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Pesiome: Cmamuama pasairexkga noAaBama Ha HoBume mexHoAoeuu BupmyasHa pearHocm
(VR) u gobaBeHa pearHocm (AR) B pekramHua gu3alH. PaseregaHu ca pekiamHu obekmu
om BvHwHama pekrama B epagcka cpega - burbopg u mezabopg, gpacagHa pekrama, cu-
mu-radm yAudHU mabaa, wupokopopmamHa pekrama u naakam, BumpuHa u gueaumanHu
ekpaHu. HanpaBeHa e knaacupukayua kak u no kakvB Ha4yuH ce uHmMezgpupam me3u HoBU
mexHoaoeuu Bvpxy nosHamume Hu Beye Hocumenu. PasespaHu4eHu ca kameesopuume Bup-
myanHa pearHocm (VR) u gobaBeHa pearHocm (AR), cnopeg mexHudyeckume um napamempu
U Ha4yuH Ha U3NbAHEHUE.

lpusmama, npe3 koAamo ce npabu xygorkecmBeHuAm aHaAus, e epapudyHUAmM gusalH kamo
koMmnoHeHmM. Pascorxkgaba ce no kakvB HayuH gusaliHbm, koMnosuyuama u yuBemHocmma ce
cvobpasaBam c usuckBaHuama Ha BupmyasHama pearHocm (VR) u gobaBeHama pearHocm
(AR).

lpegcmaBeHa e aAumepamypama no memama, Had-Beye ypes aHaru3 Ha nompebumencko-
mo MHeHue — koea u kak pekaamHuam gusadH, uHmeepupaw, BupmyansHa pearHocm (VR) u
gobaBeHa peanHocm (AR), e eppekmuBeH u Bv3gelicmBaw,. CnomeHaBam ce cmamucmu-
yeckume gaHHU 3a u3noA3BaHemo Ha me3u mexHoAo2uUU U 3arazaHemo um B bogxkemu-
me Ha eoremume komnaHuu. [JaBam ce Hal-gobpu npumepu om npakmukama 3a nogobHuU
pekramHu kamnaHuu u gusalH, basupaHu Ha BupmyasHama peasHocm (VR) u gobaBeHama
peanrHocm (AR).

KaouoBu gymu: VR, Virtual reality, BupmyaaHa peanHocm, AR, Augmented reality, ayszmeHmupaHa pean-
Hocm, go6aBeHa peanHocm, MR, Mixed reality, cmeceHa peanHocm, XR, Extended Reality, pa3awupeHa
peanHocm, Advertising-pekaama, Advertising design - pekaameHn gu3saiH, Graphic design, spaduueH

gusatiH, New technologies, HOBu mexHoAoz2uu.




BvBegeHue

Temama Ha HacmoAw,ama cmamuA € akmyanHa He
camo 3awomo AR u VR cmaHaxa MogepHu, a 3apa-
gu HoBume Bo3amoXkHocmu, koumo Me3u MEXHOAO-
2uu npegrazam B obaacmma Ha BuayasHume usky-
cmBa, gusaliHa u pekaamama. Bcuuku sHaem koako
npemoBapeHo e BusdyanHOMO Bb3npuemMaHe Ha no-
mpebumeAaume B gHewHUA MexHOAO2UYeH cBAm
u konko mpygHa e 3agavama Ha gusalHepume,
3a ga cvbigagam yHukanHO npegcmaBAHe Ha pe-
knamupaHume npogykmu. Tasu cdepa e B nocmo-
AHHO MbpceHe Ha HOBu cpegcmBa, koumo ga ca
uHmepakmuBHu, 3a6aBHuU U ga omeaoBapAam Ha Bce
no-Bucokume uauckBaHuAa Ha nompebumenume. B
omeoBop Ha moBa mbpceHe ugBa uHmezpupaHemMo
Ha BupmyanHa u gob6aBeHa peanHOCM, 3aegHO CbC
CMeceHama u paswupeHama peaaHocm B8 peknaam-
Hama uHgycmpusd, 8 epaduyHuA gusalH.

YHukaanHOCMMa Ha me3u Xunep MmMexHOAO2UU U
BoamMoXkHOCMUMeE 3a pas3AudHO u3)kuBABaHe, am-
pakmuBHO nogHacAHe Ha uHdopMauuAma, Bobs-
getdicmBuemo, koemo uma Bbpxy nompebumeaume
e HecobMHeHo. MacoBomo nompebaeHue Ha VR, AR
u XR ce ouakBa ckopo ga 6bge dakm, creg kamo 15
om 2onemume MobuAHU komnaHuu Beve paszpabom-
Bam oyuAa u Aewyu, koumo ga 3aMeHAam cMapm me-
AedoHUME U ga obeguHAM mexHoAo2uUMe B egHa.

Tasu npobaemamuka e caabo uscnaegBaHa, mol
kamo uHmezpupaHemo Ha VR u AR B pekaamama
U gusaldHa 3ano4yBa ga ce cayuBa omckopo, a B8
BoazapuAa no-akmuBHO npe3 nocAegHUME HAKOA-
ko 2oguHu. MacoBomo nompebaeHue gockopo ce
oegpaHuvaBawe B usnoA3BaHemo Ha BupmyanHa pe-
anHoCcm 3a uzgpu B pasBaekameaHama uHgycmpuA
U go CMpOo20 Hay4Hu udcaegoBamencku obaacmu.
C nyckaHemo Ha nasapa Ha HAkOAKo No-gocmbnHU
ueHoBo VR cucmemu, paswupAaBaHemo Ha guana-
30Ha Ha BusyaaHume codpmyepu 3a VR, HaBausa-
Hemo Ha VR B8 pasAudHu npousBogcmBeHu, mbp-
20Bcku, MeguuuHcku u gpyau ompacAu, HanpaBu
BupmyanHa peanHOCM NoONyAApHa U MbpceHa.

AR e no-usBecmHama u gocmbnHa MegudA, mbol
kamo ma ce Boanpuema om nompebumeAume C
MobuneH cMapm meaedoH uau madaem. Nompedu-
meaume Beuye ca HaAcHO kak pabomu [dobaBeHama
peanHoCcmM, uMa MHoXkecmBo npunokeHuAa 3a AR,

koumo ca macoBu u gocmobnHu. KombuHauuAama
OMm mMe3u MEeXHOAO2UU CbC CAUBaAHEMO Ha peanHuU
Meguu u cBemoBe ce npeBpouwa B cmeceHa pean-
Hocm MR (Mixed reality) u paswupeHa peasnHocm
XR (Extended Reality).

OcBeH ¢ udyyaBaHemo Ha HOBu codmyepu U NPOC-
mpaHcmBeHu napamempu, gusalHepume U3NnoA3-
Bawu mesu HOBU mexHoAO2uUU ce cbabckBam u ¢
npobaemamukama Ha gpaduyHuA gusalH. NpaBu-
Aama Ha gusalHa, kolmo e camo nedyamHa epadu-
ka uau cmaHgapmHo yeb npunoykeHue, ca ACHU U
3agobAboYeHO udcaegBaHu. HoBume meguu VR u AR
obaye nocmaBam npobaemMu, cBop3aHu ¢ uHmMepak-
muBHocmma, gelicmBuemo, paskasa, a Hal-HoBo-
Mo € pasaudHomo npocmpaHcmBeHo NpoABAeHuUe
Ha BupmyaaHama peaaHocm. BvB VR umame noma-
nAHe B HOB BupmyaneH cBAam, HanogobABaw, HawuA
peaneH, 8 kolimo ce Hamupame. Ypes uanoa3BaHe-
mo Ha Mme3u HOBU MexHOAO2UU uMame U noxBama
3a HacAazBaHe Ha pa3AudHU cBemoBe u peanHocmu
Bopxy npogykma Ha cmaHgapmHume gusatHepcku
obekmu.

