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BHYTPUHUTPOBAS PEKJIAMA: BOCIIPUATHE IIOTPEBUTEJSIMH
n 9PPERTHUBHOCTD

AHHOTALMUA. B HacrosiIiee BpeMs Bce 0OoJjiee MOIMYJSPHBIMU Y II0JIb30BATEJIE ceTu
HWuaTepHer, B TOM YmuCjJI€ W POCCUNCKUX, CTAHOBATCA MOOUJIBbHBIE WUTPHI W ITPUJIONKE-
Hud. C pocToM umcia refiMepoB W YCUJIEHMEM IPOHUKHOBeHUA M HTepHETa B IOCYT
COBPEMEHHBIX JIIOJIell MCI0JIb30BAHNE BHYTPUUTPOBOI PEeKJIaMbl CTAHOBUTCSA BOCTPE0O-
BaHHBIM U IIEPCIEKTUBHBIM CPEICTBOM MapKETUHIOBBIX KOMMYHUKaIuii. MapkeTojgoru
YTBEPKIAIOT, UTO reiMuduKanua Ha MOOMJIbHBIX ILIaT(GOPMax MOKeT 00ecreuyuTsb Oec-
mpelneieHTHOe B3aMMOIelicTBIE OPEHIOB C IOTPEOUTENIAMY, ITIOBLICUTh Y3HABAEMOCTb U
3amroMuHAaeMoCTh Openga. OxHako 9h(GEKTUBHOCTL BO3AEHCTBUA HA TOBEJEHUE IIOTPe-
OuTesiell BHYTPUUTPOBOM PEKJIaMbl BBUIY OTHOCUTEJIbHON HOBU3HBI PACCMATPUBAEMOTO
SABJIEHUS OCTAETCSA eIle HeOCTATOUHO U3YyYeHHOI 006JIacThI0 3BHAHUM, UTO aKTyaJIu3upPy-
€T TOSABJIEHWE COOTBETCTBYIOIIUX KCCJeIOBaHUil. B crarhbe paccmarpuBaeTcs heHOMEH
BHYTPUUTPOBOI PEKJIaMBbl, ONIPEIENAI0OTCA ee BUAbl. Ha 0CHOBe aHa/IM3a SMIUPUIECKUX
HWCCJIEJOBAHUM XapaKTepuayioTcad 3(P(eKThl BO3AeNCTBUSA BHYTPUUTIPOBOM pPeKJaMbl HA
norpeduTesieii. ABTOp aHAJIM3UPYET BAXKHOCTh TAKUX XapPaKTEPUCTUK BHYTPUUTPOBOH
PeKJIaMBI KaK pasMep PeKJaMbl, JUHAMUYHOCTD, PACIIOJIOMKEHNE B UTPe U YacTOoTa II0-
Ka30B PEeKJIaMBI IJId JOCTHKeHUus 9 (GEeKTUBHOCTY ee IpUMeHeHus. B craTbe mpeacTas-
JIEHBI CBU/IETE/ILCTBA HEOOXOAMMOCTHY UCITOJH30BAHUS PA3HBIX XapPaKTePUCTUK BHYTPU-
UTPOBOM PeKJaMBbI AJIA XOPOIIO U MaJo U3BECTHBIX OpeH0B. OnpeneneHbl JaabHEHIe
HaAIpaBJIEeHUs UCCIef0BaHUA 3(PGEKTUBHOCTU BHYTPUUTPOBOM PEKJIAMBI.

KINOYEBBIE CITOBA. PexamMa, BHYTPUUTIPOBad peKJamMa, IPOABUIKEeHNe, IIOTPeOuTe n,
3(PEeKTUBHOCTD, 3PPeKT, BIuAHNE, MapKeTUHT, VIHTepHEeT, KOMMYHUKAIIUHU.
MWH®OPMALUA O CTATBE. [lara mocrymienusa 7 ampensa 2022 r.; mara OpUHATUS K
neuatu 25 maa 2022 r.; gara onjaiiH-pasmerienusa 10 uona 2022 r.
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IN-GAME ADVERTISING: CUSTOMER PERCEPTION AND EFFECTIVENESS

