2023 roga o6beamnHaeT cTpaHa Nnpomn3BoAcTea — Poccust. Tematum-
YecKMe CerMeHThbl padHble: TeNIEKOMMYHMKALMOHHbIE 1 ByKMeKepCcKkue, npeanpuaTns
(PVHAHCOBOro cekTopa, aBTOMHAYCTPUSA U KMHOUHAOYCTPUS, YHPEXOAEHNS KYyNbTYpbI,
6naroTBOpuUTESNIbHBbIE POHABI, KOMMAHUN B 061aCT MHPOPMALMOHHBIX TEXHONOMNIA
N TEXHOJIOTNIA ANS Y3KOCMNELMANN3MPOBAHHON MPOMBILLIEHHOCTU 1 Tak Aanee.

CKBO3HOI NpreM, NPoCNexmnBaloLWMnca B NpeacTaBieHHbIX Ha KOHKYPC paboTax,
CBS13aH C NpoABMXKeHeM OpeHaoB Yeped reinmmonkaumo. OCHOBHbIM METOOOM UC-
clnefoBaHMA cTan KOHTEHT-aHann3 aMmnmpuyeckoit 6asbl. Ha «reiiMneunumpoBaHHble
pelueHns» 13 71 KOHKYPCHOro npoekTa (NpeacTaBfiieHHbIX B 91 HOMUHaUMN) NpUXo-
AnTca 26 KOMMYHMKALMOHHBIX KaMmnaHui (29% HOMUHaUWIA). YunTbiBasi, 4TO OLLEHUTb
NpoekTbl B HOMUHauum Design ¢ no3nunmn reimmdurkaLmm 0gHO3Ha4YHO CIOXHO (B HEM
npencTaBieHbl CTaTUYHbIE NPOEKTbI MO U3MEHEHWNIO CTUAS U POPMUPOBAHNIO ANOEH-
TUKM), TO HaKTUYECKN MPOLLEHT reMUPULMPOBAHHbIX PELLEHNI ByOeT 3HAYNTENBHO
BbiLwe. OcTanbHble MPOEKTbl MOCTPOEHbI HA UFPOBOM Havase MHOMo poaa — Urpe CoB.,
NOAKPENIEHHON COOTBETCTBYIOLLMM BMU3YyaslbHbIM PSAOM, COHETAHUN KOHLENTa / naeun
1 GOPMbI BOMIOLLLEHNS, UM NPEACTaBNSOT COO0I CMeLIaHHbIe BapUaHTbl, MPUOpUTET
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KOTOPbIX Npu paspaboTke NpoaykTa 6bli CMELLEH B CTOPOHY HEreMMnduLmMpoBaHHOT 0
TEXHOJIOrMYECKOro peLleHns (moaobHbIe MPOeKThLI He Nonanv B 6a3y Hallero aHanmaa).

Wrpa Bcerga npmenekana BHUMaHue, 4axe B CUTyaLmMn, Korga YesoBek 0CTaeTcs
HaeauHe ¢ cobon. Kak roBopun Hemeuknin dunocod X.-I. fagamep, «1rp B 0AMHOY-
Ky BOOOLLIE He ObIBaeT, a UMEHHO: 4TODObI Urpa COCTOSANACh, «APYyro» He 00s3aTeb-
HO O0JIXEH B HEM AENCTBUTENbHO Y4aCcTBOBATh, HO BCErAa AO/MKHO HANIMYECTBOBATb
HEYTo, C YHeM UTrpatoLLLNn BEOET UIPY U YTO OTBEYAET BCTPEYHbLIM XOA40M Ha X0, Urpo-
ka» [fagamep: 260].

lenmnounkaumsa (ot aHrn. gamification) — npuMeHeHne NOOXOLA0B, XapakTepPHbIX
O KOMMNbIOTEPHBIX UIP, B MPOrPaMMHbIX MHCTPYMEHTAX B HEMITPOBOM KOHTEHTE
C LLeN1bi0 MPUBIEYEHNS ayOUTOPUN, NOBLILLEHWS €€ BOB/IEYEHHOCTU B PELLEHME MPU-
KnagHbIx 3aga4. Mirpbl NoSBUANCH 324010 A0 Hallen 3pbl, 06 9TOM CBUAETENLCTBYIOT
JIETOMMCU aHTUYHBIX aBTOPOB. TEPMUH «rerimudurkaumns» B COBPEMEHHON NHTEPMpe-
Taumm BnepBble Obl MCNOIb30BaH aHMNNCKUM PaspaboTymMkoM, NPOrpaMMUCTOM,
onzaiHepom mrp H. Mennuirom nuwes B 2003 roay [AptamoHoBa: 39].

