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DIGITAL EXPERIENCE MARKETING IN ENSURING SUSTAINABLE BUSINESS DEVELOPMENT

Y crarTi gocnipxkeHo CyTHICTb | 3Ha4YeHHs LMpPOBOro MapKeTUHry Bpa)XkeHb sIK iHHOBaLifiHOIro iHCTPYMEeHTy
3abe3ne4yeHHs CTasoro po3snUTKy nianpmuemcTs. OGrpyHToOBaHO, YO NOEAHaHHS LMPOBUX TEXHOJIOr I i eMoL}-
inHOT B3aemogii 3i cnoxxuBavyamu ¢popmye HOBY MOAEJTb KITIEHTCbKOIo [OCBiAY, 3aCHOBaHy Ha NMPUHLMITaxX CoL-
ianbHOI BignoBiganbHOCTI, eKOJIoriYHOT CBifOMOCTIi Ta EKOHOMIYHOT e peKTUBHOCTI. BU3Ha4eHO KJTI0YOBi iHCTPY-
MeHTU LUngpoBOro MapKeTUHry BPpa)xeHb — repcoHasni3alisa 4yepe3s wry4Hun intenekt, VR/AR-TexHosorii, iHTe-
PaKTUBHUU KOHTEHT, rerimigpikanis Ta kpayacopcuHr. JloBegeHo, Lo iXx BUKOPUCTaHHS NigBULLLYE PIBeHb J1I051/1b-
HOCTIi cno)xwuBadiB, cnpusie 3MiLHeHHI0 6peHAay Vi 3abe3nedyye KOHKYpPeHTHi nepesaru. lNMpoaHanizoBaHo npak-
TUYHI NPUKIa[aN BPOBaaXXeHHS MapKETUHIY BPaXXeHb YKPaiHCbKUMU KOMMAHisIMy Ta MiDKHapogHumMu 6peHaa-
Mun. Pe3ynbraTtn gocifyKeHHs NnigTBe paKyoTh, LLO LU POBUIA MapKeTUHI BPa)keHb He JTULLIE NMoKpaLyye QiHaH-
COBI MOKa3HUKU NigrnpueEMCTB, a i cripyusie (pOpMyBaHHIO KyJIbTYPU BigrnoBifanibHOIro CriOXXUBaHHS1, rapMOHI3YI0-
YU eKOHOMIYHi, colianbHi Ta eKosorivHi uini 6i3Hecy.

The article explores the essence, structure, and strategic importance of digital experience marketing as an
innovative mechanism for ensuring the sustainable development of modern enterprises. Itis substantiated that
the integration of advanced digital technologies with emotional interaction, personalized communication, and
data-driven decision-making creates a new paradigm of customer experience built on ethical principles,
environmental awareness, and long-term competitiveness. The study emphasizes that digital experience
marketing unites technological progress with behavioral psychology, transforming traditional communication
into a process of continuous emotional value creation. The key instruments of this concept include Al-powered
personalization, virtual and augmented reality, interactive storytelling, gamification, and crowdsourcing, which
form a multi-channel digital ecosystem that strengthens brand identity and consumer engagement. The paper
provides examples of successful implementation by Ukrainian companies such as Silpo, Nova Poshta, and
Rozetka, as well as by international leaders IKEA, demonstrating that the fusion of technological innovation and
human emotions drives sustainable consumption, loyalty, and trust. It is proved that companies capable of
building "emotional capital” through immersive experiences achieve higher competitiveness, social
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responsibility, and stakeholder confidence. Digital experience marketing thus becomes notonly acommercial
instrument but also a strategic platform for integrating sustainability, innovation, and corporate ethics. The
research results confirm that emotionally engaged consumers support responsible brands, contributing to the
creation of sharedvalue for business, society, and the environment, thereby facilitating the achievementofthe
UN Sustainable Development Goals. Future research should focus on developing acomprehensive methodology
for evaluating the impact of digital experiences on enterprise sustainability performance and long-term market

resilience.

KnroyoBi cnoBa: yughpoBuli mapkemure, mapkemure BpaxceHs, cmaauli po3Bumok, KaieHmcokul 0ocBid, yug-

poBi mexHonoeii, emouyitina B3aemodis, iHHOBayi.

Key words: digital marketing, experience marketing, sustainable development, customer experience, digital

technologies, emotional engagement, innovation.