Hal-mHO20 u3scaegBaHuAa uma 3a dududeckomo
u dusuonozudeckomo BoanpuemaHe Ha VR u AR.
Mo-manko ca cmamuume, koumo paszaaexkgam
mBopueckume, purocodckume Bonpocu, NCUXOAO-
2uyeckomo BAUAHUE U EMOUUOHAAHO Bob3npuemaHe
om nompebumeaume.

Ocvov3HaBame Au B peanHomo npocmpaHcmBo 3D
U3MEPEHUEMO Ha HawuA cBAmM u MmpuusMepHoCcM-
ma cu kamo ocHoBeH npegmemeH dakmop? Obpa-
3ume okoAo Hac, koumo Hu BHywaBam, koumo Hu
20BopAam, ¢ koumo pabomum B chepama Ha gusal-
Ha, KuHOMO UAU pekAramama - neYamHu Meguu, KHu-
2u, kapmuHu, GUAMU, aHUMauUuu U gp. ce Hamupam
Bopxy 2D naockocm — Bopxy kapmoH, BuHuA, ek-
paH. Hal-yecmo Hue pabomum ¢ 2D usobparkeHua,
koumo Hu 3abaBaABam, kapam Hu ga kynyBame, ga
»kenaeM UAU ga cbigaBame. B meau 2D naockocmu
ca UHMezpupaHu UAK3UUME 3a MpuUu3MepHOCM-
ma, uA3opHU 3D usobparkeHuAa, Ha koumo He no-
cmaBAmMe Nog CbMHEHUE UCMUHHOCMMA, 3auomo
cMe cBukHaau ¢ mAax. Bv3npueAu cme masu UAIo3UA
kamo yacm om ua3mMepeHuUemo Ha 3aobukaAAuwuA HU
cBam. M3caegBaHuAama nokasBam, 4ye HAkou xopa
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HAMam gobpo mpuuaMepHo BvanpuemaHe Ha cBe-
ma, HO u30O6WOo gopu He nogo3upam 3a moBa.®
Bonpoc Ha ¢pusuonozuyHU ocobeHocmu, koumo He
ca npeuka 3a 06bukHoBeHuA »kuBom Ha xopama.

[ockopo npegu 360 egpagycoBomo 3acHemaHe C
kamepa uau 3D kuHomo, koemo eaegame CbC cme-
peockonu4yHu o4vuna, obpasume okono Hac ca 2D
npegcmaBAHe Ha mpuusmepeH cB8am. KuHomo 60-
paBu ¢ MOHMaXk Ha egHa cumyauuA Om PasAUYHU
2AegHU mouku, HO me ca 3acHemu om kamepa c
yacmuuyeH 06xBam Ha npocmpaHcmBomo. TakoBa
e U Hawemo cobcmBeHO 3pUMEAHO NOAE3PEHUE,
C YaCmuyHO nepudepHo BurkgaHe u MOHMaXk Ha
MPUU3MepHU nap4yeHua, om koumo carobABame
HenpekocHamuA paskas Ha bumuemo.

Ho ¢ noaBama Ha VR, AR u MR, 3agavyama Ha go-
6puA gusalH u BusyaausauuA usuckBa no-3agoa-
Bo4eHO No3HaBaHe Ha xunepmpuu3MepHOMO NPOC-
mpaHcmBo.

BupmyanHama peanHocm (VR) u go6aBeHama pean-
Hocm (AR) Mozam ga npeHecam nompebumeAume
B cumyaupaHu cBemoBe u ga HacroXkam guaumaa-

Ha uHpopmMauuAa Bobpxy ¢usuueckume HOCUMEAU,
HO neyanbume, koumo npus3HaBam komnaHuume,
usnoAsBauwu eu B cBoume kamnaHuu, He ca UAK3UA.

Cneg noABama Ha naHgemuAma KoBug-19 u ozpa-
HudumenHume Mepku, cBop3aHu ¢ mMoBa, oHAalH
nompebAaeHueMo U mopzoBuAma 3anoyBam gpac-
MUYHO ga ce nokayBam, a NPO2HO3UME U cmamuc-
mukume 3a nompebaeHuemo Ha (VR), (XR) u (AR)
ckayam cocC 3aBugHu npoueHmMu. [NpoeHo3ama Ha
Goldman Sachs® om 2016 zoguHa e, 4e VR/AR
uUHgycmpuAma, koAamo BovBerkga nompebumenu-
me BoB BupmyaAHU peaAHOCMU U Hocu uyudpoBa
uHdopmMauua BvuB dusudeckua cBam, morke 6LpP30
ga ce npeBopHe B nazap om 80 MuAuapga gonapa
(45 munuapga gonapa B xapgyep u 35 muauapga 8
codmyep) camo go 2025 zoguHa. Tol kamo Bupmy-
anHama peanHocm Bce owe e HoBo u pasBuBawo
ce npocmpaHcmBo, aHaauzamopume kasBam, ue
npozgHosupaHume 80 mMuAuapga gonapa BepoAamHo
we ce pasnpegendam mexkgy kopnopamuBHume u
ocmaHaAume nompebdbumenu. Ako VR/AR nocmuzHe
6bp30 npuemaHe, mozaBa nazapobm mMoXke ga goc-
muzaHe konocanHume 182 muauapga goaapa.

1. BupmyaaHa peaanHocm (VR) B8 pekaamHuAa gusatiH.

PekaamHama uHgycmpua mbpcu uHoBauuu u am-
pakmuBHuU HOBu cpegcmBa 3a npuBauvaHe Ha Kau-
eHmume, kakmo u 3a no-gobpo omyumaHe cma-
mucmukume Ha uHmepec. [1pe3 nocregHUMeE nem
20gUHU cMaHaxa noymu 3agbAkumeAHu 3a Bceku
no-gobpe pasBum 6paHg u pekanamume ¢ VR, kamo
Hal-paHHUMe no-mawabHu kamnaHuu 3ano4yBam
ga ce cAayyBam om 2009-2011 zoguHa Hacawm. [1o
moBa Bpeme ovunama 3a VR ce ocuaypABam om
peknamupaHua 6paHg 3a cbomBemHama pekaam-
Ha kamnaHuA, ocBeH 4e uma gocmobn U B oHAaUH
naamadopmMume 3a hompebumeaume pasnoAazauju
¢ VR cmaHyuu. JocmaBuuuume Ha VR xegcemoBe
BkatouBam HTC, Oculus, PlayStation u Valve, kamo
eguHu4YHUMe gocmaBku Ha VR ycmpoidcmBa ce ou-
akBa ga gocmueHam 12,5 muauoHa npes 2021 2.