«[10 2010 roga TepMUH «renMmmndrKaLms» NOHTN HE UCMONb30BANCH HAyYHbIM CO-
00LecTBOM 1 B OM3HeC-cpee. 1o 00ycnoBneHo Tem, 4To Tonbko K 2010 roay 6bin
HaKOMJEH MO3UTMBHbIM OMbIT peannsauym NPoeKToB No renMmudukaumm, a adpoex-
TMBHbIE MPOEKTbI, CBSA3AHHbIE C BHEAPEHMEM UIPOBbLIX 3/IEMEHTOB, MPUBIEKIN BHU-
MaHWe y4eHbIX M MPAaKTUKOB K N3Y4YEHWUIO AHHOIO MHCTpyMeHTa [AnraHaesa; Conoao-
Ba, Bacunbera; 3opuHa, NoBopuHa; JaanaksH, BuHnyeHko; Mapkeesa; LLlatanosa;
Conaway et al.]» [ApTamoHoBa: 40].

CerogHs 0 renMmdurKaLmm Kak npoLecce BHEAPEHUS B 9KOCUCTEMY SJIEKTPOH-
HOW KOMMEPLMN FOBOPSAT MHOMME UccnegosaTeny. 4acTb N3 HUX pacCcMaTpuBaeT BO-
npoc Yyepes rernmmndunkaumio gnaainHa [Che et al.], opyrne ckBo3b NpUamy NOHATUN
«MOBbILLEHME NTOANbHOCTN K OpeHay», «<BOBNEYEHHOCTb knneHTos» [Mishra, Malhotra;
Fern ndez-Ruano et al.; Tanouri et al.; Milanesi], TpeTbn — 4epes onpeaeneHns «Tex-
HOJIOMMYECKOE MPO3HO3NPOBAaHME» N «CoLUMasbHbIE U3MeHeHns» [Sharma etal.; Chan].

feimndurkaums cama ctana TPeHO0M Hay4YHbIX UCCNeaoBaHuii, 60MbLLIOE KoSinye-
CTBO KOTOPbIX MOAYEPKNBAET aKTyalbHOCTb SIBEHNS.

ns BbiSBNEHNSA cBOe0Opasnst «reiMm@urLmMpoBaHHbIX» PELLEHWIA, HAMPaBIEHHbIX
Ha npoaBuxeHne 6peHaoB, obpaTumcs K knaccudukaumm E.b. KypraHosoi. OHa npea-
naraeT KOHUENUUIo TUNOoA0rM3aummn renMndrumpoBaHHbIX pelleHnin B npaktuke PR,
OCHOBaHHY0 Ha Tunonorun PR-kamnanui . laspsl [LLnwkuH n ap.]. B cBOER KOH-
uenuun aBTop popMynmpyeT 12 KpuTepueBs, Ha OCHOBaHMM KOTOPLIX BbIOENSET BUAbI
renMneunumMpoBaHHbIX pelleHnii B PR-npakTuke. Pedyb naet o kputepun npeameT-
HOW HanpaBIEHHOCTMW, MacLUTabe NCNoNb30BaHMS, MPOOOSIKUTENBHOCTU; O KPUTEPUM
cpenpl peannsaumm; 6a3nucHoOro cybbekTa u nx KONMYecTBe, TEXHONOMMYHOCTM CYyOb-
eKTa; a Takke obbekTa renMmduKaumm, cneunduke LeneBon obLLLECTBEHHOCTH, Xa-
pakTepe B3aMMOAENCTBUSA C LeNIeBOM ayauTopuen, Lenm n oXXmagaemoro pesysnbsraTa.

CTonT OTMETUTb, YTO B KNlaccudukaunm npeactaBneHbl GopmasibHble KpuTe-
pun aHanmsa, 6e3yCcroBHO, BaXHbIE 1 3HAYMMbIE, HO HE packpbiBatoLme cneunduky
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TpaHCAMPYEMBbIX LEHHOCTEN U MPUEMOB KpeaTMBHbIX pelleHnin. B npaktmke PR-peq-
TENbHOCTU CMbIC/ N naes BCcerga nepBUYHbI MO OTHOLLEHMIO K GOpMasibHbIM Xapak-
TEPUCTMKaM, NOCKOJIbKY OHM HaueNeHbl Ha GOPMMPOBAHME SMOLUMIA, NPOBMBAIOLLNX
«Bpelb» B 3aLLMTe YenoBeka 0T MHGOPMALMOHHOTO WyMa U AenatoLmx NPOeKT MNo-
HacTosweMy 9DPEKTUBHBIM U OENCTBEHHBIM.