ABSTRACT. Nowadays, mobile games and applications are becoming increasingly popu-
lar with Internet users, including the Russians. With the growing number of gamers
and the increasing influence of the Internet on leisure of modern people, in-game
advertising is becoming a widespread and promising means of marketing communica-
tions. Marketers claim that gamification on mobile platforms can induce unprecedented
brand interactions with consumers, and increase brand awareness and memorability.
However, whether in-game advertising is effective in influencing consumer behavior
has not been sufficiently studied, which indicates relevance of studies such as ours.
The article examines the phenomenon of in-game advertising, defines different types
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of it. On the basis of the analysis of empirical studies, the characteristics of the effects
of in-game advertising on consumers were given. The author analyzes importance of
in-game ad characteristics such as ad size, dynamics, in-game placement and frequency
of ad impressions. This article presents evidence that both well-known brands and
little-known ones need to utilize different means of in-game advertising. Further direc-
tions of study on effectiveness of in-game advertising were defined.

KEYWORDS. Advertising, in-game advertising, promotion, consumers, efficiency,
effect, influence, marketing, Internet, communications.
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Beenenue

B 2021 r. nossa poccusii, peryJaAapHO UCIOJAbB3YIOIuX VIHTepHET NJid JoCyTra, BHIPOC-
na Ha 6 % um cocraBuaa 77 % or obmiero umcia moab3oBareneii [1]. IlepBwiit KBapTasa
2021 r. cra;a caMbIM YCIEIIHBIM OJS MHIYCTPUH MOOMILHBIX uUTP B Poccum. Tparsel
Ha MOOMJIbHBIN TreiMuHTr BbIpocau Ha 11 % u cocraBuam 235 MJIH HOJJI., KOJIHUUECTBO
CKauMBaHUI BHIPOCJTO HA 6 % U B JeHEKHOM SKBUBAJIEHTE NOCTUTJIO BEJIUYUHBI ITOUTHU
727 mau mosn. ITo moxomaM oT MOOMJIBHBIX UT'P Poccus 3aHMMAaeT IIATOe MECTO IIOCJIe
Kurasa, Bpasuauu, CIITA u Uuauu, npu sTom onepexxkaer Mekcury u Mumonesuro!.

Pekymama B Urpax M MPUJIOKEHUAX (BHYTPUUTPOBASA peKJaMa) B HaCTOSIlee BpeMs
OTHOCUTCS K OJHOMY 13 HamboJiee IepCIeKTUBHbIX BuA0B digital-mapkerunra, Tpanc-
(opMupysich B KJOUEBON KaHaJ, Ojaromaps gemMorpaguyecKoMy OXBaTy U BPeMeEHU
BIAJeHNs BHUMAHWEM AayIUTOPUU. BHYyTpuUHUrpoBas peKJaMa IIpeJcTaBiaseT co0oii
BCTpaWBaHMe PeKJIAMHOTO KOHTeHTa B UTPOBYIO cpeny [2]. ITo mporuosam, KOJIUUECTBO
reiiMepoB BO BCceM MUpe cTabuabHO yBeamuuBaeTca U K 2023 r. mpeBuICUT 3 MJIPJ UeJl.
Cpenuuii Bo3pacT MOOMJIBLHOI'O refiMepa cocraBiisgeT 36 JeT, IPU 3TOM IIOUTH TPETh U3
HUX crapiie 45, u aunib 14,2 % TpUHAAIEKUT IMIOKOJEHNIO Z (POAUBIINXCA B Hauaje
XXI B.). Kpome Toro, Gosiee monmoBuHb! (53 % ) MHTEpPHET-IIOJB30BATENIEll B BO3pacTe
45-54 jeT UTpPaOT B BUAEOUTPHI HAa CBOUX MOOMJIBLHBLIX Tesie)oHAX, HA BTOPOM MECTE II0
nonyaapHoctu — IIK, majee cieiyoT KOHCOMU U IPUCTaBKU. 'eHIAepHOE pacipezesie-
HIe reifiMepoB II0UTH PABHOMEPHOE: JKEeHII[UHLI COCTABIAIT 51 % MOOMIBHBIX UI'PDOKOB,
OHU ’Ke urpamT Ha 25 % [moJIbIe MYKUUH U ¢ 00JIbIIEe!l BEPOSTHOCTHIO OYAYT TPATUTD
meubru B urpe (4,5 % mo cpaBHenuio ¢ 3,3 %). Ilpu satom 43 % JKEHIMH UTPAIOT B
MOOUJILHBIE UTPHI 00Jiee IATU pasd B Hexesio (o cpaBHeHuio ¢ 38 % my:kuuH). B IIK u
KOHCOJIBHBIX UI'Pax Habromaercsa nHasa TeHgenusa: 48 % u 37 % cpenu My:KUYMH COOT-
BETCTBEHHO, B TO BpeMsdA KaK Cpeu KeHIIUH TaKux reimepos Bcero 35 % u 23 % [2].