IIOCTAHOBKA ITPOBAEMU
YV 3ATAABHOMY BUTASAI TA 11 3B'S130K
I3 BAJKAUBUMU HAYKOBMMHU
YN TNMPAKTUYHUMU 3ABAAHHIAMU
MolwupeHHs KoHuenuii cTanoro po3B1TKY B Cy4acHUX
YMOBaX TiCHO NOB'si3aHe 3 MiABULLEHHSM PiBHS KUTTS Hace-
NeHHs Ta 3aranbHoro fobpobyTy cycninbcTea. 3actocyBaH-
HS IHHOBALLIM | LMGPOBMX TEXHOON M, 3 0AHOro BOKY, CAPUSIE
3POCTaHHIO IKOCTi NPOAYKLii Ta NifBULLEHHIO KOHKYPEHTOC-
NMPOMOXHOCTI NiANPUEMCTB, @ 3 IHWOro — CTUMYJIOE
36iNbLUEHHA 0BCAriB CNOYXMBAHHSA, LLLO NPU3BOAUTb O IHTEeH-
CHBHILLOrO BUKOPHUCTaHHS pecypci. Y nepcneKkTHBi Lie MoyKe
MaTW HeraTMBHI HaC/iAKKU, 30KpPEMa BUKJIMKATU feddiuuT pe-
cypciB ans MalbyTHIX NOKONIHb i NOripLUEHHS CTaHy AOBKiN-
na. o6 yHuKkHYTH nogibHKX cueHapiis, HeobxiaHo 3abes-
neunTH eheKTUBHE YNpPaBJliHHSA NPOLEeCaMU CoL,ia/IbHO-eKO-
HOMIYHOrO PO3BUTKY 3 ypaxyBaHHAM noTpeb i iHTepecis Mak-
6yTHIX NoKoiHb. [1ns UbOro AOLiNbHO 3aCTOCOBYBATH CHUC-
TEMHUM NigXig 0O ynpaB/iHHS, BUKOPUCTOBYIOUW LIMADPOBI
TEXHOJIOrii 41 MOLe/IIOBaHHSA NPOrHO3HKUX cLeHapiiB. Lle fae
3MOry BU3Ha4aTh HAMONTUMaJIbHILLI PILLEHHS, SIKi BpaXOBY-
IOTb EKOHOMIYHI, CoUia/ibHi Ta EKONOTIYHI UUHHUKH, CIPUSI-
loun 36epeXkeHHIO CNPUATAMBOrO AOBKINAA Ta 3abe3neyeH-
HIO CTaNIoro Po3BMUTKY. TakuM Nipxig BapTO BNPOBaLKyBaTH
B YCi chepH CycniibHOI LiSIbHOCTI — Ha BCiX eTanax Bu-
poBHULTBA CycninbHUX Bnar, AK MaTepianbHUX, TaK | HeMa-
TepianbHUX: BUPOBHULTBI, po3noaini, 0bMiHi Ta CNOXKMUBaHHI.
[1, c. 241]. CyuacHi nignpremcTea pyHKLIOHYOTb Yy cEpeno-
BULLi, fie LMPPOBI TEXHONOTIi paiMKasibHO 3MiHIOOTb CMo-
cobu B3aeMogii 3i cnoxkueauamu. TpaauLiiHi MapKeTHUHrOBI
iHCTPYMEHTH NoCTynatoTbCs MiCLieM Miaxonam, opieHToBa-
HWM Ha CTBOPEHHS LliIHHOIO CMOXXWBYOro focBiay. Y ubomy
KOHTEKCTi MapKeTUHT BpaXKeHb (experience marketing) Ha-
ByBa€ K/IIOUOBOro 3HaUeHHS /15 3abe3neueHHs CTanoro po3-
BMTKY NiANPUEMCTB, OCKiNlbKM caMe eMoliHa B3aEMoLis
hOpMyE€ LOBrOCTPOKOBY JIOS/IbHICTD | NiATPUMYE COLjiasibHY
BignoBiganbHicTb BisHecy.

