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MAPKETUHIOBI CTPATETI TEMMI®IKALIT Y MPOCYBAHHI
BPEHAY TEPUTOPII: BB HA NOBEAIHKY CMOXWUBAYIB

MeTol HanucaHHa cTaTTi € ouiHka edgeKTUBHOCTI MapKEeTUHIOBMX CTpaTerin renmidikauii y
npocyBaHHi BpeHay TepUTOpIi Ta BU3HAYEHHS! iXHBOMO BNAMBY Ha MOBEAIHKY CroXuBadiB. BctaHoBNEHO,
O OJHUM i3 KITHOYOBMX BWKIIMKIB Cy4acHOrO MapKETUHTy TepuTopid € HeobXigHICTb CTBOPEHHS
iHTEPAKTMBHOTO Ta MEPCOHanNi30BaHOTO LOCBIdY, SKWA CTUMYIIOE aKTUBHY B3aemogilo 3 bpeHaom Ta
opmye GaxaHi NOBEAIHKOBI NAaTepHM.

Cknaposi reimidikauii, Taki gk umdposi nnatdopmun, AR/VR-gogatku, cuctemn 6anis i BUHaropog,
aKTUBHO PO3BMBAKOTLCA Ta [03BOMSIOTb KOMMMEKCHO BMNMBAaTW Ha MOTMBAL, 3anyyeHiCTb Ta
NPUAHATTS PiLleHb CNOXKNBaYIB.

lNoBepjiHKOBUIA acnekT B3aemogii 3 6peHI0M POPMYETLCA Mif BNIIMBOM IHTEPAKTUBHUX MEXAHIK, L0
[103BOMISIE NIABULLMTY NIOSTIbHICTb, 320X04yBaTH NMOBTOPHI B3aEMOAIi Ta NOCUITIOBATW EMOLIIAHUI 3B’30K
i3 Teputopieto. Kpim Toro, remmidikauis fo3Bonsie 3bmpaTh AaHi npo NoBediHKOBI NAaTEPHM CMOXMBAYiB
Ta KOpuryBaTtu cTparterii MapKeTUHrOBOro MPOCYBaHHS Ha OCHOBI OTPUMAaHOI aHaniTUKK.

[ocnimxeHHs NigTBepanno, WO iHTerpaLlis refimicikaviiHux CTpaTeriit y MapkeTuHr 6peHay Teputopii
MigBULLYE 3anyyeHiCTb, 3a40BOMEHHS Ta Hamip NOBTOPHOO BUKOPUCTaHHSA PecypCiB TEPUTOPIi, a Takox
BMIIMBAE Ha NPUAHATTS pilleHb CMOXMBAYIB Y KOHTEKCTI BiABiAyBaHOCTI, pekoMeHAaLin Ta couianbHol
akTuBHocTi. OCHOBHUMYM Bap’epamm € HEQOCTATHE BUKOPUCTAHHS LMAPOBMX TEXHOMOTIi Ta BiACYTHICTb
NEePCOHani3o0BaHNX MexaHik B3aeMogii.

Ans nigsuweHHs edeKTUBHOCTI MapKeTUHIOBMX CTpaTerii  peKOMeHZOBaHO BMpOBaAXyBaTU
iHTEpaKTUBHI enemMeHTM Yy KOMyHikauiiHi Ta NpOMOLjiHI kamnaHii, BWKOPWUCTOBYBaTU LWUPOBI
nnatgopmn ans 30opy AaHUX Ta aHaniTMKW, aganTyBaTu MexaHiku nif pisHi kaTeropii cnoxvsadig, a
TaKoX CUCTEMATUYHO OLIHIOBATY ePEKTUBHICTb Yepes LM poBi METPUKK Ta coLianbHi 4OCNIAKEHHS.

Mopanbwi [oCHigpKeHHs MOXYTb OyTu CnpsiMOBaHi Ha pPO3POBNEHHS KOMMMEKCHUX Mogenew
umMdpoBOI B3aemogii cnoxusadie 3 GpeHaoM TepuTopii Ta OLiHKY BMIIMBY OKPEMWX reimidikauiiHmnx
MEXaHiK Ha pi3Hi CerMeHTn ayauTopii, WO A03BONUTbL MiABULLMTA KOHKYPEHTOCMPOMOXHICTb PErioHiB
Ta ePeKTUBHICTb NPOCYBaHHSA GpeHay. Baxnueum HanpsiMOM € Takox iHTerpaLisi HOBITHIX TEXHOMOTIN,
TaKvX K LUTYYHUI IHTENeKT Ta nepcoHanisoBaHi VR-cepenoBuLLa, Ans cTBOPEHHS GinbLu rmmbokoro Ta

MOTVBYHOYOrO JOCBIAY B3AaEMOZIi 3i cnoxusadamu.

