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Xapkiecoka 0epicasna akademia Ou3aiHy i Mucmeyme

ImepcuBHuil 3D nu3aiiH € MOTYXHUM IHCTPYMEHTOM B3aeMOJli OpeHAy 3
risiadeM. IMepcuBHICTD Ma€ BIACTUBICTh 3aXOITIOBATH yBary IJis1adiB. 3a OCTaHHI
JeKUIbKa pOKIB 0OaraTo BiIOMHUX OpEH/IB 3aCTOCOBYBAJIM Y CBOIX pEKJIaMHHUX
koMmmaHisix 360° Bigeo, JOMOBHEHY Ta BIPTyallbHY pealibHICTh. SIK pe3yibTaT, LI
KOMITaHii CTBOPIOBAJIM TIMOOKE eMolliiiHe BpakeHHS Ha risgadva. Lleit dakr mae
niJicTaBy BBakaTtH, 1o Tema 3D iMepcHBHOI pekiamMu € akTyalbHOIo. B3zaranmi,
IMepCUBHICTH (Bix aHrI. Immersive — 3aHyproBati) OPMYETHCS TO1, KOJIU PYXH,
KOJIbOpH, Oananc ¢hopmu Ta QYHKINT BUKIMKAIOTh €MOIII] y TJIsa4a Ta BIUTUBAIOTh
Ha floro 1yMku a0o nii.

Y nomogiai “The emotional and cognitive effect of immersion in film
Viewing” BYeHi JAOCTIANIMN, 110 YMM OiJbIIa IMEPCHUBHICTh KOHTEHTY, TUM OLIbIII
SICKpaBi eMo11ii BoHa BUKJIMKaE [3]. ToOTO, MeTa pekiiaMu — TOMICTUTH TJIsgada y
BUTAJaHUI CBIT, 3HUIIMBIIN MEX1 1CHYBaHHS peajbHOCTI ¥ umto3ili. @penk Poys
(Frank Rose) y crarti “The power of immersive Media” [4], nociauB 1110 riiuOOKui
JOCB1J] 3aHYPEHHSI B1JOYBA€THCS TOA1, KOJIM PEKJIAMy BUKOPUCTOBYIOTh HE TUIbKU

K JKEpesIo po3Bar M iHpopmaliii, a i Sk 3aci0 3a0X0UEHHS TJIsIIa4iB J10 IIIHHOCTeH

23



N MIXXHAPOAHA HAYKOBO-METOANYHA KOH®EPEHLIA, XAPKIB, 2021 p.

KOMIIaH1i. byJio BUSIBIEHO, 1110 CyYacHUI IJIs1/1a4 [IparHe B3aEMOIATH 3 IMEPCUBHUM
TU3aifHOM, a He OyTu Juie crnocrepiradeM. Llei dhakT mpus3BiB 10 MOSBU HOBHX
BUJIIB IM(poBoro mucrenrBa ta texHosorii. Kinopexucep [Ixeiimc Kamepon
(James Cameron) HamomsiraB Ha ToMy, 1110 3D TeXHOMOTIT CTBOPIOIOTH OCOOIMBUI
BUJI B3a€MOIi MK JIFOJIMHOIO Ta BIJIEO KOHTEHTOM, Ye€pe3 BHCOKI IMEPCHBHI
BJIACTUBOCTI 00’emMHUX (iryp, mepconaxiB tomo [5]. ¥V kuuzi “Handbook of
Research on the Global Impacts and Roles of Immersive Media” McCallum K., J.
F. Morie. [1], six i y cratTi “Immersive-virtual emotional experience: Analysis of
psycho-physiological patterns in a free exploration of an art museum” Marin-
Morales J., Higuera-Trujillo J. L., Greco A., Guixeres J., Llinares C., Gentili C.,
Scilingo P. E., Alcafiiz M., Valenza G., [2] onucaHO BaXJIUBICTh 3a0XOUYCHHS
ISIAa9iB HOBUMH BHJIaMH IMEPCHUBHOTO JW3aiiHYy, JOBEJICHO HEOOXiTHICTh
CTBOPEHHS BITIYTTS «TYT 13apa3» y aHiMallii.

SIckpaBUM 3pa3KoM iMEPCHBHOTO am3aiiHy € pexnama “Buble: Follow Me™?,
umnymieHa 7 BepecHs 2020 poky. OcoOnuBy poiib TYT BIAITpa€ BipTyalbHUN
NEPCOHAXK, KU B3a€EMOJIE€ 3 AyJUTOPIEI0 Y pealbHOMY 4acl Ta BCl HOTO pyXu
(bOpMYIOTBCS HAa OCHOBI ITOBEIIHKHY TIISAAYiB.

V 2015 poui xomnanis “Coca-Cola” ctBopuna «utHy pekiaamy»?. Bucokmuii
eMOLIIITHUI BIATYK OyB AOCATHYTHI 3aBJISKH BIPOBAIKEHHIO aKlii O€3KOIITOBHOI
CKJISTHKHM HAIO¥O 3a JOTIOMOTOI0 iMepcuBHOI pexinamu. J[iis Toro, mo0 ii orpumarw,
ayJIMTOPisl Maja IiJTHeCTH cMapT(OH, y IKOMY 300pakyBajlach MOPOXKHS CKIISHKA,
JI0 €KpaHa TeJeBi3opa, A€ TpaHciaoBaiachk y 3D animaiiisa Hamnoro. Y 2018 pomi
“Coca-Cola” crBopuia iHmy pekiamMHy KommaHiro 3 gocBimom AR (anrm.