AHAAI3 OCTAHHIX AOCAIAKEHDb
I ITIYBAIKALIIN

MuTaHHs BNAKMBY LUUDPOBUX TEXHOJOTIN HA PO3BUTOK
MapPKETUHTY BpaykeHb po3rnsHyTo y npauax ®@. Kotnepa,
b. WwmitTa, b. k. Manna ll, Ox. . Finmopa, a Takox cy-
YacHMWX yKpaiHCbkMX gocnigHukis: T. Avkoseub, O. Cuuo-
Boi, H. Ocunenko, T. MetpiwuHoi, 0. TatapuHuesoi. 3a

@. Kotnepom, AOCBIf CnoXKMBaYa CTa€ LLEHTPabHWUM efe-
MEHTOM MapKETUHIOBOI CTPATETii B eMoXy LIUPPOBOI TpaHC-
dopmauii [2]. B. LLMIiTT BU3HAUaE MapKETUHT BpaXKeHb 5K
KOMIMJ/IEKC 3aX0fiB, CNPSAMOBAHWUX Ha CTBOPEHHS NO3WUTHB-
HUX eMOLINHUX 3B'A3KiB Mi>k OpeHaoMm i knieHTom [3].
B. k. Mawn 11, Oxk. T'. Finmop BigmiyatoTh, Wo iHTerpauis
LHUPPOBOro MapKeTHHTY, KWK BKJIIOYAE LUPPOBI TEXHO-
JoTii IK OHNaWH, TaK i y hi3MUHOMY NpOCTOpI, Ta MapkKe-
TUHFY BpaXkeHb nepeabayac popMyBaHHS iHTEPAKTUBHOI
B3aEMofii NiANPUEMCTB 3 KNiEHTaMM, Wwo 3abesneuye dop-
MyBaHHS iMepCiMHOro JOCBiAY, MO3UTUBHI eMoUii, CTiMKI
acoujauii 3 6penaom [4].

CyuacHi emnipuuHi gocnigeHHs (3okpema, 3BiT
Deloitte Digital Experience Index, 2024 p.) niateepmKyioTb,
LLLO NiANPHUEMCTBA, SKi IHBECTYIOTb Y NepcoHalisauito Luud-
pogoro focsiay, MaoTb Ha 25— 30 % euuy nprbyTKOBICTb
[5]. BoaHouac, ykpaiHCbKi HayKOBLi aKLEHTYIOTb Ha Heob-
XiZLHOCTi aganTauii CBiTOBUX NPaKTUK A0 YMOB CTaJloro po3-
BUTKY Ta cOLia/IbHO OpPiEHTOBAHOT EKOHOMIKHM [6].

LLIBMAKi 3MiHW B yMOBax rocnofaptoBaHHs, 3yMOBJIEHi
NOSIBOIO Ta PO3BUTKOM LIMPPOBHX TEXHOJIOTiH, NPU3BOAATD
[0 TpaHcdopMaLii CNoXKMBYOT NOBELiHKH Ta, BiANOBIGHO,
[0 nepeocMucneHHs bisHec-mopaened nignpuemcts. Lie
3MYyLIYE KOMNaHii WyKaTh iHHOBALiMHI NigXoau Ta HOBI
PopMH B3aEMOAiT 3i CBOIMU KJliEHTaMU. BupiweHHs uporo
3aBOAHHS HaNEeXWTb A0 ChepH MapPKETUHTY, KWW € OOHIEID
3 K/IIOYOBUX (PYHKLIHM NiANPUEMHULBKOI LisiIBHOCTI.

®OPMYAKOBAHHS IJIAEM CTATTI
(TIOCTAHOBKA 3ABAAHHI)

Merolo cTaTTi € OBrpyHTYBaHHA TEOPETUUHUX 3acaf i
NPaKTUYHUX HANPAMIB 3aCTOCYBaHHS LIMKPPOBOIo MapKeTHH-
ry Bpa>keHb y 3abe3neueHHi cTanoro po3suTKY NianpUEMCTB,
aTaKo>K BU3HaUYEHHS K/IHOYOBUX YUUHHMKIB MOro eheKTUBHOCTI.

BUKAAA OCHOBHOTI'O MATEPIAAY
AOCAIAKEHHS

MounHatouu 3 KiHua XIX cT. i no cepesmHu XX CT., KOH-
Lenujii ynpaBniHHS MapKeTUHIOM 3a3HaBasu CYTTEBHUX 3MiH,
Wo BinOGYyBaNUCA y TICHOMY B3aEMO3B'A3KY 3 PO3BUTKOM
NPOMUCNIOBOCTI Ta 3aroCTPEHHAM KOHKYPEHTHOI BOpOThOM.
Ha upomy etani sigOyscs nepexif Bif opieHTaLii Ha BAOC-
KOHaNeHHs BUPOOHULTBA, NONINILEHHS TOBaPY Ta IHTEHCH-
dikauito KomepuiiHUX 3ycunb (36yTy) O CTAHOBNEHHS
BJTACHE MapKEeTUHIOBOI KOHLeNLii.
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EROHOMIHHA HAYKA o