KntouoBi cnoBa: relimichikauisi, MapkemuHe mepumopiti, 6peH0 mepumopii, nosediHka croxusadie.
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Beryn. CydyacHUY pHUHOK TepUTOPIH xa-
PaKTEPU3yETHCA BHCOKOIO KOHKYPEHIIIEIO,
IIBUAKVMMH 3MiHAMH y [OBEMIIiHII CIIOXKHBa-
4iB Ta HEOOXIiMHICTIO CTBOPEHHS YHIiKaABLHOTO
OpeHay OAS TiABUIIIEHHS ITPUBaGAUBOCTI peTi-
OHy. Y TaKuUX yMOBax TPaOULiHHI MapKeTUH-
roBi cTparterii OCTYIIOBO BTpPadaloTh edeK-
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TUBHICTb 4Yepe3 OoOMeXKeHy 3MaTHICTh CTHMY-
AIOBaTH aKTHUBHY B3a€MOJII0 CIIOKUBAYiB i3
6pengoM TepuTopii Ta QopMyBaTH OaxkaHi
IOBEIiHKOBI HATEePHU.

[nTerpamia mudpoBuUxX TexHoaoril, AR/
VR-mopaTkiB, CHUCTEM BWHArOpoOZ Ta iHTEp-
aKTHUBHHUX ITAAT(OPM BiIKPHUBAE HOBI MOXKAU-
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BOCTi mAd MapKeTHHIY TepuTopii. Bukopuc-
TaHHA refMigikaifHUX MeXaHIK [J03BOASE
CTBOPIOBATHU IIEPCOHAAI30BaHUH Ta iHTEpaK-
TUBHUM [OCBiJ, MHiABUIIYBaTH 3aAy4eHIiCTb
CIIOXKUBaYiB, (popMyBaTH MO3UTUBHUH iMimk
TEPUTOPIi Ta CTUMYyAIOBATH IOBTOPHY B3a€EMO-
[ifo 3 OpeHIoM.

ARTYaABHICTE IOCAiMKEeHHA OOyMOBA€HA
HEeOOXiAHICTI0O BUSIBACHHHA €(QEeKTHBHUX Map-
KETUHTOBHUX CTpaTerid revimidikartii mad rmim-
BUIIIEHHS BIIAUBY Ha IIOBEIIHKY CIIOXKHWBa4iB
Ta OIITHMIi3allil IpocyBaHHs OpeHIy TepUTopii.

MeToi0 HOCAIIKEHHS € OIliHKa e(eKTUB-
HOCTi MapKeTHHIOBHX CTpaTerii refimidikarii
y IIPOCYyBaHHI OpeHay TepUTopii Ta BU3HAYEH-
HsI IXHBOTO BIIAMBY Ha IIOBEiHKY CIIOXKHBa4iB.

3aBIaHHSIMHU TOCAIIZKEHHS €:

— TIIpoaHaAi3yBaTH OCHOBHIi IiAXOAU M0
BHKOPHCTAHHS reifimidikaliii B MapKeTHHTY
TEePUTOPiH;

— BU3HAYUTH KAIOYOBI €A€MEeHTHU reifimi-
dikarifinux crparerii Ta iXHil BIIAUB Ha II0-
BEIIHKOBIi ITaTepHU CIIOKUBAYiB;

— jpgocaimuTH 1H@pPOBi Ta IHTEPAKTHUBHI
MeXaHiKH, 1110 BUKOPHUCTOBYIOTHCH JAS ITiIBH-
IIIEHHS 3aAY4YE€HOCTi Ta AOSIABHOCTI CIIOXKHBa-
4iB;

— owimuTH edeKTUBHICTH iHTerparii
reimichikarlifHUX eAeMeHTIiB y IIPOCYBaHHS
OpeHOy TepuTopil;

— PO3pOOUTH PEKOMEHIAIlii IIT0/I0 OIITH-
Mi3allii MapKeTHHIOBUX CTpaTerili 3 BUKOPUC-
TaHHAM TerMidikallii OAd TiABUIIEHHS KOH-
KYPEHTOCIIPOMOKHOCTI PErioHiB.

