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AHHOTAUMSA

BuyTpunrposas pexiama BKIIIO4aeT B ce0s pa3HooOpa3Hble (popMaThl, Takue Kak OaHHEephl, BUACOpeKIaMa, HHTET paiys
OpeHIMPOBAHHEIX 3JICMEHTOB H IPYTHE CITIOCOOEI, KOTOPBIE OPTraHWMYHO BITUCHIBAIOTCS B HTPOBOH Mporiecc. Llens nanHOoTrOo
HCCIICIOBAHMS 3aKIIF0YAETCS B BRIIBJICHUH OCOOCHHOCTEH BOCIIPHATHS Pa3HBIX (POPMATOB BHYTPHHUTPOBOH PEKIAMBI M UX
BJIMSIHHS HA TPHHSATHE MOTPEOUTENBLCKHUX pellieHnid. B nporecce paboThl MPOBEIEH aHAIN3 TICUX0IMOIMOHAIBHBIX ac-
MIEKTOB BO3JICHCTBHS PEKJIAMbI HA UTPOKOB, a TAK)KE OTIPEICIICHBI KITFOUEBBIC (DaKTOPHI, BIHUSIONUC Ha €€ 3 (hEKTUBHOCTD.
[omy4yeHHBIE pe3yNbTaThl JEMOHCTPUPYIOT, YTO HHTCPAKTUBHBIC U HATHUBHBIC PEKIAMHBIC (hOpMATHl OKa3bIBAIOT ITOJIO-
JKHUTCJIBbHOC BJIUAHNEC Ha l'IOTpe6I/ITeJ'IBCKI/IC IpEeANOYTCHUA.
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Abstract

In-game advertising includes various formats, such as banners, video advertising, brand integration and other tools that
fit into the gameplay in a natural way. The aim of the present study is to identify the features in perception of different
in-game advertising formats and their impact on consumer decision-making. Within the study the psycho-emotional
impact of advertising on players was analysed, and key factors determining its efficiency were identified. The results
obtained demonstrate positive impact of the interactive and native formats of advertising on consumer preferences.
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Beenenue. lrpoBast HHAyCTpHs B IOCTIEHUE IECATHIECTHS JEMOHCTPHPYET YCTOMUMBBINA POCT U 3aHMMaeT Bcé Ooree 3Ha-
YHMOE MECTO B CTPYKTYpE IIIO0AIBHOTO Pa3BIIeKaTeIbHOTO PhIHKA. [10 OIleHKaM aHAIMTHKOB, SKETOJHBIE JIOXO/IbI OT BHICO-
WTP COTIOCTaBUMBI, & B PsIIE CIy4YaeB 1 MPEBOCXOIAT NMPUOBUTH KHHO- U MY3bIKaJIbHOM MHIyCTpHH. Pacmpenue ayuropuu,
TIOBBIIICHNE BOBJICYEHHOCTH UTPOKOB Y PA3BUTHE TEXHOJIOTUH CAENAI BUACOUTPHI HE TONBKO Pa3BICUYEHUEM, HO U IIEPCIIEK-
THUBHO# T1aT(OpMOIt /U1 KOMMEpYECKNX KOMMYHHKaIWi. VIMEHHO 1o3TOMy BHYTPHHTPOBas pekjiama rproOpesna ocoOyro
aKTyaJIbHOCTb, IIPEBPAILAsiCh B MOIIHBIA HHCTPYMEHT BIMSHHUS Ha OTPEOUTEIBCKOE IOBEACHUE. B maHHO# cTaThe paccmar-
PpHBaIOTCS KIFOYEBBIE aCTIEKThI BHYTPUUTPOBON PEKIIaMBbl U €€ BO3JICUCTBHE HA BEIOOD ITOTpeOUTENs.