Y cepeputi 1950-x pp. XX cT. cycninbcTBO 3iTKHYNOCA 3
HOBUMMU COL}ia/IbHO-eKOHOMIYHUMH Ta EKOJIOFIUHUMHU BUKJTU-
KaMmH, Lo CYNpOBOpKYBaIMCS NPOSBaMH HeobpocosicHoT
KOHKYpeHLUiii. Lle 3yMoBWI0 NosBy KoHLUeNLIi coLianbHO-eTHY-
Horo (couianbHo BiANOBIAA/IbHOIO) MaPKETHUHIY, Lo Nepes-
Havania BpaxyBaHHsS NPUHLMNIB CTASIONO PO3BUTKY y MapKe-
TWUHrOBIM fisnbHOCTI. YnpaBniHCbKi pilieHHs noyany 6asy-
BaTUCSA Ha 3acafax coliaNbHOI BiANOBiaanbHoOCTI, hopmyto-
uu HOBY Napagurmy B3aemopii 6izHecy Ta cycninbcTsa.

I3 cepeamnmn 1990-x pp. akTuBizawis rnobanizauiMHux npo-
LleciB, PO3BUTOK KOHCIOMEPHU3MY Ta "3e/1€HOro MapKeTUHry"
CnpusIv POPMYBaHHIO KOPMOPATUBHOI Ky/IbTYPU Ha MPUHLIMNAaX
[OBipK, noBaru i napTtHepcTaa. Lli TenaeHuii 3Hanwm sinobpa-
YKEHHs1 y KOHUenLii MapKeTUHry B3aemogii (abo MapKeTHHry
BiAHOCHH), LLIO Nepeabavac Nobya0BY LOBOCTPOKOBHX B3AEMMH
3i cCTeMKronaepamu, MigTPMMaHHs LioBoi penyTavii, LOTPUMaHHS!
obiusHoK 6peHay Ta OpiEHTaLLIO Ha K/IIOHOBHX KIIEHTIB.

Ha nouatky XXI cT. noganblini po3BUTOK MapKeTUH-
roBOi fyMKW 3yMOBHWB (DOPMYBaHHS KOHLIeNL,ii XONiCTUUHO-
ro MapKeTUHTY, fiKa IHTerpye YoTUpPHU B3AEMOMOB A3aHI
CKNa[oBi: BHYTPILHIK, iHTErpOBaHWW, coLia/ibHO BifnoBi-
JaNbHUW MAPKETUHT | MapKeTUHT B3aEMOJil.

Locnipkyroun TpaHchopMauii MapKeTUHTY nig, Bnv-
BOM LMdppoBi3aLii Ta 3MiH y noBefiHui cnoxkueauis, @. Kot-
nep, I'. Kaptapxaiis tal. CetiaBaH po3pobunu esontovin-
Hy mogenb Big "Mapketurry 1.0" go "MapketuHry 6.0",
BigoOparkeHy y cepii HayKOBO-NONYNAPHUX NpaLb. ABTOPH
MPOCTEXU/IU PO3BUTOK MapKETUHIOBMUX KOHLUeENUil Big
1950-x pp., LLLO [O3BONSAE CMIBBIGHECTH iX 3 TPALULIMHUMHU
nigxoAamu Ao ynpaesiHHA MapKeTUHIOM:

— MapkeTuHr 1.0 — opieHTOBaHWM Ha NPOAYKT, Bigno-
Bi[Ja€ KOHLENLiSAM YLOCKOHa/IeHHS TOBapy Ta iHTEeHCUi-
Kauii 36yTy;

— MapkeTtuHr 2.0 — opieHTOBaHWM Ha CroXKuBaua, y3-
FOAXKYETbCS 3 KOHLEMNLLEIO KTACUYHOrO MapKEeTHUHTY;

— Mapketur 3.0 — noAMHOLEHTPUUHKI, 3aCHOBAHWK
Ha CMifIbHUX JIIOACBKUX LIHHOCTSX, KYIbTYpi, AYXOBHOCTI Ta
TBOPYOCTI, LLLO BifNOBifA€E NPUHLMNAM COLia/IbHO-€TUYHOTO
MapKeTUHIY, MapKEeTHHIY BiHOCHH | XOlICTUYHOTO Nigxoay.