3a VR uepume u VR Bugeomo. Te npegcmaBaaBam
Hald-2oneMume CAydau Ha nompebumencka yno-
mpeba 3a VR mexHonO2uAMa go MOMeHma, kamo
npes 2023 2. caMmo 3a me3u obaacmu ce ovyakBa ga

6bgam noxapyeHu 20,8 MuAauapga uyamcku goaapa.
96

B npoyuBaHuAama 3a Bo3npuemaHemo Ha zgpaduu-
HuA gusadH om nompebumeaume e usBecmeH me-
MOgbm Ha O4YHOMO NPOCAegABaHe uau M. Hap. Al
mpakuHz (eye tracking). ToBa uscaegBaHe cmaBa
owle No-AecHo, kozamo ce usnoasBa VR 3a pekram-
Hume kamnaHuu, kamo cucmemama gupekmHo e
cBopsaHa ¢ VR odyuanama u He e Hy>kKHO gpyau go-
NoAHUMEAHU ycmpoticmBa. EgHo om MHOo20 cmod-
HocmHumMe u3cAaegBaHuA, nybaukyBaHu B Science

94 Jerald, J., The Vr book: Human-Centered Design for Virtual Reality, ACM Books, 2016.

95 The Goldman Sachs Group, Inc. Virtual & augmented reality, 2016. [[peaaegaH Ha: 13.09.2021] JocmobneH Ha: https://
www.goldmansachs.com/insights/pages/technology-driving-innovation-folder/virtual-and-augmented-reality/report.pdf

96 Alsop, T., Virtual Reality (VR) - statistics & facts, Statista, Aug 2, 2021.[lNpearegaH Ha: 13.09.2021] .[JocmbneH Ha:https://

www.statista.com/topics/2532/virtual-reality-vr/




Direct, npoy4Ba npocaegABaHemo Ha ovume npu
BoanpuemaHemo Ha pasaudHu VR pekaamu. ToBa
e 0CHOBeH cmamucmuyecku noxBam u HayuH 3a
usmepBaHe BusyanHo BHuMaHuemo Ha nompebu-
meAume no Bpeme Ha npouec Ha nasapyBaHe BoB
BupmyanHo-peanHuAa koHmekcm. WscaegBaHemo
noguepmaBa MHoz06poUHUME npegumcmBa Ha
npocaegABaHemo BbB VR cnpAaMo no-koHBeHuuo-
HaAHUME Hacmpolku, ¢ koumo ce pasnosaza go
momeHma.””  To3u memog Ha uacnaegBaHe gaBa
MOMeHmMaAHa cmamucmuka 3a nepcoHaAusupaHu-
me >kenaHuAa Ha nompebumenume, kaacudpukauua
no kamezopuu, NOAOYKUMEAHO UAU OMPUUaMEAHO
Bv3npuemaHe Ha pasAuyvHU BugoBe gusadH UAU NOX-
Bam B peknamama, kakmo u oHAalH KOHMPOoA Bop-
Xy pekaamume, koumo ga ce nokasBam 8 momeHma
Ha Bo3npuemaHemo Ha VR pekaamama.

Coc cBoume cBolcmBa VR usmecmBa u napa-
guemume Ha pekaamama. Tyk npako cBvpsaH ¢ nep-
COoHaAu3upaHama pekaama, koAamo ce nokasBa Ha
nompebumeaume BoB BupmyasHa cpega (buabop-
goBe, cumuaalim mabaa u m.H.) He e 3agobAXKUMEA-
Ho ga e egHakBa 3a Bcuuku nompebumenu. OcBeH
moBa usobuauemo om gaHHU, cobpaHu epekmuB-
Ho 6e3 pa3xogu om 3pumeAume AecHO No3BoaABa
ukoHoMmuvecku edpekmuBHuU, ueAeHaco4YeHU U nep-
coHaausupaHu pekanamHu kamnaHuu BoB8 VR. B pe-
3yamam Ha moBa Bo3HuUkBam pasAuyvHU HOBU Npo-
6AeMuU Npu B3eMaHemMoO Ha peweHud, koumo He ca
HaAuuHU B koHBeHuyuoHanHama macoBa peknaama.®®
ToBa e uskawuyumenHo BarkHo cBolcmBo 3a usbu-
pameAHocm u koHkpemHo HacouBaHe Ha peknrama-
ma cnpAMo nompebumend. OmgeAHo HezoBume
peakuuu u gedcmBuAa BbB BupmyanHuAa cBaAm ca
MHO20 No-pa3HoobpasHu u cBobogHU, gopu U kamo
dusudecko gBurkeHue u uHmMepakmuBHocm.

Ba>kHo e cowo kak nompebumeaume peazupam u
Bv3npuemam 360 epagycoBama pekaama, Ha koA-

Mo uMam UAAOCMeEH u3aaeg, B koAmo mozam ga ce
gBurkam okoAo HeA u uHmepakmuBHO ga B3aumo-
gelicmBam ¢ HeA. Ha me3u Bonpocu omeoBapA us-
cnegBaHe Ha YHuBepcumema B Ceya, KO>kHa Kopes.
Ha 6azama Ha koHkpemeH ekcnepumeHm, ce om-
20B8apAa Ha Bvbnpocume: pasaudeH AU e edpekmobm
om VR peknamama, kozamo ce 2aega C pasAudHuU
MegulHuU ycmpoticmBa (cMapm meaedoH, komnio-
mop u VR ouvuna)?; 3agaBa ce Bonpocom kakoB e
edekmom om BupmyasHomo npegcmaBaHe Ha VR
pekanamama BoB BupmyasHOmMO npocmpaHcmBo?
CBvpaBa Au ce mpatHo nompebumeaam C pe-
knamupaHama mapka BoB BupmyasHama cpega?®®
OcHoBHumMe koHcmamauuu nokasBam, 4ye VR pe-
knamama e umana noAokumeaHu edpekmu Bopxy
xapecBaHemo Ha pekaamama om nompebumenume
u baazonpuAmMHO omHoweHue koM pekaamupaHa-
ma mapka, 6e3 ga uma Hy>kga om Bugeo pekaama
Ha gpya Hocumea. YcmaHoBeHo e, 4e camo npu-
cbcmBuemo Ha nompebumenda e BakeH Megua-
mop, kolmo obAcHABa 3auwo omcocmBuemo Ha
Bugeo pekaama Ha cmaHgapmeH Hocumea Bogu go
6razonpuAmHuU npexkuBABaHuA. [poyyBaHemo He
omkpuBa 3HayumenHa pasauka B8 onumHocmma ¢
VR pekaamu Ha pasauyHu MegulHu ycmpolcmBa.'©°

Opyao uscaegBaHe Ha XoHkoHeckuAa Baptist YHu-
Bepcumem npaBu ekcnepumeHmManHo Npoy4yBaHe 3a
moBa, kak peanHomo npucbcmBue Ha ¢usuyecko
mMAcmMo, koemo MoyXke ga ocuzypu egHa VR pekaama,
ce ompasABa Bopxy peakuuAama Ha nompebumenu-
me. VscaregBaHume nompebumenu ca mecmBaHu
ypes pekaamu pasnpegeneHu B mpu ekcnepumeH-
MaAHU 2pynu: pekanama Ha xomea B oHAalH 6ro02,
Bugeokaun ¢ VR 360 epagyca Ha MObuAeH meAedOoH
unu Bugeokaun ¢ VR 360 egpagyca ¢ nomouyma Ha
BupmyanaHu o4una om Google Cardboard.’®" Peaya-
mamume nogkpenAm xunomesama, 4e Nnpucbcm-
Buemo uzpae nocpegHudecka poaa BoB Bpvskama

97 Meigner, M., Pfeiffer, J., Pfeiffer, T., & Oppewal, H. Combining virtual reality and mobile eye tracking to provide a
naturalistic experimental environment for shopper research. Journal of Business Research, 2019.