B nepeyHe npeacTaBneHHbIX Ha KOHKYPC NPOEKTOB 0O6paLlaoT Ha cebs BHUMaHme
YyeTblpe TEXHONOMMU, CO3LaHHbIE HA OCHOBE renMN@UUNMPOBaHHbIX pelieHnin: AR-
TexHonoruu; MR-peanbHOCTb; CMeLlaHHbIN MPUeM, HaueneHHbIn Ha GopMUpoBaHme
BMPYCHOIO KOHTEHTA, U TEXHOJIOMMS UCNOIb30BaHNS HEMPOCETEN.

AR-texHonorus. AR-texHonorus (augmented reality), niv TEXHONOMNst LOMOSHEH-
HOW peanbHOCTUN, OCHOBAHA Ha COBMELLIEHNIM C MOMOLLLbIO KOMMbIOTEPHbBIX MPOrpamMm ABYX
N3HavyasIbHO HE3aBUCKMbIX MPOCTPAHCTB: M1Pa peasbHbiX 0OLEKTOB 1 BUPTYaSIbHOIrO
MMpa, BOCCO34aHHOro Ha KomnbloTepe. HoBasi BUpTyanbHas cpena 06pasyeTcs nyTem
HaNOXeHNs 3arnporpamMmMmMpPOBaHHbIX BUPTYasibHbIX 0ObEKTOB NMOBEPX BUAEOCUrHANa ka-
Mepbl, U CTAHOBUTCS MHTEPAKTUBHBIM MYTEM MCMOSIb30BAHUS CneumanbHbIX MapKEPOB.

OcHoBa AR-TexXHOSIOrMN — 3TOT CUCTEMA OMTUYECKOro TPEKMHra; «rfiadamm» Cu-
CTEMbl CTAHOBUTCS Kamepa, a «pykamu» — Mapkepbl. Kamepa pacnosHaeT MapKkepbl
B peanbHOM MUpPE, «NEPEHOCUT» UX B BUPTYasbHYIO CPeAy, HaknaabiBaeT OOWH C/ION
peanbHOCTM Ha APYroi 1 Takum 06pa3om co3aaeT MUP AOMOSIHEHHOM peasibHOCTH.

Ha ocHoBe AR-TexHonornm BBDO Group, pocCuinckoe NpeacTaBUTENbCTBO KPYyI-
HOr0 KOMMYHUKALMOHHOIO XonamuHra, coBMecTtHo ¢ NAO «MTC», poccuinckom Tene-
KOMMYHMKAUWOHHON KOMMAaHMEN, NPeacTaBnsioLLEn yCnyrn CBA3nM 1 LUMPOKOMOS0C-
HOrO AOCTyNa B MHTEPHET, peann3oBany NPOEKT, HANPaBEHHbI HA MOMOLLb HE3a-
BMCUMbIM AM3ariHepam Moabl, KOTOPbIM XOTEN0oCh 3asB1TbL 0 cebe. BmecTe ¢ n3ga-
Hnem The Blueprint 66 0TOOpaHbl TaNnaHTAUBbLIE U NEPCNEKTUBHbIE AN3aliHepsl,
KOTOPbIE HE UMEIOT BO3SMOXHOCTU PA3MECTUTLCS B BUTPMHAX KPYMHbIX TOPrOBbIX LIEH-
TpoB. «MTC TBOW BM3HEC» BAOXHOBUIMCh YHUKANbHOW apXUTEKTYPOIA TOProBbIX LIeH-
TpoB CaHkT-lNeTepbypra, Knaccu4eckoro, MonoaexHoro ropoga Poccum, no MHEHUIO
OpraHM3aTopoB akLmm, 4ToObl 06eCcneynTb HOBOMY NOKONEHMIO AM3ANHEPOB N3BECT-
HOCTb W y3HaBaeMOCTb. [TOCMOTPETL KONNEKLUMIO M MPUOBPECTM aKTyasbHbINA YK MOX-
HO GbINO B peXMME AOMNONIHEHHOW peanbHOCTN Yepea npunoxexne Street wear. Kame-
py cnegoBano HABECTM Ha CTaTyu TOProBOro LEHTPa — MMEHHO OHW cTanu 6ecnnar-
HbIMW KPYIOCYTOYHBIMY MOAENSMUA.

Taknm o6pa3om, ncnonb3oBaHne AR-TEXHONOMMK, HacTO BCTPeYaeMom B pekyiaMm-
HOV NpakTMKe NOCAeaHMX IET, MOMOO HEGONbLLIMM HE3aBMCUMbIM OPEHAAM 3aTMUTb
CeTeBble MarasuHbl. YHMKanbHas NCTOPMS NPOABMXEHMS POCCUIACKNX BpeHa0B Obina
LUMPOKO NoaaepxaHa MeaniiHbiM CO0OLLLECTBOM.