Mopanbli KoHuUenuii € iHHOBaLiMHUMK Ta Bigobparxa-
IOTb Cy4YacHi TEHAEHLIT LUPPOBOI TpaHCchopMaLii:

— MapkeTuHr 4.0 — uncbpoBHH, 30PIEHTOBAHMIM Ha OHNAMH-
npocyBaHHs. Moro K/Ilo4oBMMM XapaKTePHUCTUKaMM € PO3BMTOK
MobinbHOro IHTepHeTy, coLlianbHUX MepesK Ta eNeKTPOHHOI KO-
MepLii, LLLO 3yMOBW/IO 3MiHY CMIOXMBUOTO LL/ISIXY Ta NMOLUMPEHHS
MPHUHLMMY OMHIKaHa/IbHOCTi Y KOMYHIKaLisiX | Ipogaskax.

— MapketuHr 5.0 — cnpsamoBaHm1i Ha BUKOPUCTaHHS LiMdd-
POBUWX TEXHOJIOTiW A/15 NiABULLLEHHS SIKOCTI YKUTTS JIIOAUHH.

— MapkeTuHr 6.0 — opieHTOBaHWM Ha iHTEepPaKTUBHY
B3aEMOfII0 KNIEHTIB i3 OpeHpaMu, NOEAHYIOUU LUdPOBI 1
hi3nuHi KaHanM komyHikaii. Moro cyTHicTs nonsrae y cteo-
PeHHi 3aHypeHOro JOCBiy CNOXXMBaYiB Yepes3 KOPOTKI Bifeo,
npsMi TpaHcnauii, yat, BukopuctaHHsa AR /VR 1a XR-Tex-
HOJIOTiM, & TAKOX PO3BUTOK NPOCTOPOBHX 0BuMCeHb (spatial
computing), ki 3a6eaneuytoTb Kby iHTerpawito LM po-
BOI B3aeMogii y pi3nuHMi NpocTip, 30Kkpema Yepes "po3ymHi"
MarasvHM Ta iHTepaKTUBHI NnpuMipouHi [2, c. 18—21].

Uundpposuit MmapketuHr BpaxkeHb (Digital Experience
Marketing) — ue iHHOBaLiMHWI NigXig, AKUK NOELHYE TEX-
HOJIOTiYHI MOXK/IMBOCTI Ta NCUXONOTiYHI aCNEKTU CNPUNHAT-
75 6peHy. Moro ronosHa MeTa nonisirae He fuile y popmy-
BaHHi NONWUTY, @ ¥ Y CTBOPEHHI YHiKaNbHOro eMoLiMHOro

JOCBifly cnoXuBaya nif yac ycix etanis B3aemogii 3
nignpMemMcTeoM. Ha BigMiHy Big TpagULIMHOrO MapKeTHH-
ry, LUPPOBHUIA MapKeTUHT BpaXkeHb (DOKYCYETbCA Ha iHTe-
paKTMBHOCTI, NepcoHanilauii Ta eMoLinHOMy 3anyueHHi[7].

Lie# niaxin nepenbayac akTMBHE BUKOPUCTAHHS LIMGOPO-
BUX IHCTPYMeHTIB: MOBINbHKUX aoaaTtkis, yar-6otis, VR /AR
CcepefioBHLL, iIHTEPAKTUBHOIO KOHTEHTY, gamification Towo.
BoHnu nossonsitoTb BpeHgam CTBOptoBaTH "UMGPOBY Nogo-
pox" (customer journey), sika 3a/IMLWAE Y CNOXKMBaYa rMOOKI
NO3UTUBHI acoLiaLlii, NiaCHUNIOE BioUYTTS YHiKa/IbHOCTi NPOAYyK-
Ty Ta Cnpusie (POPMYBAHHIO JOBrOTPUBAJIOT JIOSSIHOCTI.

Cranuii po3BUTOK NignpHEMCTB nepenbauae 3b6anaHco-
BaHe NoeAHaHHA EKOHOMIYHKX, COLia/IbHUX Ta eKOOTIUHUX
npiopuTeTiB. LludppoBHI MapKeTUHT BpaXkeHb Y LiIbOMY KOH-
TEKCTi BUKOHYE POJib KaTaslisaaTopa NO3UTUBHKUX 3MiH, a[pKe
yepes eMOUiIMHWI BNJIMB Ha ay AUTOPIO POPMYETLCS CBIfO-
Me CMOXKUBaHHS, MiATPUMYETbLCS KybTypa BiAMNOBIfaNbHO-
ro Bubopy Ta ekonoriuHa nosegiHka [8].