OcHoBHast yacth. CornacHo oruery Sensor Tower (2025), MOOWITBHBII PHIHOK TPOJOJDKAET pacTy, pu 3ToM «B 2024
TOJy TII00IBHBIN 10X0/] OT MOKYHOK BHyTpH npriioxkeHuit (IAP) Ha iOS u Google Play Brepsbie noctur 150 Musutiapios
nomnapos (+13 % mo cpaBHEHHIO ¢ TIpeABITy M TogoM)» [1]. I'efiMeps! moTpaTHiIN Ha KOMIBIOTEPHBIE X MOOWIIBHBIE UTPBI
173 mummapaa pyosneit B 2024 roxy, uro Ha 7,5 % Oospire, yem B 2023 romy, iyt «Benomocti» co ccpiikoit Ha XYZ.
YUHTBIBAIKCE TTOJIH30BATEIH, KOTOPBIE TPATAT HA UTPHI OOJIee ISITH YacoB B HENEMIO [2]. DTH HCceieIOBaHMs HATIISIHO IEMOH-
CTPUPYIOT, HACKOJIBKO IIEPCTICKTUBEH CErOIHSI UTPOBOH PHIHOK. [ TI00aIbHbIe M pocCHiiCKUE MOKa3aTeNll POCTa MOKa3bIBAlOT
CXOXHe TEHIECHIIMU (MHUpPOBbIE TIOKa3aTean yBenmuwinch Ha 13 %, a poccuiickue Ha 7,5 %), 4TO MOATBEPKAAET pa3BUTHE
pbIHKa Bueourp B Poccrit Ha ypoBHE ¢ MUPOBBIMHU TEHJICHIMSIMH M €T0 OOJIBIINE IEPCIEKTHBBI.
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o maHHBIM T00AIBHOIO CTATUCTHYECKOTO MCCIICOBAHMUS, MPOBEACHHOIO B TpeTheM KBaptasie 2024 rona, 6onee 67 %
HHTEPHET-I0JIb30BaTeNIe BO BCEM MHUPE UTPAIOT B BUACOMIPHI HA CMapT(OHAX, YTO AENAeT 3TH YCTPOHCTBA CaMbIMH IIOITy-
JSIPHBIMH 1711 UTp. Ha BTOpoM MecTe HaxoasaTcsl KOMITBIOTEPHBIE UT'PBL, HAa KOTOPBIX urpaet 34,7 % nonb3oBateneil. IrpoBbie
KOHCOJIM 3aHUMAIOT TpeThe MecTo ¢ 23,7 % [3].

Jlpyroe uccnenoBaHne BBIIBIIIO PACHIPEACICHHE 10 MTOJTY ¥ BO3PACTy CPEH MOIb30BATENIEH, NTPAIOIINX B BUACOUTPBI
Ha pa3HBIX YCTPOMCTBaX: MO pe3yibTaTaM TpeThero kBaprana 2024 rona, HAaMOOIBIINI MPOICHT TeHMEPOB COCTABISIET
Bo3pacTHas rpynma 16-24 ner (92,2 % >xenmuH u 93 % MyxunH). TeM He MeHee, IPOIIEHT B3POCIIBIX UTPOKOB TAKXKE
ocraércst BBICOKUM (0T 25 110 44 net: okoio 85 % >xeHuH u 88 % My»xuuH) [4]. DTH 1aHHBIE TOITBEPKAAIOT, YTO BHYT-
puMrpoBas pekiaMa o0J1aiaeT 3HAYUTENIBHBIM rToTeHnnanoM. OHa MoxeT 3QQEeKTUBHO TAPreTHPOBATHCS KaK Ha BO3PACT-
Hyl0 Tpyniry 16-24 ner, Tak Kak 3TH [10JIb30BaTEIH, KaK IPaBUIIO, OTKPBITHI K HOBBIM TEHJICHLIUSIM, TaK U Ha IPYIILY OT
25 no 44 ner, KoTOpas SBJISETCS HanOoJiee IIaTeKecrocoOHOl ¢ Ooiee BHICOKMMHM Joxonamu. Hampumep, it aToi
TPYIIBI MOXKET YCIIEIHO paboTaTh peKkiiaMa IpeMHyM-TIPOAYKTOB, MOJINHCOK WIH YCIyT, OPUEHTUPOBAaHHbIX Ha CeMeii-
HbIE WK NPO(PECCUOHATIBHBIE HHTEPECHL.