B cBeTe HasBaHHBIX TEeHAEHIINII BHYTPUUTPOBAS peKJaMa BBICTYIAET MePCIeKTHB-
HBIM CPeJCTBOM COBPEMEHHBIX MapKEeTHHTOBBIX KOMMYHUKaNuii. I[IpemmyiecTsa BHY-
TPUUTPOBOH PEKJIaMBbI JIA PeKJiaMoJaTesiell OUueBUIHbBI: BO-IIEPBBIX, OHA IIPEIOCTABIIA-
eT BO3MOJKHOCTH OPEHAY CTaTh HEOT'heMJEeMOII YacThI0O MI'POBOTO IIPOIlecca, IPeACTaB
mepes UTPOKaAMHU B SIPKOI, MHTEPAKTHUBHON M 3aXBaThIBAIOIell (opMe, UTO BBITOIHO
OTJINYAET €€ OT TPAAUIIMOHHOI0 PEKJIAMHOI'0 KOHTEHTA.

Bo-BTOpPBIX, OHA OXBATHLIBAET PA3HOOOPA3HYIO U IIPU 9TOM IIOCTEIIEHHO B3POCJIEIO-
Y0 ayIUTOPUIO.

B-TpeThux, y BHYTPUUTPOBOI pPeKJIaMBbI AJUTEJbHBIN CPOK BO3LelCTBUS Ha IIOTPe-
ourensa (IPOAOJIKUTEIBHOCTD UT'PBI OOBIYHO cocTaByser or 10 mo 200 u).

B-ueTBepTHIX, OHA MPENOCTABJAET PEKJIaMOAATENAM IIHNPOKNE BO3MOYKHOCTHU WC-
noab3oBaHuAa [3]. B macTosIee BpeMsa BHYTPUUTPOBAsS peKJiaMa IIpeacTaBidgeT co0oii
OUHAMUYHBIN PEKJAMHBIA HOCHUTEJb, IIOCKOJIBKY OJarofaps OHJIAMH-BO3MOYKHOCTSIM

1 PoccusAHe IOTPATUIN Ha MoOuabHEIe Urpbl $235 muH B mepsom kBaprane 2021 roga. URL: https://
www.sostav.ru/publication/mobilnye-igry-48949.html (gara ob6pamenus: 13.03.2022).
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COBPEMEHHBIX WTD peKJaMoAaTesJaM 0oJibllle He HYKHO MCIIO0Jb30BAaTh CTATUYECKUE U
HeMeHAIeca n300paskeHnsa, OHU MOTYT OTCJEKUBATH U OOHOBJIATH PEKJaMy B UTIDe
Ha OCHOBe HECKOJIbKUX KPUTEPUEB, TAKUX KaK BpPeMdA rofia, COIMAJIbHO-IeMorpaduue-
CKMe XapaKTepUCTUKU MIK Ipoduiasb urpoka®. Bmecre ¢ TeM, a3(p(heKTUBHOCTEL BO3EM-
CTBUS Ha TMOBeJeHHe MOoTpeduTesell BHYTPUUTPOBOM pPeKJaMbl BBUAY OTHOCUTEIbHOI
HOBU3HBI pacCcMaTPMUBaeMOro HaMu (heHOMeHa OCTAeTCs HeJOCTATOYHO M3YUEeHHOU 00-
JIaCTHIO 3HAHUI, UTO AKMYALU3UPYyem TOSBIeHNEe COOTBETCTBYIOINX KMCCJIEJOBAaHUM.