Hanpwuknap, KamnaHii, Lo NOEAHYIOTb AOCBIL KOPUCTY-
BauiB i3 NPOCYBaHHSAM €KOJIOTiYHMX NPOAYKTIB, AonoMara-
loTb OpeHaam focarati 04HOUACHO MapPKETUHIOBHX i cou-
ianbHux yinen. Y 2024 poui pocnigxenHs Nielsen
Sustainability Trends nokasano, wo 73% cnoxusadis ro-
TOBI 0OMpaTh BpeHa, SKHI aKTUBHO KOMYHIKYE CBOi eKo-
JIOTiYHi iHiLiaTUBK Uepes iIHTEPaKTHUBHI LUOPOBI NIATOOPMH.

Jlo ecpeKTUBHHUX IHCTPYMEHTIB LLUPPOBOIrO MapKeTUH-
ry BpaXXeHb Hanexartb:

1. [HTepaKTUBHUIM KOHTEHT — Bi3yasibHi icTOpIl, Bigeo
3 e/leMeHTaMu JONOBHEHOI peasibHOCTi, SKi NiACUIIIOITb
cnpuiHaTTa 6peHay [9].

2. MNepcoHanisauis yepes WTYYHUH iHTenekT — Al-
pilleHHA A03BONSAIOTb NepeabadaTi NoTpebu KOpUCTYBauiB,
aBTOMATHWYHO (DOpPMYyBaTH iHOMBILYasIbHI Npono3uuii Ta
MigBULLYBaTH €MOLIMHWI piBeHb 3aOBOJIEHHS KJTIEHTIB.

3. VR /AR-MapKeTUHI — CTBOPEHHS BipTyasibHUX NPo-
CTOpIB, Ae KNiEHT Moxe "npuMipaTh” npoaykT abo "nepe-
XuTH" B3aemogiio 3 6peHaom. Tak, komnanis IKEA 3a go-
nomoroto 3actocyHKy IKEA Place Hafana MOXnuBicTb Ko-
pycTyBauyam Bisyanisysatu Mebi y BacHoMy iHTep'epi, LWo
36inbwmno piseHb KoHeepcii Ha 34 % [10].

4. Gamification (reMmidpikauis) — 3actocyBaHHs irpo-
BMX €/1EMEHTIB Y MapKeTHHIOBUX KaMMNaHisix MigBuLLYyE 3a-
LiKaBneHiICTb, 3MeHLye 6ap'ep 3anydeHHs Ta CTUMYJIIOE No-
3MTUBHI eMolLiii.

5. KpayacopcHHr i Ko-Kpeauis — 3anydeHHs KiEHTIB
[0 CMiIbHOrO CTBOPEHHS NPOAYKTIB UM KaMMaHiH, Lo CNpUSIE
(POPMYBaHHIO BigUyTTS CMiSIbHOT METH i MiABULLYE AOBIPY.

Hocnipxkenns Harvard Business Review (2023) goso-
OMTb, Lo 6peHau, 3aaTHi CTBOptoBaTH "eMoLiMHWI KaniTan"
yepes UMMPOBI BPaXKEHHS, OTPUMYIOTb Y CepefHbOMyY Ha
40% 6inbwy nosnbHictb KnieHTis [11]. EMouii cTaloTb He
JvLe MapKEeTUHIOBUM iHCTPYMEHTOM, a M HematepiaslbHUM
aKTMBOM, LLLO MiLCHUJIIOE CTIMKICTb NigNpHUEMCTBA.

LmndppoBuii MapKeTUHT BpaxkeHb hOpPMYE Tak 3BaHUM
trustloop — UMK JOBIPH, y SKOMY MO3UTUBHI NEPEXKUBAH-
HS KOpUCTyBada 3abeaneuyloTb cTabisibHe NOBTOPHE cro-
YKMBaHHS | penyTauiiHy nepesary. Lle 6eanocepeaHbo Ko-
pesioe 3i cTpaTerisiMu CTaloro PO3BUTKY, OCKiJIbKW eMO-
LiMHO 3anyyeHui CnoXuBay Binbl CXMNbHWI NiIGTPUMYBa-
TW couianbHo BiANoBiaabHi GpeHau.