AHanu3 BHyTPHUUTPOBOW PEKIaMBbl B POCCUIICKOM KOHTEKCTE AEMOHCTPHUPYET PsiJi CIEU(PUIECKUX YepT, CBI3aHHbBIX
C OCOOEHHOCTSMHU MeINANoTPeOIeHHs, CTPYKTYPOil HIPOBOH ayIUTOPHH M MPEANOYTESHISIME pekiiamoaareneid. B mo-
CJIEIHUE TOJ(bl PHIHOK MI'POBBIX KOMMYHHMKanuii B Poccuu mokaspiBaeT CTaOMIBHBIN POCT M aKTUBHO MHTETPUpYETCS B
digital-asxkocuctemy. ITo nannsIM ananuTndeckoro otuéra Data Insight u SInnexca (2023), no 72 % poccHHCKHUX MOIIB30-
BaTeliel MOOWIIBHBIX UTP CTAIKHUBAIOTCS C Pa3lIMYHBIMHU (hOpMaTaMy BHYTPHUHUTPOBOW pEKJIaMbl, BKIIOYass OaHHEPHYIO,
BHICOPEKIIaMy ¥ HaTUBHBIC HHTETpanuu [5].

BpenaupoBaHHBIN KOHTEHT NPUCYTCTBYET BO BCEX CPEJCTBAX MACCOBON MH(OPMAIMH, B TOM YHCIIE B IU(PPOBBIX UI-
pax. Panee BHyTpuurposas pexinama (IGA, in-game advertising) ncrons3oBanach 1715 HOBBIIIEHHUS PEATICTHYHOCTH UTP,
OJTHAKO B TIOCIIETHEE BpeMs aKIIEHT CMECTHJICS Ha €€ MCIOJIb30BaHUE B KauecTBE TaKTUKU yoexaeHus. IGA MoxeT ObITh
cratnyHoii (Static In-Game Advertising) — peksiaMHBIH KOHTEHT BCTPOEH B UTPOBOW MHp Ha dTarie pa3paboTKu UIphl U
HE MOJKeT ObITh M3MEHEH B mporiecce [6]. B ronounsix cumynsropax, Takux kak Need for Speed wim Gran Turismo,
MOYKHO YBHJIETh PEKJIAMHBIC LIUTHI C JIOTOTUIIAMHU pealbHbIX OpeHioB, Takux kak Coca-Cola nnn Nike, pazmeménnbie
BZOJIb Tpacc. B ciopTuBHBIX cuMyisitopax, Takux kak FIFA u NBA 2K, pexiiamHblie GaHHEpBI U TOCTEPHI HA CTAIUOHAX
TOJE SIBIITIOTCS] CTATHYHON (POPMO pEKITaMBL.

Juaamudeckas BHyTpunurpoas pekiama (Dynamic In-Game Advertising) 3arpyskaercs B pekuMe pearsHOTO Bpe-
MEHHM 4epe3 MHTEPHET M MOKET U3MEHATHCS B 3aBUCHMOCTH OT I€OJIOKAlli UI'POKA, BPEMEHHU CYTOK HIIH 1a)Ke MOJIb30-
BaTENbCKUX NaHHBIX [6]. Hampumep, B MOy IsIpHBIX MOOMIIBHBIX UTPaX, TakuX Kak Subway Surfers mmu Asphalt 9, MmoxxHO
HaOII0aTh MOCTOSHHO OOHOBJISIONIHMECS] OAaHHEPHI, KOTOPBIE MEHSIOTCS JaXXe BO BpeMs HTpoBOTro ceanca. Kpome toro,
B KpYNHBIX OHJIAH-UTrpax, Takux kak Apex Legends m Fortnite, mosp30BaTeny 4acTo BCTpEYaroTCsl ¢ MPOMO-Marepua-
JIaM{ HOBBIX (DMIIEMOB MJIM OPEH/I0B, KOTOPBIE MOSIBIISIIOTCSI BO BPEMsI 3arpY3KH UT'PHI HJIH B CTapTOBBIX JIOOOH, YTO JiesiaeT
pexsiamy OoJjiee 3aMETHOM M aKTyalbHOH JUIs ay ANTOPHUH.