98 Meigner, M., Pfeiffer, J., Pfeiffer, T., & Oppewal, H. Combining virtual reality and mobile eye tracking to provide a
naturalistic experimental environment for shopper research. Journal of Business Research, 2019.

99 Song, H., Kim, J., Nguyen, T., Lee, K. M., Park, N., Virtual reality advertising with brand experiences: the effects of media
devices, virtual representation of the self, and self-presence, International Journal of advertising. 2020.

100 Song, H., Kim, J., Nguyen, T., Lee, K. M., Park, N., Virtual reality advertising with brand experiences: the effects of media
devices, virtual representation of the self, and self-presence, International Journal of advertising. 2020.

101 Lo, W. H., Cheng, K. L.B., Does virtual reality attract visitors? The mediating effect of presence on consumer response in
virtual reality tourism advertising, SPRINGER HEIDELBERG, GERMANY. 2020.
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Mexkgy usnoazBaHemo Ha VR B mypucmuyeckama
pekaama u peakuyuAama Ha nompebumeaume. Kamo
egHO om nopBume npoyyBaHua Ha VR pekaamama 8
obaacmma Ha mypu3ama, ce udcregBam edpekmume
om BupmyaaHomo udobparkeHue Ha peanHa cpega
Bopxy HamepeHuAama 3a nompebaeHue. KoHcmama-
uuume paskpuBam kak VR mexHonozuAama mMoxke
ga ce u3noA3Ba 3a NONYAAPU3UPAaHE Ha XOMEA Ypes
2eHepupaHe Ha yceujaHe 3a npucocmBue u ga nog-
mukBa kom noaokumenHu gelicmBuA. ObcogeHu
ca meopemuyHume NpuHocu U npakmuyeckume
nocaeguyu om koHcmamauuume 3a usnoA3BaHemo
Ha VR mexHoArozuAma npu bpaHgupaHe U NonyAA-
pusupaHe.'©?

Kak VR pekanamama moxke ga noBauae noro>kumen-
HO Ha ynpaBaeHckume NpOMeHAUBU U NOAOXKUMEA-
HUMe pe3yamamu 3a mapkama, OmHouweHUemo Ha
nompebumeaume koM mapkama u HamepeHuama
um 3a nokynka B cpaBHeHue ¢ mpaguuuoHHama 2D
peknama? Ha meau Bonpocu omezoBapA uscregBa-
Hemo, nybaukyBaHo om BusHec genapmameHma
Ha OptokcenckuA yHuBepcumem Hasselt. Peaya-
mamom Oom MAXHOMO u3cAegBaHe nokasBa MHo-
2okpamHo no-Bucoku nokasameaAu Ha ,BoAHEHUE",
»=3agoBoaeHocm®, ,ycmodyuBocm“ npu nompebu-
meaume Ha VR peknamama.'®® MobuaHama VR
peknama npegusBukBa 3Ha4YUMEAHO NO-NOAOXKU-
MeAHU Hazaacu Ha nompebumeaume u no-Bucoku
HamepeHuA 3a nokynka, omkoakomo Mo6uAHUME
2D pekaamu. KoHcmamauyuume om moBa npoyuy-
BaHe nokasBam, ye MobuaHama VR pekrama moxke
ga bvge epekmuBHa 3a MeHuUg>kbpume Ha 6paHgo-
Be, koumo mopcAmM ga coXkuBam cBoume mapku u
koumo ce cmpemMAm ga noAyYam no-NOAOXKUMEAHU
HazAacu Ha nompebumeaume u no-Bucoku Hamepe-
HuA 3a nokynka koM mexHume mapku.'®*

Cowuam pesyamam 3a MHO20 no-edpekmuBHama
VR pekaama koHcmamupam u 8 Koaexka no komyHu-

kauua kom National Chengchi University, TatiBaH.'%
NMompebumeaume om moBa udcregBaHe omyumam
MHO20 no-Bucoku HUBa Ha ecmecmBeHocm U Bob3s-
gelcmBue, kozamo HabalbgaBam pekaamama BoB
BupmyanaHa cpega ¢ VR ouuaa, omkoakomo Ha Ho-
cumeau kamo mabaem, meaedoH uau Komniomop.

Opyao npoyyBaHe cpeg nompebumeau Ha VR pe-
knamu B xomeauepckuA 6usHec nokasBa, ue VR
pekanamume npousBerkgam no-gobpu HezabaBHu
edpekmu om mpaguuuoHHUMe pekAaamu, ocobeHo
3a yyacmHuuu ¢ Bucoku HuBa Ha usuckBaHe u Be-
poAmHocm 3a nompebaeHue. '

INMpoyyBaHuAama 3a Bo3gelicmBuemo u edbekma om
(VR) peknamume e 6asupaH Ha uHoBamuBHocm, go-
Bepue-An0AAHOCM Ha KAueHmume u gpyau U3CAeg-
BaHuA, koumo uamovkBam Ba>kHocmma Ha U3NOA3-
BaHume uHMepakmuBHU UHCMpPyMeHmMu. NMocAegHO
ue ce cnpa Ha cmamucmukama 3a NOAOYKUMEAHO-
mo Bv3npuemaHe Ha BupmyaneH mazasuH, koemo
e yacm om VR peknamHua 6usHec. TA ugBa om aB-
mopcku konekmuB Ha YHuBepcumema Kanabpua,
Mimaaua, 4pes pecypcume Ha Science direct,
Elsevier. ToBa uscaegBaHe npoyyBa peakuuAama Ha
nompebumenA koM BoBexkgaHemo Ha nomanAuia
BusyanHa cpega, basupaHa Ha 3D BupmyaaHama
peaAHOCmM B mpaguuuoHHUMe Mmouku Ha npogark-
6a, 3a ga ce pasbepe go kakBa cmeneH mesu mex-
HOAO2UU npaBAm MazaduHa nho-npuBaekameaeH,
kak Bauaam Ha nompebumeaume npu u3bopa um 3a
nasapyBaHe, kakmo u mAaxHama epekmuBHa uHMe-
epauuA B8 pamkume Ha mpaguyuoHHUME UHCMpPY-
MeHMU 3a mMbp2oBuA Ha gpebHo.

Tyk gusalHom e uyudpoBama BumpuHa Ha eguH
BupmyaneH MaeasuH, npegcmaBaABawa oHAalH
Bepcua Ha dpusudeckama BumpuHa, kamo No mosu
HayuH kadecmBomo Ha HaBuzauuAama u npegoc-
maBAHOMoO cbgoprkaHue/ycAayau ugpaAam katouoBa

102 Lo, W. H., Cheng, K. L.B., Does virtual reality attract visitors? The mediating effect of presence on consumer response in
virtual reality tourism advertising, SPRINGER HEIDELBERG, GERMANY. 2020.

103 De Gauquier L.,Brengman M., Willems K., Van Kerrebroeck H., Leveraging advertising to a higher dimension: experimental
research on the impact of virtual reality on brand personality impressions, Springer London. 2019.

104 De Gauquier L.,Brengman M., Willems K., Van Kerrebroeck H., Leveraging advertising to a higher dimension: experimental
research on the impact of virtual reality on brand personality impressions, Springer London. 2019.

105 Wu, D.-Y., Lin, J.-H.T., Ways of Seeing Matter: The Impact of a Naturally Mapped Perceptual System on the Persuasive

Effects of Immersive Virtual Reality Advertising, Routledge. 2018.