B YkpaiHi TeHaeHLis fo iHTerpauii MapKeTUHIy BparkeHb
nuie nocuntoeTbes. Komnanii Hosa nowta, Cinbno, Rozetka,

IHBecTuyii: noaxtuka 1o gocsig N 2£/2025
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ATB akT1BHO BnpoBagKyoTb LchpOBi CEPBICH, LLLO CTBOPIO-
OTb €MOLMHWUI 3B'A30K i3 KNIEHTAMW — Bif, iHTEPaKTUBHUX
uaT-60TiB | nepcoHaNbHUX aKLik 0o MobinbHUx AR-fopaTkis.

Li iHiuiaTMBM cnpUaioTb He KLU NiABULLLEHHIO NPUBYT-
KOBOCTI, a M (hOpMyBaHHIO KyNbTypH BiANOBiIAabHOrO CMo-
»KuBaHHs. 3okpema, kamnaHis Cinbno GreenLife 2024 poky
noeaHana BpaXkeHHs KIEHTIB Bif iHTepaKTUBHUX eKO-3a-
XopAiB 3 iHPOPMyBaHHAM NPO CKOPOUEHHS BiAXOAiB i no-
BTOPHE BUKOPWUCTaHHSA MaTepianis, WO NOBHICTIO BiANOBI-
Jlae npuHLMNaM cTanoro po3BuTky [12].

Hanbnu>kuMm yacom MOxKHa OuikyBaTH iHTerpawito
LUMPOBOro MapKeTUHIy BpaXKeHb i3 KOHLENLiAMHU MeTa-
BCECBITY, HEWPOMaPKETUHIY Ta CEHCOPHOrO Au3anHy. Taki
iHHOBaLii [O3BONATb NiNPUEMCTBAM MiLBULLUTHU 3any-
YeHICTb K/IEHTIB i BOGHOYAC PO3BMBATH COLiaibHy Bigno-
BiganbHicTb. BukopuctaHHsa eTuuHoro Al, npo3opicTtb ko-
MYHiKaLi i Opi€HTaLif Ha KOPUCTYBALbKY LliHHICTb CTaHYTb
BM3Ha4Ya/IbHUMKU YUHHUKAMMU YCMiXY Ha PUHKY.

BUCHOBKM TA NIEPCIIEKTUBU
IMMOAAABIINX PO3BIAOK Y AAHOMY
HAIIPSIMI

LiMcbpoBHi MapKeTUHI BpaXkeHb € NOTY>KHUM YUWHHUKOM
3abe3neyeHHs CTasoro po3BMTKY nignpremcts. Moro edekTue-
He 3aCTOCYBaHHS CMpHUSiE POPMYBaHHIO LOBrOTPUBA/IUX EMOLL-
iMHMX 3B'A3KIB 3i CNOXKMBaYaMH, MigBULLEHHIO KOHKYPEHTOCH-
POMOYHOCTI Ta NPUBYTKOBOCTI Bi3HeCY, a TaKoXK rapMOHINHO-
MY MOEAHAHHIO EKOHOMIYHUX Lji/IeH i3 CoLlia/IbHO-EKOIOMYHO0
BiANOBifa/IbHICTIO. 3aNPOBafyKEHHS CTa/IMX NPAKTUK CMPUSIE
(POPMYBAHHIO MO3UTUBHUX EMOLLIMHUX BPXKEHb Y CMO>KUBAUIB,
NiABULLYE TXHIO NOAABbHICTD | 3MiLHIOE AoBipY Ao 6peHay. Ana
iHBECTOPIB YNPOBaKEHHS CTA/IMX LMGPPOBHX NPAKTHUK BUCTY-
nae iHAMKaTOPOM HaAiIMHOCTI Ta CoLjiasibHOI BiANOBIAabHOCTI
NiANPUEMCTBA, LLO 30iNbLUYE HOrO IHBECTHLIMHY NPUBABNMBICTb.
MonanbLui focAimKeHHs AOLNbHO CAPAMYBaTH Ha po3pobieH-
HS METOAMKH OLIHIOBaHHS BMJIMBY LMCPOBOro AOCBIAY CMOXKH-
BauiB Ha MOKA3HWKMW CTaJIOrO PO3BMUTKY NigMNPHUEMCTB.
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