MR-peanbHoCcTb. MR-peansHOCTb (mixed reality) — ewe oanH TPeH, B NPOABU-
XEHUN OPEHAOB, CBSA3AHHBINA CO CTUANCTMKOM OPOPMIIEHMS PEKNAMHON KaMnaHum
B ¢popmate «computer game» nnm Tak Ha3blBAEMOWN CMELLAHHOM PeasibHOCTH.
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CwmeluaHHast peanbHOCTb — opmaT NPOABUXKEHUS, OCHOBAHHbIM HAa CIISIHUM peasb-
HOW 1 KOMMbIOTEPHOW cpeabl. Puanyeckune n BUPTyasbHbIE 0ObEKTLI MOTYT COCYLLE-
CTBOBAaTb B CPEAE CMELLAHHOW peanbHOCTU 1 B3aMMOLENCTBOBATh B peasibHOM Bpe-
MeHW. B KOHTEKCTe GU3NKM CMELLAHHAA PeanbHOCTb PACCMaTPMBAETCS Kak COeam-
HeHne GU3NYeCcKoro 1 BUPTYasnbHOro MUPOB. B peknaMmHOn nHaycTpumn CoeanHeHmne
MHTErpmMpoBaHo B BMOeopopmat, No3BOJISIOLLMA BOCNPUHUMATL FEMMNPULMPOBAH-
HbIA NPOAYKT KaK LLeSIOCTHBIN, HO MOrpy>XatoLLmii cyobekTa B dopmaTt KOMMbIOTEPHOI O
peLueHns. XopoLo CNPOEKTMPOBAHHAsA CMELLAaHHAs peasibHOCTb PEKNaMUPYeT 1 ne-
penaet uMdpPoBOI KOHTEHT TOHKMM M HEHABA34MBbIM 06Pa30M.

B peknamHbix kamnaHuax ADCR Awards 2023 nosiBneHne CMeLlaHHON peanbHo-
CTV 06yCNOBNEHO OOHNM M3 OBYX GaKTOPOB: cneundukon NpoasmMraemMoro nNpoayKTa
WM LEHHOCTSIMU LLENEBOW ayamuTopumn bpeHaa.

B KoHUENUMM peknaMHOro NPOABMKEHNS MPOCNEXMBAETCS XeNnaHne pa3paboT-
4ynkoB packpbiTb AHK 6peHaa — COBOKYNMHOCTb ero 0COOEHHOCTEN, KOTOpbIe onpe-
[ensT yHUKanbHOCTb OpeHaa, To ecTb, AHK no3sonseT TpaHcnMpoBaTh ero LeHHO-
cTu. MonbiTka packpbiTe JHK 6peHaa yepes pekiaMHyo KamnaHuio UK OTAeSbHble
ee MHCTPYMEHTbI npocMatpuBaeTcs B npoekte Charmer.Studio n Sarine Technologies
«Diamond Journey», B kamnaHum Yandex Creative n Studio 7.47 «The ever — charning
world», B KOMMyHMKaumoHHOM pelleHnmn Creative People «Beeline Cloud — coxpaHsas
CaMoe LEHHOE».