106 Leung, X.Y., Lyu, J.Y., Bai, B., A fad or the future? Examining the effectiveness of virtual reality advertising in the hotel
industry, International Journal Of Hospitality Managment, Volume: 88. 2020.




POAA 3a onpegeAAHe Ha HUBOMO Ha npuBaekamen-
Hocm Ha MazasuHa.'”” [acaegBaHemo ce basupa
Ha HAkoAko onpegenAauwu kameezopuu, BauAaewu 3a
usbopa Ha nompedbumeaume, koumo ca onucaHu u
koumo onpegeaam kavyecmBeHusa gusalH 3a VR:

- Konkomo no-aeka e HaBuzauyuama u usnoA3BaHe-
Mo Ha CbgbprkaHuemo BvB VR pekaamama, moa-
koBa Bv3npuemaHemo U HacAa>kgeHUemo om HeA
€ NO-20AAMO;

- Ygo6cmBomo om gucmaHUuoHHO nasapyBaHe u
noayyaBaHe Ha uHPOpMauuA 3a OMgaAeyeHuAa ma-
2a3uH gaBa ygoBaemBopeHue Ha nompebumenA u
ce uszparkga mpauHa namem 3a Aekomama Ha yc-
Ay2ama;

- YgoBaemBopeHocmma Ha nompebumenAa BauAe
Ha Bv3npuemaHemo U mpaldHoOmMo BneyamaeHue om
MazasuHa; TAa e cBbp3aHa u ¢ peanHama BusyaAusa-
uuA Ha BumpuHama Ha Maz2asuHa;

- 3abaBheHuemo e 3agbAkumeAHa yacm om pe-
knamama 3a noAy4aBaHemo Ha ygoBaemBopeHocm
om nompebumena;'®®

OcBeH moBa, 8 mosu Bug peknama u npegcmaBaHe
Ha npogykmu, mbpzoBeuom Moxke ga npegcmaba
BusuAama u nocaegoBameaHocmma Ha uHdopmauu-
AMa Nno MOoYHO onpegeneH HavuH, kolimo B peaa-
HUA Maza3uH nompebumenam He Mmorke ga ycBou.
Edekmom om pomauuAama Ha npogykmume B oOH-
AalH MazasuHume Moxke ga nogobpu npoueca Ha
mpaHcdep Ha 3HaHuUA 3a npogykmume 4pes nog-
kpena Ha nompebumeAaume ga OCob3HaAmM NOCAe-
goBameaHO Bb3npuemaHe Ha BupmyanHa cpega.
109CaegoBamenHo nomanAawume MazasuHu (Bupmy-
aAHU Mazas3uHu) npegcmaBaAaBam HanpegHaAa Bup-

myaaHa mouka Ha npogarkba, obozameHa ¢ noBeue
GyHKUUOHaAHOCMU.

KatouoBume dakmopu, koumo onpegeaam npegno-
yumaHuAama u ygoBaemBopeHocmma Ha hompebu-
menAa Bce owe ca OCHOBHU eaneMeHMU B uszpark-
gaHemo Ha edekmuBHU nomanAuwu mazasuHu.'®
CnomeHamomo u3cAegBaHe € HanpaBeHO upes
BonpocHuk, BkatouBaw, 19 apmukyaa u 13 enemeH-
ma, 3a moBa kak nompebumeaume (150 yyacmHu-
uu) Boanpuemam mazasuHa.
u3BegeHa u4pes usnoA3BaHemo Ha cmpykmypHu
ypaBHeHuA, u3noA3BaHu 3a uspasABaHe Ha CAOXK-
HU NPOMEHAUBU U 4pe3 cmamucmudecku codmy-
ep. BupmyaaHama cpega Ha MazasuHa nokasBa
3D BupmyaaHu npogykmu, MebeAau U eneMeHmu om
peanHama cpega Ha MazasuHa. YyacmHuuume us-
cnegBam cBobogHo BbamoykHocmume 3a npogark-
6a 6e3 BpemeBu ozpaHuyveHuUA, kamo BupmyaAHO
gokocBam npogykmume u noayyaBam BusyaAusu-
paHe Ha pasAuYHU cBobp3aHu UubpoBu NaHeAu UH-
dopmauua koM Bceku npogykm. o mosu HauuH
gocmbnbm go uHdopmayuama cBopsaH ¢ Bceku
npogykm gocmuaa no-AecHo u 3a6aBHo go nompe-
bumeaume. lNomanAwama cpega e npoekmupaHa
ga gage Ha ¢uHana nompebumencka uHdopmauua
3a npegnodYumaHume npogykmu no uHmepakmu-
BeH HayuH.™

Cmamucmukama e

Mo Bpeme Ha pasama Ha Busyasusauua nompebu-
meAume ca CMuMyAUpaHuU ga ce opueHmupam BoB
BupmyanHuUA MazasuH, 3a ga ce cb3gage U MeHma-
ABH MOQgeA Ha cpegama u ga ce oueHu cBop3aHo-
Mo HUBO Ha uHMepakmuBHocm. Pesyamamume ca
B noasa Ha BupmyanHuAa MazasuH, kamo HakpaAa
noBeyemo om ydyacmHuuume (76,6%) enacyBam
nonoykumeAaHo 3a BupmyaAHama peaaHocm U ca
npoABuAau uHmMepec koM HOBUME mMexXHOAOSUY-
HU npuAoXkeHuAa kamo BupmyaaeH mMazas3uH. Owe

107 Palatino, E., Servidio, R., Modeling innovative points of sales through virtual and immersive technologies, Journal of
Retailing and Consumer Services, 2-3 p. 2012.

108 Palatino, E., Servidio, R., Modeling innovative points of sales through virtual and immersive technologies, Journal of
Retailing and Consumer Services, 2-3 p. 2012.

109 Park, J., Stoel, L., Lennon, J.S., Cognitive, affective and conative responses to visual simulation: the effects rotation in
online product presentation. Journal of Consumer Behaviour 7, 72-87. 2008.

110 Palatino, E., Servidio, R., Modeling innovative points of sales through virtual and immersive technologies, Journal of

Retailing and Consumer Services, 3 p. 2012.

M Palatino, E., Servidio, R., Modeling innovative points of sales through virtual and immersive technologies, Journal of
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eguH BarkeH usBog om moBa u om gpyau u3CAeg-
BaHuAa (Soderlund and Julander, 2009'? ; Pantano
and Naccarato, 2010)""® e, uye ocHoBeH momuB 3a
nasapyBaHemo u norokumeaHomo Bb3npuemaHe
Ha BupmyaaHuA MazasuH e 3abaBaeHuemo 4pes
masu HoBa mexHoAoz2uA, kakmo u AecHama HaBu-
2auuA Ha uHMepakmuBHUMe eremeHmMuU B Hezo. Tol
kamo nomanAawume cpegu yBeauyaBam ygoBaem-
BopeHuemo Ha nompebumeAume om nasapyBaHe-
Mo, me3u cpegu ce npeBpbwam B8 uHoBamuBeH
UHCMpPyMeHmM 3a paspabomBaHe Ha HOB MogeA Ha
Maza3uH, Bb3 ocHOBa Ha npuAazaHemo Ha coBpe-
MEeHHU mexHOAO2UU kamo BupmyaaHa u gobaBeHa
peanHocm'4,

Om ynpaBaeHcka aanegHa mouka, mesu pesyamamu
npegocmaBam uHdopmMauua 3a HOBU UHCMpPYMEH-
mu 3a MopaoBuA Ha gpebHo, cNnocobHU ga HabAto-
gaBam nompebumenackomo noBegeHue B noma-
nAWUA mMaz2asuH. Tasu uHdopmauua MoXke ga ce
u3NoA3Ba, 3a ga ce paspabomam HoBu edpekmuBHu
mapkemuHzoBu cmpameauu, koumo mozam ga 6o-
gam mecmBaHu 4pe3 No-6bp3 U AECEH HAYUH.