8V xomi

augmented reality, AR — «JomoNHEeHHas pPealbHOCTHY) aHiMaIlil
EKCIIEPUMEHTY ayJUTOPis MaJia 3MOTYy TPaTH 3 BIpTyalbHUMH 3ipKamMu (GyTOOTy.
AwmepukaHchkuii MmoymH-au3ainep Tpesic Peiircaeiin (Travis Ragsdale) y

pexnami “Callaway — OptiFit Strap™ BukoprcTOBYBaB Taki aHiMaliiiHi IPUHOMH,

! https://vimeo.com/468902510
2 https://www.youtube.com/watch?v=1Qovoot_ZUM
3 https://vimeo.com/282840181
4 https://vimeo.com/463214849
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ak: Qpenminr (framing, Bixg anriu. frame - pamka, oOpamiieHHs), 0OepTaHHS,
CTUCKaHHSI Ta PO3TIATYBaHHS MPEIMETIB, OJJHOYACHI /i1 B ekpaHi. BoHu gomnomoriu
JOCSTTUA €(PeKTy MOPUHAHHS B aHIMALIIIO 3aBISKH MalCTEPHOMY KOMOIHYBaHHIO iX
y BiJI€O.

Kommanig “NotReal” y po6ori “RingCentral — Message, Video, Phone™
J0CsITiia IMEPCUBHOTO €(DEKTY 3aBASIKU BIIPOBAIKEHHIO BIpTyalbHOTO, aJI€ CXOKOT0
Ha peabHUM, CBITY Yy BiJie0. XapaKTEPHOI OCOOJIUBICTIO BIpTYaIbHOTO CBITY € Te,
10 IPEIMETH Y HbOMY MOBOJSATH ceOe K >KMB1 010JI0T1YHI CTPYKTYPH, 3a0X0UYIOUH
misiga4a Ta 3MYNIYIOYM HOro B3aemonisiTé 3 KoHTeHToM. [lomiOHi mnpuiiomu
BMKODHCTOBYBaIMCh Takok y pekimami “Nars bring your mattitude campaig”®
xommanii “Playful”.

B pesynbrari aHamizy Bile0 KOHTEHTY CyYaCHHUX PEKJIAMHUX KaMIaHIA MU
nobaumin, Mo OpeHau BUKOpUCTOBYBanmM Taki 3D aHiMamiiiHi npuiioMu, SK:
IHTEpaKTUBHUI TNEPCOHAX, aHIMalllsl y peajJbHOMY 4aci, npuiloMu oOepTaHHS,
CTUCKAHHSI, PO3TATYBAHHS, a TaKOX BIPOBA/DKEHHS OIOJOTIYHUX CTPYKTYp Ta
CUCTEM B aHIMaIliiHI crokeTH. [loeHaHHS HOBHX TEXHOJIOTIM 3 PI3HOMAaHITHUMHU
BiacTuBocTsIMU 3D nu3aiiHy CTBOPIOIOTH Cy4YacHHMM METOJ B3a€MOJIi Iisjiada 3
peKJIaMHUM KOHTEHTOM. L{i TeXHOOTr1T IMEpCUBHOTO AU3aliHy BUKIMKAIOTh €MOITIi
1 MIBUINYIOTH TO3UIIII0 OpeHAY Yy IyMKax IiisjlavuiB. A y TO€IHAHHI 3 KIIACUYHUMU
aHIMaIIHHUMHA TTPUHOMAMHU CTBOPIOIOTH €(EKT 3aXOILTIOIYO0i B3aEMO/IIi KOHTEHTY
Ta JIFOJINHHU.
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XapxiecobKuili HAUWIOHANLHUT ABMOMOOLTILHO-00DP0XHCHIT YHigepcumem, XapKie

VY 2021 pomi y cBiTi Oyzae Oinbine 8§ MUTBSIP/IIB HaBITaliitHUX MPHUCTPOIB.
['paHuIll CErMEHTIB PUHKY MPOJOBKYIOTh PO3MHUBATHCS B pe3yJIbTaTli KOHBEPTCHITI1
iH(pOopMaIliHO-HABIraIIfHOrO ¥ KOMYyHIKaIiifHOTO BeTaTKyBaHHsA [1]. Anami3
OCTaHHIX JOCTIKeHb 1 MyOmikamiid Toka3aB, 10 BiAOYBAa€ThCA: KamiTasizarlis
MOYJIMBOCTEH «IIIKIIIOYCHOTO TpaHcmopTHOro 3aco0y» (Connected Car) [2]);
TEXHOJIOTIYHUN PO3BUTOK V2X - 00MiH iHpOpMaIli€ro "aBTOMOO1Ib-aBTOMOOTH"
V2V, "aBTomoOunb-iHGpacTpykTypa" V2I, "aBTomoOumb-moauHa" V2P; po3pobka

HaBIMAlIMHUX TEXHOJOTIA JUisi aBTOHOMHHUX TPAHCIOPTHUX 3aco0iB 1 poOOTIB

(puc.1.) [3].
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