BuyTpuurpoBas pekJiaMa — 9TO MHTerpalus HeUrpoBOTO IMPOAYKTA MJIu OpeHaa B
UTPOBYIO cpeny (BUAEO- M KOMIBIOTEPHBIE UTPHI) IOCPEACTBOM MOAEJINPOBAHUA Peajb-
HBIX MapKETWHTOBBIX KOMMYHUKAaNUi [4].

B nurepaTrype u pexkJaMHOI HPaKTHUKE BBIAEIAIOT cjaeayomnire BUIbl ((hopMbI) BHY-
TPUUTPOBOI PEKJIAMBI®:

1. TudpoBas Hapy:KHadA pekJaMa B urpax (6mabopAbI HA TOHOUHBIX Tpaccax, CHU-
TH-(popMaThHI Ha yAHUIaX, OpeHANPOBAHNIE CTAAMOHOB).

2. KyabpTypHble MepoupuATuA (KOHIIEPTHI, IOy, KWHOIOKAa3bl, CIOPTUBHLIE Me-
pOIPUATHUA).

3. BocmpousseseHne peaJbHOCTH B UIPeE.

4. CnenuaJbHbIN YPOBEHb WJIM HOBas CIOMKETHAsS JIMHUS.

5. KubepcnopT (crioHCUpPOBaHME KUOEPCIOPTUBHBIX MEPOIPUATUIA).

6. CobcTBeHHBIE UTPHI (IOMOTAIOT OpeHAaM OCTaBaThCA B KOHTAKTE C COBPEMEHHON
ayauTopuei m co3maBaTh TOYKY KOHTAKTa Ha cMapTdoHax).

7. HatuBHAsA BHYTPUUTPOBas peKJiaMa (MCIOJb30BaHWE TJIABHBIM TepoeM TrafsKe-
TOB, aBTOMOOMJIeli 1 Ipouee OUpeneeHHBIX OPeHI0B).

8. Bosnarpaskgaemas pekJgama (IIO3BOJIAET reiiMepy OeCIJIaTHO IOJYYUTh IPEeMU-
YM-KOHTEHT UJIU ObICTpee NOOUTHCA AOCTUKEHUI B UTDe 3a MIPOCMOTP PEKJIaMBbI).

PaccmoTpeHre BOTpPOCOB 3(QPEKTUBHOCTU BO3eHCTBUSA HaA IIOTPEOUTENsT BHYTPU-
UTPOBOM peKJIAMBI B JOMUHUPYIOIIEM OOJILIIIMHCTBE IIPENCTABJIEHO B paboTrax 3apy-
0esKHBIX aBTOPOB [5-11]. Ilpm sToM 5dhdeKTUBHOCTL BO3AEUCTBUA HA MOTPeOUTEseit
BHYTPUUTDPOBOI pPEKJaMbl M3y4yaeTcd MMU B PasHbIX acmeKTax. B (okyce maydeHus
3aIIOMUHAEMOCTY BHYTPUUTPOBOM pPEKJAMBI HCCJIEJOBATENM HOKA3BIBAIOT, UTO ee (-
(beKTUBHOCTD CYII[ECTBEHHO 3aBUCUT OT XapPaKTePUCTUK OpeHa, KOTOPBI MHTErpupo-
BaH B uUrpy. 9Q¢GeKTUBHOCTh BHYTPUUTPOBOIN PEKJaMbI MOKET Pas3jindyaTbCs B 3aBU-
cuMocTH OT (MEXIYHapOAHOI0) HAI[MOHAJLHOTO XapaKTepa OpeHIa M ero 3HAYMMOCTHU
I KOHKpeTHOTOo morpedbuTens [2]. Hanmpumep, B uccaemoBanuu [2] meMoOHCTPUPYyETCH,
YTO JIyUIlleil 3allOMUHAEMOCTHI0 XapaKTePU3yIOTCSI MECTHBIe WU 00Jiee 3HAUUMBbIE IJIS
reifimepa (moTpebuTesisa) OPeHABI (B OTJINYME OT MeKIYHAPOTHBIX /HAITMOHAJIBHBIX WU
He3HAUMMBIX). [losyueHHBIE PE3yIbTATHI O0BACHAIOTCA TEM, UTO MECTHBIE U OoJiee 3HA-
yuMble OPeHbI, KaK IIPABUJIO, BEIBBLIBAIOT 0OJIbIIIee JOBepue, Oaarogapsa ueMy UX Jerde
3anmoMHUTh. MccnenoBanus [6; 7] Tak:Ke HJOKa3bIBaIOT, UTO HECYIIIECTBYIOIIE U He3Ha-
KOMBIe OpeHZBI IOJIyUaroT OoJiee HUBKME OIeHKU II0 IMOKa3aTeJaaAM 3allOMUHAEMOCTH,
YyeM peaIbHO CYIIeCTBYIOI[HE 1 3HaKOMbIe IoTpedbuTen 0. OHI 00BACHAIOT 5TO TEM, UTO
M3BECTHbBIE OPEHAbl aBTOMATHUUYECKY IIPUBJIEKAIOT BHUMaHUE IeiiMepoB.