Om anegHa mouka Ha gpaduyHuA gusalH u Busya-
AU3UpaHemo Ha BupmyaaHume cpegu B pekaamHuA
gusaliH, MoXkeM ga HanpaBuM caegHume u3Bogu:

e [usalHom e Hy>kHO ga Hoge ampakmuBeH u egu-
HEH CMUAUCMUYHO;

e [luzalHom mpA6Ba ga npegocmaBA AecHa Opu-
eHmauuA u HaBuesauus;

¢ [luzalHom mpAbBa ga Gbge AULIEH OM U3AULUHU
eneMeHmuU — cmapomo nNpaBuAo, Ye NPOCMOomMo
peweHue e Hal-gobpo, Ye Maankomo e 20AAMO;

2. Mpumepu u aHaAu3 Ha pekaamu u3snoasBawu

e [usalHom mpAbBa ga npegocmaBa eremeHmMU
3a 3abaBneHus;

e [paduyHama (cumBoaHa) cucmema mpAGBa ga
boge eguHHa U ACHA;

e [la ce usbAzBam usAuwHU kamo uHdopmauuAa
enemMeHmu;

e [la ce usbazBam onmuyHU UAKO3UU, koumo geso-
pueHmMupam BbB BupmyaAHOMO nNpocmMpaH-
cmBo, ocBeH ako He ca yacm om kadyecmBama
Ha npogaBaHuA npogykm;

e [lpogykmume, koumo ce npogaBam ga 6Gbgam
nokasaHu B8 mAxHama MakcumMaaHa peaAucmuy-
Hocm;

e [luzalHom ga paskpuBa uype3 Busyaausauyuu
HAKOU CbuwecmBeHU goNbAHUMEAHU EeAeMEeHMU
om kayecmBama Ha npogykmume, koumo He ce
Burkgam nopBoHavaAHO U paskpuBam ampak-
mMuBHU NnogpobHoCMU 3a MAX;

e Ako cowecmByBa ¢pusudecku MazasuH UAU NPOC-
mpaHcmBo, mo ga 6bge MOYHO Nnpecb3gageH
BB BupmyaaHOMO NpocmpaHcmBo uAu gusal-
Hom ga boge cbobpaseH ¢ peaaucmuyHama Bu-
3uq;

¢ [13noasBaHume wpudmoBe u HayepmaHua ga
Bbgam yemauBu U ACHU 3a Nno-AecHama HaBuza-
uuA u 6bp3o BobanpuemaHe Ha npogykma;

e [la ce uma npegBug cuaHama KoHmMpacmHocm
Ha BupmyaAaHOmMoO npocmpaHcmBo, kozamo ce
a2nega npe3 VR o4yuaa, npu usbop Ha doHoBeme
u enemMeHmMume Bopxy MAX, 3a ga Ce ocuaypu
No-20AAM KOoMdOopm Ha ouume.

BupmyaaHa peanHocm (VR)

KakBu ca ocHoBHumMe cnocobu u BugoBe pekrameH
gusaliH, koumo usnoa3Bam BupmyaaHa peaAHOCM

(VR)? Hat-yecmo VR e yacm om pekaamHu kamna-
Huu, B8 koumo uma akyuu ¢ u3noA3BaHe Ha o4uAa 3a

112 Soderlund, M., Julander, C., Physical attractiveness of the service worker in the moment of truth and its effects on
customer satisfaction. Journal of Retailing and Consumer Services 16, 216-226. 2009.
113 Pantano, E., Naccarato, G., Entertainment in retailing: the role of advanced technologies. Journal of Retailing and

Consumer Services 17, 200-204. 2010.

114 Pantano, E., Naccarato, G., Entertainment in retailing: the role of advanced technologies. Journal of Retailing and

Consumer Services 17, 200-204. 2010.




VR u ca pasnonoxkeHu B epagcka cpega uau Ha cne-
uuanHo obocobeHu mecma. Pekaamume, koumo ca
nog dopmama Ha Bugeo, aHUMauuA UAU cneuyuanHo
cb3gageHa BupmyanHa cpega ca 06ukHoBeHo ny6-
AUkyBaHu B8 oduyuasHume kaHaau Ha 6paHga, 3a
ga Mozam ga bbgam nocemeHu u BugeHu om Bcuu-
ku nompebumeau, koumo pasnorazam C o4uAa U
cmaHuuu 3a VR. TexHuAm gusauH e cBop3aH u egu-
HeH ¢ uAanocmHama pekAaamHa BusuA, Ha koAamo ca
nogyuHeHU naakamume, 6unbopgoBeme, mezabop-
goBeme, cumunalim mabaama, 6aHepu, onakoBku,
dnaepu u Bcuuko, koemo e yacm om nedamHama
epaduka Ha pekanamHama kamnaHuAa. MHO20 Yyecmo
uma kombuHauuA om HacAazBaHe u Ha gobaBeHa
peanHocm (AR) koM kamnaHuama, BkarouBawa Bup-
myanHa peaaHocm (VR).

EguH om Hal-uHmepecHumMe cnocobu 3a cb3gaBa-
He Ha peknamHu akuuu, BkalouBawu BupmyanHa pe-
anHocm (VR), ca mesu, koumo uszparkgam peasHO
gekop u npocmpaHcmBeHu opmu B epagcka cpe-
ga, 3a koumo e 3amucnaeHa u Busuama, koAmo ce
HacAazBa BvB BupmyaAaHomo npocmpaHcmBo, koe-
mo nompebumeaume Burkgam npea oyuaama. Ta-
koB € npumepom Ha pekaamHama kamnaHua 100%
Real Virtual Reality - Old Irish, (2016), peaausupaHa
om pekaamHa azeHuuAa Leavingstone.

KamnaHuAama e no cayvad nyckaHemo Ha HoBama
upaaHgcka 6upa Old Irish Ha epysuHckuA nasap
2016 2.""* KpeamuBHama ugeAa ugBa om »keanaHue-
mo ga Hoge npecb3gageH abCoOANOMHO CAO2aHa Ha
npogykma ,100% Real” (100% ucmuHcka). Ha 2onAm
UeHmMpaneH naoujag, pekaamHu azeHmu no3uyuo-
HupaHu ¢ VR cmaHuuu, npukaHBam muHyBadume
ga cu croXkam ovuaama u ga ce ,pasxogAam’ Bup-
myaAHO u3 kpacuBu npupogHu mecma 8 VpaaHguA
Ha ¢oHa Ha upaaHgcka mysuka, gokamo Ha ¢puHasa
me ce 030Bam B gpaga u B gobauHcka kpouma c
munu4yHa ammocdepa u nocemumenu. Vspexkucu-
paHuA, 3acHem B 360 egpagyca, 3aBragAaBaw, pekna-
MeH GuAM npecob3gaBa kpacuBama npupoga, kamo
nonagaHemo B kpbumama u noABama Ha bupama