Urpa moxer BHeApsTh IGA Kak sIBHO, TaK U HE3aMETHO; OHA MOYKET IPOSIBIISITHCS BO BPEMS 3arPy3KH MII CMEHBI YPOBHEHA.
Ha npakTrke BBIIENSIOTCS pa3IMyHble BUBI BHYTPUUTPOBOW peKiaMsbl [7]: 1mgpoBast Hapy>KHasl pekiiama B urpax (CUTH-
(opMaThl Ha yaunax, OpeHANPOBaHIE CTAJHOHOB), KYJIBTYPHBIE MEPOIPHUATHS (KOHLIEPTHI, IOy, KHHOIIOKA3bl, CIIOPTHBHBIE
MEpPOIPHUATHS), BOCIPOM3BE/ICHIE PEATbHOCTU B UIPE, CIICHHAIBHBIN YPOBEHb WM HOBasl CIOKETHAs JIMHUA, KHOEPCIOpT
(cnioHCcHpOBaHUE KMOEPCIIOPTUBHBIX COOBITHIT), COOCTBEHHBIE MTPhI WM Advergames (IIOJHOLICHHBIE UTPBI, CO3/IAHHBIE C Lie-
TGO TIPO/IBVDKEHNS OpEH/Ia), HATUBHAS PEeKiiaMa M peKiiaMa, HHTETPHPOBAHHAS B CIOXKET UTPHI (HarpuMmep, OpeH]] CTAaHOBHUTCS
OpraHWYECKOH YacThIO UTPOBOTO Mupa). Tarske CyIecTBYeT BOZHArpakaacMas peKkiiama, Mo3BOJIIOIAs HTPOKaM OECTIaTHO
TIOJTy4aTh PEeMHUYM-KOHTEHT WIIH OBICTpee JOCTUTaTh yCIEXOB 3a MPOCMOTP PEKJIaMbl, a OpEHANPOBAaHKE CIIOHCOPCTBA/MEpO-
TIPUATHH YTy OJIsieT B3auMOICHCTBHE MOJTB30BaTeNeH C peKJIaMHBIMU AaKTUBHOCTSIMHU.

BHyTpuurpoBast pexjiaMa 0XBaThIBaeT IIMPOKUH CHEKTP (OPMATOB, PA3THYAIONINXCS IO CTEIICHN HHTETPAINH B UT-
POBOIi mpo1iecc, crocodaM BU3yaJIbHOTO MPEACTABICHUS U YPOBHIO B3aMMOJIEHCTBHS C MOJIb30BaTesIMU. OJHAKO BaxK-
HBIM 0CTaéTCs HE TONBKO KJIacCU(HKAIMOHHBIH acTeKT, HO ¥ IOHMMaHUEe TOT0, KAKUM 00pa3oM 3TH peKJIaMHbIe (hOpMaTh
BO3JICICTBYIOT Ha MMOBEJCHUE MTOTPEOUTEIEH.