B doxyce opmMupoBaHUs OTHOIIEHUS K OPEHAY IIOCPEACTBOM WCIIOJH30BAaHUSA BHY-
TPUUTPOBON PeKJaMbl TaKiKe IIPEACTABIAIOT UHTEPEC Pe3yabTaThl UccaeqoBaHui [7; 8],
B KOTOPBIX IE€MOHCTPHUPYETCA, UYTO He3HaKOMble (paHee HeM3BeCTHBIE reiiMepy) OpeHIbI
OIIEHUBAIOTCS UM 0oJiee MOJIOKUTEIBHO B Pe3yJibTaTe BO3IAEHCTBUA BHYTPUUTPOBOI pe-

2 Internet Advertising Bureau. In-Game Advertising: The UK Market. 2007. URL: http://kaznows-
ki.blox.pl/resource/IAB_ingame advertising the UK_ Market March 2007_1594.pdf (mata o6parme-
Hua: 13.03.2022).

3 TAB Russia npezncraBuia TpeHIbI MOOMIBbHOM peraambl Ha 2021-2022 rr. URL: https://www.sostav.
ru/publication/mobile-advertising-2021-2022-49798.html (mara obpamennsa: 13.03.2022).
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KJIaMblI, IIPU 9TOM €ero OTHOIIIEHNE K PaHee M3BEeCTHLIM OpeHIaM, HAlIPOTHUB, YXYAIIAETCs
UJau ocTaerca nmpekHuM. [lo MHEHUIO mceyiefoBaTesieil, 370 00bACHAETCA TEM, UTO K 3Ha-
KOMBIM IOTPeduTe 0 OpeHaaM yxe chOPMUPOBAJIOCH YCTOMUYNBOE OTHOIIIEHUE, II03TOMY
BHYTPUUTPOBasl PeKJiaMa He OKasblBaeT BO3JAelCTBHE Ha M3MeHEeHUe 9TOTO OTHOIIeHUS.
K memsBecTHBIM OpeHIAM OTHOIIEHWE y TeliMepoB IMepe] HMCIIOJbL30BAHWEM HUTIPhI Kak
TaKOBOE OTCYTCTBYET, IIO3TOMY WHH(pOpPMAIUA, TOJYyUeHHAA B Pe3yJabTaTe BO3AEHCTBUA
BHYTPUUTPOBOII PEKJIAMBI, ITO3BOJIAET c(HOPMHUPOBATH IOJIOXKUTEIbHOE BIleuarienue [6].