€ CbnbmcmBaHOo C UHMEePECHU MECMHU NepcoHa-
ku. [JokymeHmanHume kagpu om BupmyaaHama
peanHocm, koumo mekam BvB VR, nocae ce cau-
Bam ¢ HeycemHo nocmpoeHuA okoAo nompebume-
AA peaneH gekop Ha upaaHgckua nob u cBanAalku
VR oyunama, mou Burkga okono cebe cu cowama
ob6cmaHoBka u cowume nepcoHaxku, npegaazalku
My ampakmuBHa geaycmauuA Ha pekaamupaHama
bupa. lsHeHagama u cuAHama emouuA Ha npeXku-
BABaHemo ce ycewa gopu camo om camomo Bu-
geo, nokasBawo peasudayuAama, a peakuuama Ha
Xopama, cBaAAwu o4yurama u Burkgalku obcma-
HoBkama okono cebe cu, 6e3 uzobwo ga ycemaAm
maau npomAHa, e ekcnaH3uBHa u 3aBhagABauia.
Peknamama e npumep 3a uHoBamuBHocm, HeBe-
POAMHO peuleHue 3a npocmpaHcmBeHuA gekop
kamo cueHozpaduA, nogbopa Ha nepcoHarkume
u cmenocmma Bcudko moBa ga ce cayyu B pamku-
me Ha HAakoAko MuHymu okoao Bceku nompebumen
cnokun VR ovunama. CepuosHa ekunHa paboma ¢
MHO20 3aMUCbA U npousBogcmBeHu Gopmu npegu
peaAudupaHemo Ha kamnaHuAama. lpaduyHuAmM gu-
3alH u 6paHgupaHemo npucbcmBam gopu Bobpxy
kaMmuoHume, koumo cvbupam gekopa om 2opHa u
cmpaHuyHa eaegHa mouka.

Camama peknaamHa akuua e Bug nopdpopmaHc, kol-
MO € 3PEAUULEH U 3a Xopama Ha naoujaga, 0cobeHo
¢ Hbop3uHama Ha nocmpoABaHe Ha gBama geko-
pa okono nompebumena ¢ VR ovuaama. CuaHama
emMouyuA Ha noBeyemo xopa, koumo 3a nopBu Nbm
onumBam u3>kuBaBaHe ¢ BupmyanaHa peasHocm, u
3aBhagAaBawuam pekaameH duaM, koldmo HanoA-
HO Bu npeHacA B8 MpaaHguAa, 3aBopwBam HanoAHO
usHeHagBawo, ,menenopmupaiku” Bu peasHo BoB
dusuyeckomo npocmpaHcmBo u xopa, koumo mo-
Ky-wo cme Bugeau Ha GuHasa Ha BupmyasHama
pasxogka. Tyk ugelHuAm 3amuCbA He omcmvobnBa
Ha nepdekmHama peasusauyud. Pekaamama noay-
YaBa cvBcem 3acay)keHo Hag 50 npecmurkHu Ha-
2pagu 3a pasAudHU kamezopuu cpeg MHOXkecmBo
cBemoBHo usBecmHu koMnaHuu, peaAusupawu pe-
knamHu kamnaHuu.'®

115 100% Real Virtual Reality - Old Irish, 2016. [[peaaegaH Ha: 18.09.2021] .[JocmbneH Ha: https://www.youtube.com/

watch?v=3-MMJ-in8Al.

116 100% Real Virtual Reality Old Irish, [MpeaaegaH Ha: 15.10.2021]. JJocmbneH Ha: https://www.leavingstone.com/100-real-

virtual-reality
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Opysa obaacm, B koAmo 3agbAKumeAHO ce us-
noasBa VR, e aBmomobuaHama uHgycmpuA. Mapku
kamo Audi, Lexus, BMW, Porsche, KIA, Volkswagen,
Honda u Chevrolet ca Bkatoyuau BupmyaaHama pe-
anHocm u gobaBeHama peanHocm B cBoAma map-
kemuHeoBa cmpamezuAa, cnopeg cmamucmuka-
ma Ha Epu Toaka, coocHoBamea u gupekmop Ha
YouVisit. ,AcHo €, ye aBmomobuaHama uHgycmpua
HaucmuHa 3ano4yBa ga Burkga cmouHocmma BvB
BupmyanHama peasHocm®, gobaBa mou. ,,TexHOAO-
auAma no3BoaABa Ha aBmomobuaHume komnaHuu
ga ce cBop3Bam no-gobpe coc cBoume kaueHMuU
u um no3BoaABa ga ce kauBam B aBmomobuau, 6e3
BcowHocm ga npaBam nokynkama.“"”  Ypes nep-
dekmHa Busyaausauua U cumyaauuAa, moxkeme ga
ce 3anosHaeme ¢ Bcuuku nogpobHocmu Ha aBmo-
mMobuna, 6e3 ga cme 20 Burkgaau peanHo.

HAama ga ce cnupam peanHO Ha MHOXkecmBomo
npumepu, B8 koumo ca uspabomeHu ampakmuBHu
peaAHU Bugea U cumyAaauuu Ha aBmomobuaume,
a Ha HAakou cmamucmuku, nokasBawu kak pabo-
mAam VR pekaamHume kamnaHuu. VR pekaamama
Ha Volvo XC90: A Swedish Moment (2014) noayyaBa
npecmu>kHU Hazpagu 3a pekaama u nopBomo us-
gaHue e pasnpogageHo B pamkume camo Ha 2 gHuU.
3a kpamko Bpeme ce ezeHepupam Hag 40 000 us-
meaAAHUA Ha npuAokeHuemo, Hag 34 000 gonoa-
HUMeAHU kaueHmu ce 3anucBam, 3a ga 6bgam nop-
Bume, koumo wie pasbepam koza XC0 we boge Ha
pasnonoykeHue 3a 3akynyBaHe. KamnaHuAama cobu-
pa Hag 238 muauoHa PR BneyamaeHuAa, 159 munau-
oHa nAameHu MegulHu BnevyamaeHuA, 19 MuAuoHa
e2AegaHuAa B couuasHume Meguu, 6AU30 4 MUAUOHAa
anegaHuAa Ha BugeokaunoBe, 24 ompasAaBaHuA B8
mon HOBUHU U NOAOBUH MUAUOH NokasBaHuA Ha yeb
cmpaHuyu.'®

EgHa MHO20 ugelHa peknamHa kamnaHuAa om 2016
2oguHa e Happy Goggles Ha McDonald’s. Tasu
kamnaHuA pewaBa npobaema ¢ Bce owe Mankomo
nompebumeau Ha VR no moBa Bpeme, upe3 Mo-
gepHo onakoBaHo mMeHio Happy Meal Box, koemo

ce npeBpowa B8 kapmoHeHu VR ovuaa. Ypes aec-
Ha npezbBka No npomomuna Ha oduanama Google
cardboards u cmapm meaedOoH uHmMezpupaH 8 max,
MoXke ga ce HabawgaBa cb3gageHama BupmyaaHa
aHumauuAa. "° YygeceH 3amucon, B8 koldmo onakoB-
kama mo>ke ga ce mpaHcdopmupa B gpyzsa uHme-
pakmuGBHa ¢yHkuua. PazBuBam ce BvoobparkeHue-
mo, ¢uHama Momopuka U ymeHuAama Ha geuama,
4Ype3 eguH MasudeH U uHmepakmuBeH nogxog.
KamnaHuAma cobupa cpegcmBa 3a geua, cmpaga-
wu om guabem u e egHa om embaemamuyHume VR
pekAraMHu kamnaHuu.