OcTaHoBMMCS Ha KOHKPeTHOM npumepe. Komnanus Sarine nponssoguT 06opyno-
BaHWe 1 nNporpaMmHoe obecnedyeHne ans anMasHon niayctpun. Diamond Journey —
CMNeLNPOEKT, KOTOPbIA 3HAKOMUT ayguToOpUIoO C NPOLLECCaAMKN 3apOXOEHNS, [00bIUN
1 06paboTKM anMasoB, pacckasbliBaeT, Kak anMasHas MHAYCTPMS cTana O4HOM 13 ca-
MbIX YCTOMYMBbIX B MMpe. KpeaTnBLLMKM pa3paboTanu cainT npoekTa, 4Tobbl nokasartb,
YTO yKpaLLeHus N3 GPUIIMAHTOB He MPOCTO NPEAMET POCKOLLUW, HO BELLb C UCTOPU-
en v Bknag B Oyayuiee nnaHeTsbl. Yem 6onblue y 6punavManTa rpaHen, TeM OH LiEHHEE.
Ncnonb3ys aTy aHanoruno, paspaboTymki peLinnmchb Ha CNoXHbIA amsaiiH ¢ 60sb-
WKM 06beEMOM MHDOPMaUUK, BCrbiBalWMMM okHamu, 2D n 3D-aHumaumen n He-
00bI4HbIMM WpUdTaMu. MNpr 3TOM CalT UMEET YETKYIO CTPYKTYPY 1 COCTOUT U3 NATU
pas3aenoB, Kaxapli N3 KOTOPbIX UMEET YHUKaNbHbIV FPaAMEHT 1 3arofioBOK ¢ addek-
TOM MpenoMseHus, kak 6yaTo Ha HEro CMOTPST CKBO3b OpUIMaHT. YNPOCTUTbL HaBW-
raumio NOMOT CKPOJIINHE — eLLe OAHO HOY-Xay pa3paboTynKOB NPOEKTA, BbICBEYMBALO-
wee AHK 6peHpa. ABuxeHne NpoKpPyTKM BHN3 3anyCcKaeT aHMMaL Mo — AparoLeHHbI
KaMeHb 3apoXxaaeTcs B Hegpax 3emnn, a 3ateM oOpabaTbiBaeTcs, NpeBpaLlaschb 13
anMasa B OpuiMaHT. ATOT Xe NpUeM «BefeT» Nosb30BaTeNs Nno KapTe MecTopoXae-
HWUin anmMasoB. [1Be rnasbl MOCBSILLEHbI TOMY, Kak MPOM3BOACTBO 3a00TUTCSA O NPMPO-
e, TpyaoycTpamBaeT NIlogent 1 y4acTBYET B Pa3BUTUN MECTHbIX coobLecTs. Cnox-
HbI U AMHAMWYHBIA OU3aiiH yBNEKAET U NpeBpaLlaeT 3HaKOMCTBO C MPOEKTOM Sarine
B HACTOSILLEE MPUKITIIOYEHME.

CwmellaHHas peasnibHOCTb, NPeACTaBEHHAS B OHTONOMW — B Pa3/INYHbIX TUMNax 06b-
€KTOB, MPUCYTCTBYIOLLMX B peasibHOM NPOCTPaHCTBE, 1 B Tonosiormm — B digital-popme
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pa3mMeLleHns 06bEKTOB — NO3BONMAM BbicBETUTL JHK-6peHaa 1 packpbiTb €ro yHu-
KanbHOCTb. DTOT NPMEM HanpaeieH Ha packpbiTUe ryouHbl B dunocopum 6peHaa.

Lpyron pacnpocTpaHEHHbIN MyTb — Y4ET B CMELUAHHOM PeanibHOCTU LIEHHOCTEN 1 MOo-
TpebHOoCTe LIeneBor ayautopumn. Apkuii npumep — peknamHblie kamnaHum Haval «bosnb-
we nywmnTb. PawmnTe. ApansuTe. Haval Jolion », MTC-6aHk «MTC Digital-xyaoxXHukn»,
AspodnoT «BruaeonHcTpyKums no 6e30nacHOCTUN».

OcTaHoBMMCS Ha KOHKPETHOM npumepe. PeknamHasa kamnaHusa BBDO, npencra-
BUTENS MMPOBOW CETU PEKNAMHbIX areHTCTB, HanpaB/ieHa Ha MPOABMXEHNE aBTOMO-
ounewn Haval — «<bonblue nywmnTb. PawuTs. Jparieutb. Haval Jolion».

Haval — kutaiicknin aBTOMOOUNbHbLIA OPeH, OTHOCUTENBHO HeAABHO BbILLEALINIA
Ha POCCUIACKNI pbiHOK. KOMMYHMKaLMOHHAsA kamnaHus 6bina HanpaeieHa Ha ayamTo-
puio, pa3nensioLLyto LLeHHOCTM kmbepcnopTa. MMeHHo noaTomMy kamnaHus Haval cta-
naKknbepCrnopTMBHOW; OHA TPaHCMPOBasa POSIMKM B paMKax noanepXxkmn knbepcnop-
TMBHbIX COPEBHOBaHWIA. [MaBHbIN repoil — TEXHOJIOMMYHbIN Kpoccosep Haval Jolion,
KOTOpbIN Gnarogaps NPOKa4YeHHbIM CKUIaM C JIEFKOCTbIO NPEOA0SIEBAET BHYTPUM-
rpoBble YenneHaXun. B ponnkax ncnonb3oBaH reMMepCKnNin CAEHr: «NyLWUTb» (OKa3bl-
BaTb JAB/IEHME), «PALLNTb» (YCKOPSATLCH/YCTPEMISATLCS), «APaNBUTL» (BOAMUTL aBTOMO-
6unb). OueBnaHo, 4to B AHK kmMTackoro kpoccoBepa He BrmcaHbl KUGepCrnopTMBHbIE
LLEHHOCTW; B PEKJIAMHOW KammnaHUM OHW NOSIBUIINC, MOTOMY YTO BpeHp, peLunsn ctaTtb
6me K COOTBETCTBYHIOLLEMY CEFMEHTY ayAMTOPUM, YTOOLI CNPOBOLIMPOBATL UHTEPEC
1 B faNbHELLEM 3aMOTUBMPOBATL HA MOKYMKY, JIOSNIbHOCTb U COTPYAHMYecTBO. CTpa-
Ternsi KamnaHumm, oTTaKMBaIOLLENCS OT LLEHHOCTEeN ayauTopumn, He npotnsopednT AHK
OpeHaa, a packpbiBaeT OAWH M3 ero acrnekToB, He BCEraa OYeBUOHbIA 1 3HAYMMBbIN.
3ayacTyio B aMNUPUYECKOM MaTepuane nonobpaTb «4UCTbIA» NPUEM — HenpocTas
3a4a4ya, NOCKOJbKY KpeaTUBHbIE PELLEHNS 4ACTO MOCTPOEHbI HA COYETAHUN METOL,0B
M TEXHONOIMUIA, UX ANPOYy3nn N B3aMMONPOHNUKHOBEHUN.