BHyTpuurpoBas pekiaMa BIUSET Ha MOTPEOUTENbCKOE MMOBEACHUE Yepe3 KOMIIEKC KOTHUTUBHBIX, SMOIMOHAIBHBIX
U [TOBEJICHYECKUX MEXaHH3MOB. D(P(HEKTUBHOCTh TAKOTO BO3JICHCTBHS 00YCIIOBJICHA CIOCOOHOCTBIO PEKIIaMbl BBI3BIBATH
TICHXOJIOTHYECKUE PEaKINH, aCCOLMalUK M GOPMHUPOBATH OTHOIIEHUE K OpeHty. OfnH U3 KIF0YeBHIX 3P (HEKTOB 3aKIIo-
YaeTcs B IOBBIIICHUH Y3HABAEMOCTH 1 3alIOMUHAEMOCTH OpeH/a, YTOo NpOosBIsieTcs Yyepe3 npoueccsl brand recall — cro-
COOHOCTH BCIIOMHHTH OpEHII B HYXKHBIH MOMEHT, U brand recognition — MrHOBEHHOE ero y3HaBaHme. VcciemoBaHue
MI0Ka3aJI0, YTO YPOBEHb 3aIIOMHHAHMS OpEHIa Mocie B3aMMOAEHCTBHUS C BHYTPHUTPOBOH peknamoi mocturaet 40 %,
0CcOOEHHO TIpH BBHICOKOI BH3yalbHOI HACKHIIIEHHOCTH U MOBTOPSEMOCTH 00pa3oB [§]. BusyansHO HHTETpHpOBaHHAS pe-
KJIaMa B KOHTEKCTE UTPhI CIIOCOOCTBYET JIyUIlIeMy 3allOMUHAHUIO OpeHpa.
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Kpowme toro, BaxkHyto posb urpaet 3 ekt KonrekcryainbHoii peneBanTHocTH (Contextual Congruity). CooTBercTBUE
MEXXIy KOHTEKCTOM UT'PhI M PEKIIaMUPYEMBIM ITPOIyKTOM 3HAYMTENIFHO MOBHIMAET 3¢ (eKTUBHOCTH pekinambl. Koraa pe-
KJIaMa OPTaHUYHO BIMCBHIBACTCSI B HTPOBOH MHP, 3TO BBI3BIBAET 0OJI€E TOIOKUTEIEHOE OTHOIIEHHE K OpPEHIy W YBEIH-
YHBaeT BEPOATHOCTb €ro BeIOOpa B Oymymiem. Hampumep, pa3MenieHre aBTOMOOWIBHBIX OPEHIOB B TOHOYHBIX MIPaX
BOCTIPHHMMAETCS KaK €CTECTBEHHAsS YacTh UTPOBOT'O MPOIiecca, YTO YKpEIIsieT JoBepue k openny. M nHaobopor, pazme-
meHue Toro xe Openna B8 RPG-urpe MoxxeT BbI3BaTh KOTHUTHBHBINA ANCCOHAHC Y UTPOKA, YTO CHIXKAET 3 PEKTUBHOCTh
PEKJIaMHOTO BO3JICUCTBUS, UTO TIOATBEPIKIAAET BaKHOCTh COOTBETCTBHUS TEMBI PEKJIAMbI TEME UTPHI [9].

BHyTpuurpoBast pekiiama Takxe oKa3bIBaeT BIHMsHHE uyepe3 3P (PEeKT acConrauy 1 BOBJICYEHHOCTH, CBA3aHHBIN C ad-
¢exTuBHOHN 00ycnoBineHHOCTHIO (Affective Conditioning). [TonoxuTenbHbIE YMOINH, BEI3BAHHBIE HTPOBBIM IIPOIIECCOM,
MOTYT HEPEHOCUTHCS HAa OpeH, TPUCYTCTBYIOIUH B urpe. Irpoku HAauMHAIOT aCCOLMUPOBATH TOJIOKUTEIBHBIE TIEPEKH-
BaHMS OT UTPHI C PEKIaMHUPYEMBIM OpPEHIIOM, JaXke HE OCO3HaBas 3TOI'0 Ha CO3HATENLHOM YpoBHE. DTOT 3(dpdekT oco-
OEHHO CHJIBHBIN, KOT/a PEKJIAMUPYEMBIH MIPOIYKT HE HAXOAUTCA B IIEHTpe (OKyca BHUMAHHSA, @ OCTAETCS B KOHTEKCTE
WTPBI, CO3/1aBast MOJIOKUTEIFHOE SMOIIMOHAIbHOE BoctpusTae [10].

Taxoke BaxkeH ¢ ¢ext BoBiaeyéHHOro BHUManus (Immersive Attention), KOTOpbIil ycuinmBaeT Bech nporecc. Urpbt
TpeOYIOT BHICOKOH KOHLIEHTPAIMH, YTO IT03BOJISIET PEKIaMe BOCIPHHUMATHCS B yCIOBHUSIX C(OKYCHPOBAHHOTO KOTHHTHB-
HOTO BOCTIpHATHSL. MccenoBaHus MOKa3bIBAOT, YTO BBICOKAs BOBJICUEHHOCTH B UTPOBOM IIPOIIECCE CIOCOOCTBYET Ooiee
nIyOO0KOU TiepepaboTke HHOOPMAIH, BKIFOUAS BOCIIPUATHE PCKIIAMBI.