Bmecre ¢ Tem, mccaemoBaTeNu eNUHBI BO MHEHUMU, UYTO 3(Ph(PEeKTHUBHOCTH BHYTPUU-
TPOBOII peKJIaMbl aHAJIU3UPOBATH JOCTATOYHO CJIOXKHO. B YIOMAHYTBIX BBIIIE UCCJIE-
noBaHUAX 5(hGEeKTUBHOCT, BHYTPUUTPOBOM pPEKJAaMbl OIEHMBAETCA C MO3UIIUU PeKJa-
MUPyeMoro OpeHga W ero XapakKTepUCTHK. leMoHCTpUpyeMble aBTOpPaMM IIOKasaTesu
y3HaBaeMOCTH U 3allOMUHAEMOCTH! OpeHaa B pe3yjbTaTe BO3AEeHCTBUSA BHYTPUUTPOBOIL
PeKJIaMBI, & TaK’Ke IOJOKUTeJIbHbIe N3MEHEHUA YPOBHA JIOAJIBHOCTU TPaHCHOPMUDPY-
IOTCA B OXKUJAHUA OyAYIIUX SKOHOMUYECKUX 9(D()eKTOB B BUle CHUKEHUS PACXOI0B HA
TepreTUPOBaHHYIO peKaamy u moBbinieHre ROI (peHTabesbHOCTh MHBECTUIINH B peKJia-
my). BmecTe ¢ TeM, udyuernue BomrpocoB 3G GheKTUBHOCTY BHYTPUUTPOBOI peKJIaMbl Tpe-
Oyer 0OoJjiee TIyOOKOTO OCMBICJCHIS B acIleKTe COOCTBEHHBIX XapaKTEePUCTUK JaHHOTO
BUJIa MIPOABUKEHUS, UTO CTAHET IPEeIMeTOM H3YUeHUs HAaHHOUM CTaTbhU.

MeTtoanr
Ilesb cTaThbU COCTOUT B JAEMOHCTPAIIMY B3aMMOCBSIZY XapPaKTEPUCTUK BHYTPUUTPO-
BOI peKJIaMbl 1 3(D(PeKTUBHOCTH €€ MCII0Jb30BaHMUA. MeTOmO0JIOI A CTAThI OCHOBAHA HA
aHaJin3e Pe3yJIbTATOB SMIIMPUYECKUX WCCJIENOBAHUM, IOCBAIIEHHBIX OIleHKe d(deK-
TUBHOCTY BHYTPHUUI'POBOM PEKJIAMEI.
IIpu HammcaHuM cTaTbU OBLIM KCIOJL30BAaHBI METOALI PAOGOTHI C BTOPUUYHBIMU
MCTOYHUKAMU JaHHBIX: CHCTeMaTHU3aIinsda, 00o0ienne, pabora ¢ JOKyMeHTaMU.

Pe3yabraTsl

NsyueHue paboT OTEUECTBEHHBIX M 3apyOe)KHBIX aBTOPOB [5—22] mosBoJsisgeT KOH-
CTaTUPOBaTh, UTO 3 (PEKTUBHOCTh BHYTPUUTPOBOU PEKJIAaMbI BO MHOTOM 3aBHCHUT OT €€
XapaKTEePUCTHUK.

Corsnacuo pesyabTaTaMm ucciaegoBanuii [3; 20—22] xopoI1rio 3aMeTHaA B UT'Pe PeKJia-
Ma OpUBJIeKaeT 0O0JbIlle BHUMaHUA, UYeM MeHee 3aMeTHas, UHLIMU CJI0BaMU OOJIbIIINE
II0 pa3Mepy peKJIaMHbIe 00'bABJIEHUSA IIPUBJIEKAIOT 0OJIbINle BHUMAHUA 1 00Jiee XOPOIIIO
3allOMUHAIOTCA refiMepaMu, YTO MPUBOAUT K IOBBIIIIEHNIO UX OCBEIOMJIEHHOCTH.

