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JlaHHas cTaThs paccMaTpuBaeT BIUSHUM VR-TexHONIOruii Ha MapKeTHHT U MPOAAXKH,
OTpaXKaeT CTPEMUTEIBHOE Pa3BUTHE TEXHOJIOIUI U POCT UX IPUMEHEHUS B OM3HEce. AHAIIU-
3UpYIOTCS IPUMEPHI HcTioNb3oBaHus VR B MapkeTuHre, ux BIUsSHUE HA BOCHIpUATHE OpeHaa

U IOTPeOUTEIHCKOE MOBEJCHHE, UCCIEIYIOTCS HIeU I X IPUMEHEHHSI B Pa3TUYHBIX CEK-
TOopax Ou3Heca, BO3MOKHOCTH U TPEH/IbI Pa3BUTHUS ATUX TEXHOJIOTUH.
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This article examines the impact of VR technologies on marketing and sales, reflects
the rapid development of technologies and the growth of their application in business.
Examples of the use of VR in marketing, their impact on brand perception and consumer
behavior are analyzed, ideas for their application in various business sectors, opportunities
and trends in the development of these technologies are explored.
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Buptyansnas peanbHocTh (VR) cTaHoBHTCSA Bce 0ojiee 3HAUMMBIM HH-
CTPYMEHTOM B MapKETUHIE U MPOAaXax, U3MEHs METOJIbl B3aUMOICUCTBUS C
KJIMEHTAaMU U CO3JaHUI0 YHUKAJIBHOTO MOJIb30BATEIbCKOTO OMBITa. AKTyallb-
HOCTh UCCJICIOBAHUI TaHHOW TeMbI 00YCJIOBIIEHA CTPEMUTETBHBIM Pa3BUTHEM
texHonoruii VR u ux BHeApeHuneM B paznuunbie chepsl 6usneca. [1o mporuo-
3am, K 2025 rogy MUpPOBOM PBIHOK BUPTYaJbHOW PEATbHOCTU JOCTUTHET 22
MJIpJ J0JUTIapOB, UTO MOAUYEPKUBAET PACTYIINI HHTEPEC CO CTOPOHBI KOMITAHUM
K UCTIONTh30BaHWI0 VR 17151 MOBBIMIIEHUST YPOBHS MTPOJIaXK U KOHKYPEHTOCTIOCO0-
HocTH [1].

[Ipo6iema 3akiirogaeTcsi B HEOOXOAUMOCTH TOHUMAHUSI TOT'0, KAaK UMEHHO
VR crnoco0OeH BIusATh Ha MOBEICHHUE TOTPEOUTENS, KAKHE BOBMOKHOCTH U TIEp-
CIIEKTUBBI OTKPBIBAIOTCA 11 KOMIAHUM. TE€XHOJIOTUM BUPTYAJIBbHOW pEabHO-
CTH CIIOCOOCTBYIOT MPUBJICYEHUIO BHUMAHUS, CO3/IaHUI0 YHUKAIBHOM SMOIMO-
HAJIBHOU CBSA3M C KIIMEHTOM, YTO MOKET 3HAYUTEIHHO OBBICUTD JIOSIILHOCTh H,
KaK pe3yJbTaT, YPOBEHb IIPOJAK.

Lenwro uccrienoBanus siBsICTCS aHanu3 BiusiHue VR-TexHonoruit Ha Map-
KETHHT U TPOJaXKH, & TAK)KE BBISBJICHUE JIYUIIIUX MPAKTUK U CIOCOOOB MX MPH-
MeHeHus. st ToCTHKEeHUsT ITOW e HE0OXOIUMO PEIIUTh CIAEAYIOIINE 3a-
a4l U3YUYUTh CYHIECTBYIOIINE NPUMEPHI UCMONIb30BaHus VR B MapkeTuHre;
OIICHUTH BJIMSIHUE BUPTYAJIbHBIX TEXHOJIOTUI HA BOCIPUsITHE OpeH/ia U MoTpe-
OUTENbCKOE MOBEICHNE; ONIPEICTUTh TPEHIBI M IEPCIICKTUBEI pa3BuTus VR.

Bupryansnas peansHocTh (Virtual reality, VR) — uckyccTtBeHHO BOCCO-
3/1aHHAasl PEaJIbHOCTh C MOMOIIBI0 TEXHUYECKUX CPEJICTB, BO3ICUCTBYIOIIUX HA
OpraHbl YyBCTB 4YeJOBeKa (3peHue, Ciiyx, 00OHsSHUE, ocsi3anue u ap.) [2].

Cyl1ecTByeT MHOKECTBO MPUMEPOB YCIICIIHOTO UCIOIb30BaHUs KOMIIA-
HUsSIMA 1 OpeHnamMu VR-TexHONOruid B CBOMX MAapKETHHIOBBIX CTPATErHsiX.
Hanpumep, mebenbubiii Marazun |[KEA co3nan mpuiokeHue, UCToJIb3yIoIee
AR — 10on0IHEHHYIO peaibHOCTh. B 3TOM NMpuUiI0oKeHUH MOTEHIUATbHBIE MTOKY-
naTeu MOTYT BU3yalIM3UpOBaTh, kak mebens |IKEA cmotputcs B ux qome, 4To
3HAYUTEIBHO YIPOINAET BBHIOOP JUISI KIMEHTOB, MPEJOCTABIISISI BO3MOKHOCTD
paccMOTpeTh OOJIBIIIOE KOJMYECTBO BAPHUAHTOB U3MEHEHHU HHTephepa [3].