D¢ eKTHBHOCTh BHYTPUUTPOBOM PEKIIAMBI TAKXKE MPOSIBISIETCS B €€ CIIOCOOHOCTHU BIIMSATH Ha MMOBEJCHYECKUE HaMe-
PCHHUS UTPOKOB, YTO CBSI3aHO C POCTOM KOHBEPCHOHHBIX Noka3zareneil. CormacHo nanHbsM [AB (2020), 61 % coydaes
IMMOKAa3bIBAIOT, YTO BHYTPUUTPOBad pEeKIaMa MPUBOAUT K YBEJIIMUYCHUIO HAMEPECHNA COBECPIIUTH IMOKYIIKY, OCO6CHHO Korga
TIPUMEHSIETCS IEPCOHANN3UPOBAaHHBIN oaxoa. bosee 38 % UrpokoB yTBEPKIAIOT O TOBBIIIEHHOW 3aMHTEPECOBAHHOCTH
B MIPOAYKTE IOCIIE B3aNMOAEHUCTBHS ¢ OPEHIOM B UTPOBOM KOHTeKcTe [11].

OTHOLIICHNE POCCUHCKHUX TeHMEpOB K BHYTPHUIPOBOW pEKiIaMe TakkKe 3aciyKuBaeT BHUMaHus. Kak cooOmmnu B
nccnenosannu AdIndex (2023), 38 % pecroHICHTOB MOJOKUTEIBHO OIIEHUBAIOT MHTETPAIMIO OPEHIOB B UTPOBHIE Me-
XaHUKH, OCOOCHHO IIPY YCIIOBHH HEHaBs3umBoro ¢opmara. boxee toro, 19 % urpokos npusHamm, YTO BHYTPUHTPOBAs
peKJIamMa MOBIUsIIA Ha UX NOTPEOUTENbCKUE PELICHHUS, YTO MOATBep)KAaeT 3P HEeKTUBHOCTh PEKIIAMHON KOMMYHHKAUH
Yyepe3 UrpoBsIe maTthopmsr [12].

BpennnpoBanHbIe HTPOBBIE COOBITHS M KOUTabopaIin Takxke mpuBiekatoT BHUManne. [lo marasiM AdIndex (2025),
24 % POCCHICKHUX UTPOKOB CUUTAIOT, YTO TAKHE MHTETPALMHU MOBHIMIAIOT Y3HABAEMOCTh OpeHIa M BBI3BIBAIOT MOJIOXKH-
TEJIbHBIE AIMOIMU. DTH PE3YJIbTAaThl YKa3bIBAIOT HA BHICOKYIO CTEIIEHb BOBJICYEHHOCTH ayIMTOPUH U IIOTEHIINANl BHYTPH-
WUTPOBOM peKiIamMbl Kak 3(PEKTUBHOTO HHCTPYMEHTA MAPKETHHIOBOW KOMMYHHUKAIIMK Ha POCCHHCKOM pbIHKe [13].

ITockonbKy MpakTHYECKHE KEHChI IEMOHCTPUPYIOT, YTO BHYTPHHUIPOBAsl PEKJIaMa MOKET OKa3bIBaTh 3HAUYMTEIHEHOE
BIIMSHUE Ha MOTPEOUTENHCKHE M SKOHOMUYECKHE NokazaTenan. OHUM U3 M3BECTHBIX NPHUMEPOB SIBISIETCSl peKJIaMHAs
naTerpanus Adidas B cepun urp FIFA. bpenn ncrions3osan pa3MenieHre JOTOTHIIOB U BUPTyallbHBIX OaHHEpOB Ha CTa-
JIMOHAX, IOBTOPSISL CTPATETHH TPAIUIIMOHHOTO CIIOpTUBHOTO crioHcopcTBa. [lo narmaemM Nielsen Sports (2021), ypoBeHs
3alIOMHUHAEMOCTH pEKJIaMbl cpean UrpokoB noctur 30 %, a nponaxu ¢pyroonsHbIX OyTe Adidas yBennunnuch Ha 18 % B
kBapran nocie Boixoga FIFA 21 [14].