BakHo e ga ce ombenexku koge u kak 8 peknamama
u epaduyHuA gusalH ce usnoas3Bam VR npuaoxke-
HuAma. Tol kamo He e HanpaBeHa moyHa kaacudu-
kayuAa B8 HayyHama Aumepamypa, a ce udcaegBam
omgeAHu obaacmu, we ce onumam ga au u3bpoA
NO Ha4yuHa UM Ha peaAusauuda u Meguume, koumo
u3noA3Bam:

e PeknamHu VR kamnaHuu B peanHu obujecmBe-
HU npocmpaHcmBa, nog dopmama Ha akuyuu, C
gus2umanHO peaAusupaHu cpegu, koumo ce Bos-
npuemam ¢ oyuaa 3a VR;

e PeknamHu VR kamnaHuu B peanHu obujecmBe-
HU npocmpaHcmBa, nog ¢opmama Ha akuuu u
Bo3npuemaHu ¢ o4una 3a VR ¢ peanHo uszpageH
npocmpaHcmBeH gekop;

¢ PekaamHu VR kamnaHuu uanoasBauwu kapmoHeHu
kymuu, onakoBku, ¢paaepu, kapmuuku, kopuuu Ha
cnucaHud, kamanosu u gpyau nedyamuu pekaam-
HU Mamepuaau;

e PeknamHu VR kamnaHuu, koumo kombuHupam
BupmyaaHa peanHocm ¢ gobaBeHa peaaHoOCM
AR;

e PeknamHu VR kamnaHuu, usnoAsBawu cneuuaHu
CUMYAAMOPU UAU CEeH30pHU kocmiomu 3a mak-
MUAHU U gpyau ¢uaudecku yceujaHus;

117 Virtual Reality Stats Marketers Can’t Ignore, (2016).Youvisit ,[[MpeanegaH Ha: 15.10.2021]. [JocmbneH Ha: https:/www.
youvisit.com/learning-center/blog/virtual-reality-stats-marketers-cant-ignore/
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¢ PekaamHu VR kamnaHuu, koumo ca gocmbnHu
oHAalH B uHMepHem npocmpaHcmBomo u ce
Bo3npuemMam coc VR o4usa uAau 6e3 max ypes
360 gpagyca.

o HadyuHa cu Ha cb3gaBaHe u gusaliHa Ha Cobgbp-
»kaHuemo, VR pekaamume mMozam ga kombuHupam
Bcuyku no3Hamu HU goceza BapuaHmu Ha BusyaAHO
uspasABaHe u ga ce Bkaloyu uspabomBaHe Ha aHu-
mMauuu, uzobparkeHuAa u Bugea BvoB BupmyanHa pe-
aAHOCM, 4Ypes3 cheuuaAusdupaHuAa codmyep 3a VR.
Te mozam ga Hogam cb3gageHU guaumaAHO Ypes
koMntomopHU codmyepu UAU codmyepu 3a Bupmy-
aAHa peanHocm, aHuMauuu, 3acHemu gokymeHman-
HU MamepuaAu 4pes3 360 gpagyca Bugeo, kombu-
Hauuu om gokyMeHmaAeH Mamepuaa u aHumMauus,
2paduyeH gusalH u BusyanHa komyHukauudA, uHme-
2pupaHu BB VR npocmpaHcmBeHume obekmu.

TepMuHoOAO2UA:

B 3akatoueHue we 0606wA, Yye sHavyeHuemo Ha VR
u AR 3a pekaaMHuA gusalH e MHO20 20AAMO, kamo
menopBa we ce pa3BuBa mexHudyecku u ugelHo.
NMonzama u Bo3gedcmBuemo um Bopxy nompe-
bumeaume e UskAKYUMEAHO U cmamucmukama
3a npogarkbume BneyamaABawa. Heobxogumo e
noBeye aHaAu3 Ha nompebumenckomo MHeHue, ga
ce cb3gagam noBeue gusalHepu, pabomewu ¢ VR
u AR, kakmo u uHmezpupaHemo Ha mesu gucuyu-
NAUHU B obpasoBaHuemo no BusyasHu uskycmBa.
HayuyHama Aumepamypa no memama pasaierkga
pasauyHU acnekmu Ha VR | AR B gusatiHa kamo us-
Bogume ca 3a noAoKumeAHOMO UM Bb3npuemaHe,
pesyamamu u Bo3gelicmBue.

¢ VR (Virtual reality - BupmyanHa peaaHocm) - Kom-
NIOMbPHO 2eHepupaHa uHmepakmuBHa cpega,
koAamo HAMa npaka Bpvska ¢ peasHuAa cBam,
kamo BzaumogelcmBuemo C masu cpega ce
usBopwBa npe3 VR xegcemu uAau ycmpotcmBa
(ouuna 3a BupmyanHa peanHocm u KoHMpoAepu
3a pbueme);

¢ AR (Augmented reality - AyameHmupaHa uau [o-
baBeHa peaAHOCM) - MexXHOAO2UA 3a HacAazBaHe
Ha guaumaAHO CbgbprkaHue Bopxy peanHa ¢u-
3uyecka cpega, Boanpuema ce obukHoBeHO ypes
usnoA3BaHemo Ha cmapm@OoH UAU mabaem;

¢ MR (Mixed reality - CmeceHa peanHocm) - cauBa-
Hemo Ha peaAHu u BupmyaaHu cBemoBe, 3a ga
ce cb3gagam HoBu cpegu u BuayaAusauuu, kKo-
gemo ¢duauveckume u yudbpoBume obekmu co-
wecmByBam egHoBpemMeHHO u cu Baaumogelcm-
Bam B peanHo Bpeme. Ta cmecBa peanHu obekmu
¢ BupmyanHu;

¢ XR (Extended Reality — PaswupeHa peaanHocm) -
TexHonozuA, koAmo e B npouec Ha pa3pabomBa-
He U obeguHABa BupmyaaHama peaaHocm, [Jo-
baBeHama peanHocm u CmeceHama peaAHOCM

B egHo. CmAMa ce, 4Ye ckopo mMA we 3ameHu
cMapma@oHUmMe u we obeguHu Becuyku MexHOAO-
2uu B egHo, Ypes usnoA3BaHe Ha onekomeHuU o4u-
AQ, MUN gUONMPUYHU/CAbHYEBU uAu kKoHMakmHu
rewu. Te we pabomaAm uypes 5G Mpexka, koamo
e Heobxoguma 3a mAXHOMO dyHKuuoHupaHe. XR
pabomu ¢ BupmyaaHu kaaBuamypu u npocmpaH-
cmBa BuguMu Npe3 o4yuAama UAU AeUUME;

e HMD (Head-Mounted-Display) | Xegcem - VR ouu-
Aa, koumo npegcmaBaABam cmepeockonuyeH
gucnael 3a 2aaBa coC conobmcemBawu KoHmpo-
AEBPU 3a poueme, No3uuuoHUpawu mpakepu u
gpyau nepudepuy;

¢ Immersive | imepcua — nomanaHe, ycewaHe 3a
npucbcmBue BbB BupmyanHa cpega, HanogobA-
Bawo ycewaHemo 3a npucbcmBue B peaAHuA
cBam;

¢ /IHmepakmuBHocm - ¢opma Ha gBycmpaHHa
komyHukauuAa, B cayuaA ce pazanekga mMexkgy
nompebumeAume U gusumaAHu Meguu, UHme-
2pupaHu B muopeoBcko uau usnoXkbeHo npoc-
mpaHcmBo.
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