BwmecTe ¢ TeM, pes3yJabTaThl HEKOTOPBIX 9KCIEPUMEHTOB ITEeMOHCTPUPYIOT, UTO IIPO-
CTPAHCTBEHHOE PACIOJIO}KEHNE BHYTPUUTPOBOM PEKJIAMBI ABJIAETCSA OoJjiee BayKHOI Xa-
PaxTepuCcTUKOIi, obecreunBailneii s(eKTUBHOCTh €€ HCII0JIb30BAHUS, II0 CPABHEHUIO
c pasmepoM pekJambl. Tak, pasmeleHre BHYTPUUTPOBOIN DPEKJaMBI B IEHTPE <«IIOJs
3peHUuA» UTPOKa O0eCcIeumBaeT HAWBHICIIYIO y3HaBaeMoCcTh OpeHja. Ilo MHeHUIO wuc-
caenmoBaresieii [20—22], mapameTp «pasMep PEKJIAMHOTO COODIIIEHUA» HAMHOTO MEHbIIIe
BIUsET Ha 3(PPEeKTUBHOCTL pasMelleHuss BHYTPUUTPOBOI peKJIaMbl B CDAaBHEHUU C IIa-
paMeTpPoOM «IPOCTPAHCTBEHHOE PACIIOJIOMKEHUE» .

Kpome Toro, HeEMaJOBasKHYIO POJIb B o0ecneueHUU 3(PHEeKTUBHOCTU BHYTPUUTPOBOI
peKJiaMbl UI'paeT YacToTa IIOKAa30B peKJaMbl. IIpu »TOM BBICOKAs YacTOTa IIOBTOPOB
PEeKJIAMHOTO COOOIIIEeHNA B UTPEe OTHIOAb HE TrapaHTUPYET NJOCTUKEHUSA BBICOKOH addeK-
TUBHOCTU peKJaMupoBaHusa. COrjiacHO JAHHBIM HCCJeLOBaTeJed B BBICOKOM YacTOTe
IMOKAa30B PeKJAaMbl B UI'De HYKIAIOTCS JUIIL MAJ0 M3BEeCTHBLIE, HE3HAKOMbIE reiimepy
6penanl [3]. BeicoKas yacToTa IIOBTOPOB PEKJAMHBIX COOOIIEHUH AJIA XOPOIIIO M3BECT-
HBIX U Y3HaBaeMbIX OPEHOB, HAIIPOTUB, IPUBOAUT K CHUKEHUIO IIOJOKUTEIHHOTO OT-
HOIIIEHUSA K HUM.
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3HaUMMBIM ycJoBUeM 3(P(OEKTUBHOCTH BHYTPUUI'POBOM pPeKJaMbl HCCJIEJ0BATEN
HA3bIBAIOT U €e WHTEePAKTUBHOCTH. [0 MHEHHUIO CHeIHaJICTOB, IUHAMUYHAA (IBUIKY-
miasicss M WHTePaKTUBHAA BHYTPUUTPOBAA peKJaMa), MO3BOJAIOINAA TeiiMepy B3awMO-
IeficTBOBATh C HEHM M BBINOJHATL KAaKYI0-JIM00 BasKHYIO (QYHKI[UIO B UT'DE, IIPUBOAUT K
3HAUMUTEJBbHO 00Jiee BBHICOKOI y3HABAeMOCTH OpeHJa II0 CPaBHEHUIO C ITIaCCHBHO BCTPO-
€HHOU B UTDPY peKJaMoi.

CorsacHO pesyJbTaTaM SMINPUYECKUX HCCJIETOBAaHUN, 3HAKOMbBIE IIOTPEOUTEIAM
OpeHABI TPEOYIOT MEHBIIIEro KOJMYECTBAa IIOKA30B [JIA COXPAHEHUS UX YCTOWUYUBOTO
TOJIOKUTEJIBHOTO BOCIPHUATHA, B TO BpeMaA KaK He3HaKOMbIe — HAIPOTHB, BBICOKOI
YACTOTHI PasMeIeHusa, Koropas (OPMUPYET MOBBIIIEHNE OCBEIOMJIEHHOCTH M II0JIO-
JKUTEJIbHOEe OTHOIIeHue ImoTpeduTesneii. Kpome Toro, pasmelrenune peKJaMbl B «I€HTpe
MO 3peHUA» UTPOKa ABJIAeTcA 0ojee 3(h(PeKTUBHBIM, UeM 3arpOMOKIeHNe HUI'POBOIL
cpenbl OOJBITUMY PEeKJIAMHBIMU 00bABIeHUAMU. VI HaKOHeIl, MHTepaKTUBHOE pasMerre-
HUe — AUMHAMWYHAS peKJiaMa OpeHO0B, C KOTOPOM MOKHO OCMbBICJI€HHO B3aUMOLeiiCTBO-
BaTh, ABJIAETCA Topasno 0oJiee NeliCTBEHHOI cTpaTerueil BHYTPUUTPOBOI PEKJIaMBI, UeM
WCTOJIb30BAaHNEe CTATUUYHBIX PEKJAaMHBIX MaTepuaoB (0AHHEPOB, BCILIBIBAIOIINX OKOH).