CmMeLuaHHbI NPpUeM C BUPYCHbIMU 35IEMEHTaMM. TEXHONIOrNS PEKTaMHO KOM-
MYHUKALMW MOXET OblTb OCHOBaHa Ha MHMLMaLMN NpoekTa B odpnanH-cpene, 3apox-
OaloLLen BUPYCHbIN KOHTEHT. [enMndurkaumsa 30echb NpocnexmBaeTcs Ha ypoBHE pea-
nmMsaumm croxeTa. B otamnymne oT cmelaHHom peanbHOCTY KIKoHEBas PoJib B pa3BuTun
cloxeTa oTBefeHa odnarH-nNPoeKTY, ABMSIOLLEMYCS TOHKOM POPMUPOBAHMS BMpYCa.

B kayecTBe nprmepa MOXHO NPUBECTM NPOeKT kKpeaTtnBHoro areHTcTea WNM. Digital
n Buaeocepsuca Wink, nocesiLLeHHbIN Bbixoay cepuana «banet». Ytobbl HecTaHaap-
THO pacckasaTb 0 cepuane, BUTPUHbI OOHOM0 MCTOPMYECKOro 3aaHnsa Poccum Ha Tpu
OHS NpeBpaTuAnCh B TeaTp ¢ OaneTHON NOCTaHOBKOM. Jns Hee Ha ABYX aTaxax Obliv
NOCTPOEHbI CLIEHbI, AEKOPALMN, NOCTaB/IEH CBET, CLUMT 3aHaBec. Ha BTOpOM aTaxe
Oblna TOPXeCTBEeHHas cueHa ¢ 6enocHeXHbIMM banepuHamMmm, Knaccu4eckom My3blKOW,
OaneToM. NepBbIi 3Tax CTan KOHLEHTPaLMeR NOHATUI «B0Sb», «TPABMbI», «00ePXM-
MOCTb CLL€HO», «MCMblTaHNE CaBO», «COBPEMEHHAs xopeorpadus». NosecTBoBa-
HWe NiaBHO NEPEXOANSIO N3 OAHOM BUTPUHbLI B OPYrylo, Nepeaasas, YTo cTouT 3a be-
NIOCHEXHBIMU NAATbAMU N NAeanbHbIMU ABVXEHNAMN. [TOCTAHOBKA LA NPaKTUYECKN
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HENPEpPbLIBHO B TeYEHME Tpex AHel 1 Obina nokasaHa 6onee 80 pas; B Helt Obin 3a-
[OelicTBoBaHbl 18 TaHuoBLWML,. BXxu1BYIo NpeacTtaenenne yuaenun 6onee 30 Toicsy 3pu-
Tenei. Bngeo o npoekte nocMoTpenn 6onee 7 MiH pas. bnarogaps BMpyCHOMY KOH-
TEHTY 06LLMIA oxBaT cocTaBun 6onee 11 MfIH Nonb3oBaTenei.

UckyccTBEHHbIN UHTENNEKT. [1puBfeyYeHne 1 BHEOPEHME B PEKITAMHYIO Mpak-
TUKY MCKYCCTBEHHOIO MHTEIEKTA — eLLe OONH NPUEM reMMUGULMPOBAHHBIX peLle-
HWI B pekname.