OO’eKT [OCAIIKEHHd — MapKeTHHTOBI
cTparerii TepuTopiil Ta iXHe IIpocyBaHHS 3
BHKOPHCTAHHSIM refimMicikaliifHux MeXaHiK.

I[TpenmeT mocaikeHHsS — iHTepaKTUBHI
Ta U poBi eaeMeHTHU refimidikariii, ix BIIAUB
Ha IIOBEAIHKY CIIOKWBA4YiB Ta €(PpeKTHUBHICTH
IIPOCYBaHHS OpeHIy TePUTOPIi.

Orasap aiTepaTypu. CydacHi focAiIKeH-
HS TiATBEPIKYIOTH, 110 refimicdikariida € edpek-
TUBHUM iHCTPYMEHTOM MapKeTHHI'OBUX CTpa-
TETil, 34aTHUM IMiABHUIIYBAaTH 3aAy4€HICTD Ta
MOTHBAILIIIO CIIOXKUBaYiB, POpMyBaTH €MOLiH-
HUIl 3B’130K i3 OpeHOoM i cTrumyaroBaTu 6a-
KaHy noBediHKy (3ubina & CHBOAOBCBHLKUIA,
2019; OmeapueHko & Minbkad, 2024).

B Ykpaini Ta 3a KOpJOHOM 3aCTOCyBaH-
Ha rediMidikanmifiHUX MexaHIK akKTHBHO OO-
caimkyeTbea v cdepi OizHecy, mporpam Ao-
FABHOCTI Ta OpeHmuHTY Tepuropiit (Kapmasi-
HoBa, 2024; Kaceauos, 2024; Xu, Buhalis, &
Weber, 2017).

HaykoBiii mizkpecarooTs, 110 eeKTHUB-
HicTp redmidikarlii 3abe3nedyeTbcd BHKO-
pUCTaHHAM IIU(MPPOBUX NTAATPOPM, CHUCTEM
0aaiB i BHHAropox, PiBHIB AOCATHEHbL Ta iH-
TEePaKTHUBHUX NOAATKIB, SIKi JO3BOASIIOTH II€p-

COHaAi3yBaTH B3a€EMOilI0 31 CIIOXHUBadeM Ta
OTpUMyBaTH aHaAITHUYHI [aHi Ipo MOBEMiH-
Ky KopuctyBadiB (Koivisto & Hamari, 2019;
Hamari, Koivisto, & Sarsa, 2014; Huotari &
Hamari, 2017). Hantpukaaz, 10CAIIZKEHHS I10-
Ka3yIoTh, 1110 BIPOBAIKEHHS CHCTEM 0aaiB Ta
BUHAaropoj IIiABUIIyE IIOBTOPHY B3a€EMO/Iil0
Ta AOSIABHICTB CIIOXKMBAaUiB, a inTerparia VR/
AR-texHoOAOTIH hopMmye GiABIII TAHOOKUY eMo-
iAHUH [OCBiA Ta BIIAMBA€E Ha pPillleHHS KO-
puctyBauiB (Tussyadiah et al., 2018; Flavian,
Ibanez-Sanchez, & Oruas, 2019; Bogicevic et
al., 2019).

BaxkAMBHM acrieKToM € MOTHUBAallifHWHI
ederT reiimidirartii, SKUH CTUMyAIO€ aKTHB-
HICTBb CIIOKHMBaYiB UYepe3 COoIliaabHi MEXaHIKH,
3aB/JaHHA Ta I[IepPCOHAaAi30BaHi BUKAUKU. Taxk,
JOCAIIKEHHd I[I0Ka3yloTh, III0 MOTHUBAaIliliHi
CHUCTEMHU Ta iHTEepPaKTUBHI ClieHapii migBUITLY-
IOTBh iHTepec no B3aemMozil 3 OpeHIoM Ta CIIpU-
SIOTh y4YacTi y KOAEKTHBHHX aKTHUBHOCTIX i
comiaabHHUX Kamnadiax (Hamari & Koivisto,
2015; Aebli, 2019; Sigala, 2015).