Cunranypckas komnanus Dyson B 2021 r. co3gan cBoro VR-cpeny, B ko-
TOPOM KJIMEHTHI MOTJIU «IIPOTECTUPOBATHY MPOIYKThI OpeHAa: YTIOKKH, (PEHBI,
nbUiecochl U Ap. Takol ONbIT MO3BOJIWI KOMIIAHUU MOJHSATH CIPOC Ha CBOIO
npoaykuuto [1].

OnHuM U3 TEPBBIX Cpeau MPOU3BOAUTEICH aBTOMOOWIICH BUPTyaIbHbIE
TECT-JIpaBbI CTajla MPOBOAUTH KoMmaHus VOIVO. TloTeHInanbHbIe KIMEHTHI
CKAUMBAIOT MPUJIOKEHNE HA O(PUITMATBEHOM caiiTe U moakiIroyarT Kk VR-oukam
naHopaMmHble BUJieo U3 Bankysepa. Takum 00pa3om, MOJIb30BaTENN MOTYYaIOT
BO3MOXHOCTh MPOTECTUPOBATH aBTOMOOWJIb U €r0 (PYHKIMHU, HE BBIXOAS W3
JoMma.
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[To nanHbIM HccnenoBanui, 45 % norpeduTenel MPUHUMAIOT PELICHUE O
npuOOpEeTeHHH ToBapa ObICTpee MOCie B3auMOACHCTBUS ¢ OpeHAaMu Mmocpe-
CTBOM BUPTyaJbHOU peanbHOCTU. [lo100Has MHTEpaKIMs MOMOTaeT MO3HAKO-
MUTB KIIMEHTOB C OPEHJIOM, TIOJIOTPEBAET UHTEPEC OTPEOUTENEH, TPUIEM, TO-
paszno 3ddekTuBHEE peKiiaMbl B MPUBBIYHOM (opmaTe, U, COOTBETCTBEHHO,
CIIPOC Ha TOBap WU ycayry [4].

Takum 00Opa3zoM, Kak Mbl BUIUM, UCIIONIb3yeMble B MapkeTuHre VR- 1 AR-
TEXHOJIOTHH UMEIOT KOJIOCCAIbHOE BIIMSIHUE HA MIOTPEOUTENEH, UX TIOBEACHHUE,
BOCIIpUATHE OpEH/Ia M OTHOIICHHUE K HEMY, YTO MOBHIIIAET KOHKYPEHTOCTIOCO0-
HOCTb U y3HaBaeMOCTh. Tak Kak mojoOHas pekiama co3jaer OoJiee TiryooKue
AMOIIMOHAJILHBIE CBSI3U MEXAY OPEHJIOM U KIMEHTAMHU — CYIIECTBYIOIIUMU U
MOTEHIIUAJIbHBIMHU, TI03BOJISISI HE MPOCTO HAOII0IaTh 32 MPOIyKTaMU KOMIIaHUH,
HO Y aKTUBHO B3aMMOJICHCTBOBATh C HUMHU.

OnHUM M3 peanbHO NEUCTBYIOIIMX BapUAaHTOB BUPTYAJIBHOTO MapKe-
TUHTa W TJIaBHBIM TpeHaoM 2024 r. crana meraBceiaeHHas Roblox. Cyie-
cTByeT Ton MuUpoB Roblox mo Habopy 1 MiH mojp3oBarenei, MOCETUBIINUX
MHp, CpEY TAKUX KoMNaHui, HanpuMep: byprepkunr (9 nueit), Coro3mynb-
Thunaem (23 ans). JJaHHOE MapKETUHTOBOE PEIICHUE MPHUBJICKIO U yBEIHU-
JUJI0 UHTEpeC K OpenaaM [5].

Bce npuBeneHHble pUMEpHI JEMOHCTPUPYIOT, YTO OCHOBHOE IPUMEHE-
Hue VR 1 AR B KOHTEHT-MapKETUHIE 3aKJIF0YAETCS B CO3JaHUU YHUKAIBHOIO
Y UHTEPAaKTUBHOI'O KOHTEHTA, KOTOPHIH MOBBIIIAET YPOBEHb B3aUMOACHCTBUS U
BOBJICUCHHOCTH MOTpEOUTENEH.

JlnHamMuKa pa3mepa pblHKa TEXHOJIOTUM BUPTYaJIbHOM PEAJIbHOCTHU MPE-
CTaBJICHA HAa TUCTOTPaMMe Ha PUCYHKE.
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B nenom, Het comuenuii B ToMm, uto VR u AR OyayT urpath KIHOYEBYIO
POJIb B KOHTEHT-MapKETHHTE B OJIMKAKNIIINE TOIbl. DTO 03HAYAET, UTO KaK OpeH-
7aM, TaK ¥ MapKeToyioraMm TpeOyeTcst ObITh TOTOBBIMU K ATOMY MEPEXOAY, MPH-
HUMas BO BHUMaHUE BIUSHUE, KOTOPOE BUPTyaJibHAs U JIOTIOJHEHHAS peab-
HOCTh MOTYT OKa3aTh Ha IOTPEOUTENICH U PHIHOK B IIEJIOM.
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