B 6a3e nccnenoBaHus Ha 3TOT NPUEM NMPUXOOUTCS ABa NPOEKTa, 3aKa34MkoM 060mnx
BbICTyMaeT koMnaHus MTC, B ogHOM criyyae pa3paboTymK — y>Ke YNOMSHYTOE areHT-
ctBo BBDO, B apyrom — Mosaic, areHTCTBO, CNeumannampyoLeecs Ha co3gaHnm NH-
TErpMpoBaHHbIX PELLEHN B 061aCTN MHTEPHET-MapPKETUHTa.

Mepebin npoekT — «MTC Ctpoku — bykTtpennep», cozgaH BBDO nTAO «MTC». Kom-
naHuv NpeacTaBuav NeEpPBbI OyKTpennep, Co34aHHbIN HeMpoceTbio. 3aaada npoekTa
3ak/toyanacb B TOM, YTOObI cAenaTh BbiIX04, KHAMM TakMM e 3aroMUHaLWMMCS CO-
ObITMEM, Kak Bbixo, dusibma. HTobbl co3aaTh peknamHyto kamnaHuto ans «MTC Ctpo-
Ku», NPeacTaBUTENN areHTCTBa B3sM dpasbl U3 aHHOTaUMM K KH1Ure Acvm BonoguHom
«HacTb KapTUHBI» M MPEBPATUIN NX B NPOMT. Tak, HEMPOCETL CTasia COaBTOPOM MPOEK-
Ta. Kak nuwiyT paspaboTynkn, reHepaums potorpadpum B Midjourney ncnosnb3oanacbh
0191 BM3yasibHOro nowvcka 1 oTpaboTku NpoMnToB. Ha cneumanbHbix naatdopmax cos-
pasanuce 3D-mogenum, a 3atem ¢ nomMoLLbo HenpoceTn Stable Diffusion aToT 3D-mup
oxun. Takon NpoekT-Tpeinep Obin pa3padboTaH areHTCTBOM AJ151 MPOABMXEHUS KHUX-
Horo cepBuca «CTtpoku ot MTC».

AreHTcTBO Mosaic paboTtano Hag npoekTom «MTC Digital-xyaoxHukum», 1 Toxe nc-
NoJib30BaJI0 TEXHOJIOINKM UCKYCCTBEHHOr O nHTennekTa. 30 mapta 2023 rompa MTC npo-
BEN MacLUTaOHbI peBpPEeHONHT U MOMEHSIN CBOW BU3yanbHbI CTWUAb. B pamkax kamna-
HUN UM POBbIE XYO0XHUKN CO34aNTM aHUMUPOBAHHbIE POJIMKM C OOHOBNEHHBLIM J1Or0-
TUMOM Ha TEMY 3KOCMCTEMbI ByayLLero.

HanomHum, yto MTC - undpoBas akocucTema ¢ MHOXEeCTBOM CEPBMCOB 3a npe-
Jenamu TenekoMMYHMKaLMOHHBIX ycnyr. B ocHoBe npoayktoB 1 cepsucos MTC ne-
XaT TEXHONOrMM BObLUNX AaHHbIX, MCKYCCTBEHHOIO MHTENeKkTa, kKnbepbe3onacHo-
CTn, 06naYHbIE N TENEKOM-MHPPACTPYKTYpa. 115 NpoM3BOACTBA KOHTEHTA, KOTOPbIN
3axo4yeTcs co3epuatb, ObINM NpUrnaLleHbl U3BECTHbIE LMGMPOBbIE XYO0XHUKN.

Kaxpablin KpeaTns co34aBasiCs Ha OCHOBE Pa3HbIX TEXHONOMMN B 3aBUCUMOCTHU OT
WAEW, TEXHUKN, BUOEHUS XYL0XHMKA. MICNONb30Bannch YHUKaNbHbIE NOAX0ObI: KTO-TO
peLllan 3agadvn 4epes HEMPOCETh s reHepaumm GoHa, KTO-TO «MPOroHSAS» YXe ro-
TOBbI KPeaTMB Yepes HEMPOCETb, YTOObLI 06ABUTL POSNKY ONpPeaeNneHHYo CTUn3a-
LMIO, HEKOTOPbIE XYAOXHUKM PUCOBAIN 1 aHUMUPOBAIM ponuku camun. Kak suanm,
B KOHKYPCHbIX MPOEKTax NOTEHUMAaN NCKYCCTBEHHOIO MHTEJIIEKTA HE CTas BEOYLIUM
TPEHAOM, HO HENb35 €ro HE OTMETUTb, MOCKOJIbKY B PEKJIaMHbIX KAMMAaHUSX OTPacn
OH CTaHOBUTCS TPEHLOM NHOYCTPUMN.
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BbiBoAbl. VIcronb3o0BaHMe TEXHONOMMK renMmnudrkaLmm npu npoasmxeHnn OpeH-
[OB HE AABNSIETCS OJ1 HAX CAMOLLENbIO: BHEAPEHME MPMEMOB KOMMbIOTEPHBIX NP B HE-
WUrPOBOI KOHTEHT He NO3BOJISeT aBTOMATUYECKM CO34aBaTb KpeaTUBHbIN NPOEKT. Bax-
HOWM COCTaBNSIOWEN ABNSETCA 3CTETUKA MOEN, TPAHCHOPMUPYIOLLAsACS B 3aMbICeN
1 CIOXET. YCreLLHbI peK/TaMHbIA MPOEKT — 3TO NOMbITKA OCMbICANTL MPOGEMY UK CK-
Tyaumio, NPELNOXNTb BAPUAHT €€ PELLEHNS B KaTErOpun «npekpacHoro». Npo4vteHve
<NCTOPUMN» Yepe3 TEXHONOM MM reiMmudurkaummn oborawaeT naeto HOBbIMM CMbICIaMMU,
nobyxaas ayanTopuio BKIIOYMTLCS B MPOEKT, pa3aenTb ero LeHHOCTU.