B xammanunu mo 3amycky HamuTtka Coca-Cola Zero Sugar Byte 6p11a co3mana BHyTpuUHrpoBas MetaBcenenHas. Co-
riacHo otuety Coca-Cola Company (2022), nocie KaMIIaHuU MPOJAXH B MOJIOJIEXKHOM aynuropun (1624 roaa) Bbl-
pociu Ha 12 %, a y3HaBaemocTh OpeHna — Ha 60 % cpean urpokos Fortnite [6]. AHamorn4Heii 3¢ GexT ObUT JOCTUTHYT
B Kamnaansax BMW B ronounsix cumyssitopax Trackmania u Need for Speed, rae Obima ncnoip3oBaHa HaTHBHAS pe-
KJlaMa — OpeHINPOBaHHbBIC TPAcChl, OaHHEPHI K BUPTYyallbHbIC mOypyMbl. MccnenoBanue Gameset Research (2020) mo-
Kazayo pocT y3HaBaeMocTu moaenu BMW M4 na 21 % B ueneBoii aynutopuu no 35 net [15].

VYcenemnas uarerpanus Gillette 8 EA Sports UFC Taxke nemonctpupyet 3gdextuBHOCTE IGA. Kommanus ucmons-
30Bajia BHYTPHUUT'POBLIC JIOT'OTHUIIBI, 6peHJII/IpOBaHHBIe MEepYaTK U pECKIIAMHBIC TTAHCTIN Ha apCHax. Ilo JaHHBIM BHYTPCH-
Helt anamutuku EA Sports (2020), kammasus ciocoOCTBOBaa pOCTy JOSUTBHOCTH K OpeHay Ha 15 % u pocty mpomax
npoxykunu Gillette B Walmart Ha 6 % B TedeHHe IepBOro Mecsina rocie 3amycka [16].

[Iprmep cureprun odaiiH- 1 oHNaiH-KoMMyHUKamu gemoHcTpupyeT kamnanus KFC 8 PUBG, B koTopoii B urpe
TIOSIBUIINCH OpEHIMPOBAaHHbBIE PECTOPaHBI M 3eMeHTHI ofexkbl. CornacHo oTuéram Krafton (2023), kaMmnanus BeI3Basa
Oosilee 8 MIJUITMOHOB B3aMMOAEHCTBHII ITOJIB30BATENICH C PEKIAMHBIM KOHTEHTOM. B cTpaHax, Tie HCIIOJIb30Balach
o(maitH-pexnama, ObUT 3aUKCHPOBaH POCT OHIaliH-3aKka30B uepe3 npunoxenne KFC Delivery no 14 % [17].

3akarouenue. BHyTpuurpoBas pexiama npencrasisieT co00i oJiMH 13 HanboJiee NePCIEeKTUBHBIX U JMHAMUYHO Pa3-
BHBAIOIIUXCS CETMEHTOB U(pOoBOro MapkeTnHra. [IpoBenéHHBII aHAIM3 MOKa3kIBaeT, 4To €€ 3(h(heKTUBHOCTH 00YCIIOB-
JIEHa BBICOKOH BOBJICUEHHOCTBIO UTPOKOB, 0COOCHHOCTSIMU UI'POBOM CPeJIbl ¥ BOZMOXKHOCTSIMU IIEPCOHANIN3AIMU KOMMY-
HHUKalui ¢ notpeduteneM. B Oynyniem BHyTpuHrpoBasi pexiiama OyaeT NpoJoiKaTh pa3BUBAThCS, BKIIIOYAsi aBTOMATH-
3aIUI0, HEHPOCETEBOM TapreTHHT, HHTETPAIMIO C METABCEJICHHBIMH M PACIIMPEHNE BO3MOKHOCTEH MHTEPAKTHBHON KOM-
MYHHUKaIMU. DTO MOTpedyeT OT CIEIHUAIMCTOB [0 MAapKETHHTY 0oJee TiryO0OKOTO MOHUMAaHUsI TeHMEPCKON ay INTOPUH U
1 (poBOIi Cpe/Ibl B LIEIOM.
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Jonckoro rocynapcTBeHHOro TexHudeckoro yHuBepcutera (344003, Poccuiickas ®denepanus, r. Pocros-Ha-/lony,
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Kongnuxkm unmepecos: aBTopbl 3asiBJASIOT 00 0TCYyTCTBUM KOH(JINKTA HHTEPECOB.
Bce asmopul npouumanu u 0006punu OKOHYAMENbHBLI 6aPUAHM PYKORUCH.
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