BriBoasl

PekmamMHble 00BABICHUS HEOOXOOUMBI MapKeToJoraM, UTOObI ITOBLICUTHL y3HAaBa-
€MOCTh W OXBATUTHL CBOIO IEJIEBYI0 ayAUTOPUIO. VHTEepHET-UTrPhl B HACTOSIlee BPeMs
CTAaHOBATCS IEePCHEeKTHUBHOI ILIOIIAAKON AJA OoXBaTa IIOTpebuTeseii, KOTOpPbIie IIPOBO-
IAT GOJIBIIYIO YacTh CBOOOAHOTO BpeMeHU B cetu VHTepHeT. Mcmoib3oBanne BHYTPU-
UTPOBOM peKJIaMbl OTKPBLIBAET AJIsI MapKeTOJIOTOB OTPOMHBIE BO3MOXKHOCTH ITPUBJIEUe-
HHUU MOJIOJZOH M IPU 3TOM IIOCTOSIHHO B3pocjemlneil ayaurTopuu. Ilpeacrasiasercs, 4TO
POCTOM NIPUBABAHHOCTU IeiMepoB K MOOUJIBHBIM HUTpaM OyAeT BOo3pacTaTh U YPOBEHbD
WX BOBJIEUEHHOCTH, UTO BEPOSITHO YBEJIUUYHUT M BOCIPUUMUNBOCTH MAPKETUHTOBBIX CO-
obmrennii. OmHAKO HABA3YMBAA PeKJaMa B UTPDAX U MPUIOKEHUSA MOIKET OTPUIlATENb-
HO TOBJUATH Ha BocIpusaTue 6peHI0B reiimepamu (morpeburenamu). Takum obpasom,
MOHMMAaHNEe BAUAHUS XapaKTePUCTUK BHYTPUUTPOBOI peKJaMbl, TAKUX KaK pasMep
PEKJIAMHOTO COOOIEeHN A, YaCTOTa TOKA30B, KOHIIEHTPAIIUA B «II0JIe 3PEHUA» UTPOKA U
MHTEPaAKTUBHOCTh, IMO3BOJIUT MapKeToJoraM c(OpMHUPOBATL 3h(PeKTUBHBIE KOMMYHU-
KaTUBHBIE CTPATErUU U JOCTUYDH IIOCTABJIEHHBIX PEKJIAMHBIX IleJIeH.

ITepcneKTUBHLIMHN HaANpPaBIEHUAMEU OaJbHEHIIero m3yuyeHUs BHYTPUUTPOBOU pe-
KJIaMBbl MOJKHO HA3BaTh MOUCK HOBBIX (DOPM MJAHHOTO BHIAa PEKJIaMHUPOBAHUS U WC-
caenoBaHue ux dddexTuBHOCTH. KpoMe TOro, akTyaJbHBIM HalpaBJIeHHEM HAYUYHOTO
ToucKa ABJAETCA M3yUeHNe BHYTPUUTPOBOI peKJaMbl, Ipeamojaraiolieil KoJaadopa-
IIUI0 ¥ WHTErpanuio 6PeH 0B, OIeHKY B3aUMOJOIIOJIHAIONNX 3(P(EKTOB OT COBMECTHOTO
PEeKJaMUpPOBaHUA OPEHIOB B UTPaxX U IMPUJIOKEHUIX.
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