«BkntoyeHve» npegnonaraeT pasHble poan Lenesor ayautopum npoekta. AKTuB-
Hasi POfib MOLENNPYET CUTyauUKn, HanpaB/EHHbIE HA NMPON3BOACTBO HOBOIO KOHTEH-
Ta (Kak Mbl BUOENN B NPOEKTE NPoABMXeHus cepuana «banet»). [NaccmBHaa ¢opma
HanpagfeHa Ha akTUBM3ALMIO AMOLMIA U OLLYLLLEHWIA, NPOBYXAAIOLLIMXCS BHYTPU NNY-
HOCTW MPW COMPUKOCHOBEHUN C 0OBEKTOM PEKaMbI.

He3aBncrMOo OT GOpPMbI BKITIOHEHUS ayANTOPUN — aKTUBHOM UM NACCUBHOW — NPO-
LLeCC OCMBbICIEHNS 3CTETUKN UAEN BCEraa HanpasseH Ha ee NOCTUXEHNE N HE UcHep-
NblBaeTCS CO3epLaTesibHOM Posblo. NMocTMXeHWE rMyOUHbI NPOEKTa, TPAHCINPYEMOTO
yepes npmeMsbl reimudrKaummn, NO3BONSET FOBOPUTbL O CTENeHN NpopadoTaHHOCTU
1 Ka4eCTBe PEKIaMHOro KoHuenTa

MNpencTaBneHHble B 6a3e aHann3a reiMmuumMpoBaHHbIE PELLEHUS AENSTCA Ha He-
CKONbKO KaTeropui. Camoin MHOFrO4YMCIEHHOM CTana KaTeropusi, OCHOBaHHas Ha rnpes-
CTaB/IEHUWN Tak Ha3blBAEMOW CMeLIaHHOM peasibHOCTU, Korga pusndeckue n BupTy-
anbHble MM1PbI cocyLLLECTBYIOT. OcTaBLUMeCs NpueMbl reimnudunkaummn: AR-TexHonorus
M TEXHONOMNS CMELLAHHOMO NpuemMa C BUPYCHbIMW 3fIEMEHTaMM, OCHOBAHHAast Ha kKpe-
aTMBHOM odnainH-cobbLITUKN (CneunansHOM MEpPONPUATIKM), UCNONL30BaHNE UCKYC-
CTBEHHOI0 MHTENJIEKTA — MO YNCNY NPEOCTABIIEHHbIX PELIEHMIA 3aHUMalOT 6onee
CKPOMHbIe MeCTa, 0HaKo No 3¢pdEKTUBHOCTN CONOCTaBUMbI C OPYrMMUN renMndun-
LMPOBAHHLIMU NpUeMamu.
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Abstract. The article is devoted to the issues of communication of brands with the audience
and identifies the trends in technologies for creating communication messages. The empirical
data is received based on the review of 71 advertising projects — winners of ADCR Awards
2023 - Russian professional competition in the field of creativity, design, and advertising,
established in 2004. Of these, 26 communication solutions are labeled as created on the
basis of gamification — an approach characteristic of computer games used in software
tools and non-game content to attract audiences and increase their involvement. The author
makes an attempt to classify gamified solutions based on technological solutions in order to
identify the main trends in the organization of communication messages in the advertising
industry. The review showed that advertising practitioners are adopting different techniques:
AR technology, MR reality technology, modeling a special event as a format for creating a
viral environment, and the active introduction of artificial intelligence into advertising practice.
It is concluded that gamification techniques are aimed at generating creative solutions that
are similar in values to target audiences of brands.
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