Pa3zom 3 TuM, AiTepaTypa BKa3ye Ha I€BHI
bGap’epu epeKTUBHOTO BIIPOBAPKEHHS Teiimi-
dikarii: HegocTaTHE BHKOPHUCTAHHA ITU(PPO-
BHUX TEXHOAOTIH, BiCYTHICTb IlepCcOHaaizarlii
IAd PI3HHUX CETMEHTIB ayaurtopii Ta morpeba
B CHCTEMAaTH4HIll OILIHII pe3yAbTaTiB depes
IUPOBI METPUKHU Ta COILiaAbHI OCAIIKEHHS
(Pasca et al., 2021; Kumar, Ramachandran,
& Kumar, 2021; Hoyer et al., 2020). Y uromy
KOHTEKCTi HaroAOUIyeThbCS Ha Ba*KAMBOCTI iH-
TErpOBAHOTO IiAXOAY, AKHUM IIOENHYE TPagu-
IIiliHI MapKeTHHIOBI IPaKTUKH 3 iHHOBAaIlil-
HUMH IU(PPOBUMH iHCTPyMEHTAMH [OAS ITif-
BHUIIEHHA e(DeKTHUBHOCTI IPOCYBaHHsA OpeHay
TepPUTOPIii.

OTxe, refimipikallia 3maTHA ITTO3UTHBHO
BIIAMBATH Ha IIOBEMIHKY CIIOXKHBAaYiB, IIi-
BHUIIYBATH iXHIO 3aAydeHicTb Ta (popMyBaTH
JIOBrOCTPOKOBY AOSIABHICTE, ITPOTE e(DEKTHUBHE
BHKOPHCTAHHS MeXaHiK IoTpebye amamTariii
o ocobAMBOCTEH ayauTopii Ta iHTerparii Ho-
BITHIX TE€XHOAOTIH.

MeTonmoaoria mocaimmxeHHa. Y crarti
BUKOPHUCTAHO KOMIIAEKCHUH ITiXim M0 aHaai-
3y MapKeTHHTOBHUX cTparerid refimicdikarii y
IpocyBaHHi OpeHay TepuTopil. Jag qocsrHeH-
HSI METH 3aCTOCOBYBaAMCSH TaKi METOIU:

1. AHani3 HayKOBOI AiTepaTypH — OAd BHU-
BYEHHS TEOPETUYHUX OCHOB refimicikarii, map-
KETUHTY TepUTOpPilt Ta IIOBEAIHKY CIIOXKHUBAYiB.

2. TlopiBHIABHUE MeTON — A OIIIHKU
e(peKTUBHOCTI pPi3HUX redMidikamiiHux me-
XaHiK Ta IXHBOTO BIIAUBY Ha IIOBEIIiHKY CIIO-
JKHUBaYiB.

3. CucreMHUM miaxim - [OAS  PO3TAS-
oy redmidikamiiHux crpaterii 9K 4acTHHU
KOMIIA€KCHOI MapKeTHHIOBOI CHUCTEMHU Ta IX-
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HBOTO BIIAMBY Ha B3a€EMOiI0 CIIOKHBaYiB i3
OpeHaoM TepuTopii.

4. MeTom MOIEAIOBAHHS — AT PO3POOKH
peKoMeHalliii 1100 iHTerpallii iHTepakKTHUB-
HHUX MEXaHIK y MapKeTHHIOBI cTpaTerii Ta
HinBUIIEHHS €(peKTUBHOCTI BIIAUBY HAa IIOBeE-
AIHKYy CIIOXKHMBadiB.

OcHOBHi pe3yabTaTH. [eiimicdikariia y
HaYKOBIiH AiTepaTypi BU3HA4YAETHCH K IIPOLIEC
3aCTOCyBaHHS irPOBUX MeXaHiK, JUHaMIiKH Ta
€AeMEHTIB y HeIrpoBUX KOHTEKCTaX 3 METOI0
IIiABUIIEHHS MOTHUBAllii, 3aAy4eHHI KOPHUCTY-
BauiB Ta (popMyBaHHS 0a’kaHOI TOBEIIiHKU.
Y cydacHOMy MapKETHHIOBOMY CEpEeIOBUIII
refimidpikallia crae iHHOBaLiMHUM iHCTPY-
MEHTOM, III0 [03BoAdEe (POPMYyBAaTH B3aEMOIII0
MiXK CHOXXUBa4deM i OpeHI0M, CTBOPIOIOYH iH-
TePaKTUBHUY Ta IIepPCOHaAI30BaHUM MOCBIA.

Y KOHTEKCTi MapKeTHHTY TEPUTOPiH reii-
Midikalliga BUCTyIA€ 9K CTPATETIiYHUN iHCTPY-
MeHT (popMyBaHHA OpeHay TepHUTOpii, 110 no-
3BOASIE:!

— CTHUMyAIOBaTH TYPHUCTIB OO B3a-
emozii 3 iHPPaCTPYKTYypPOIO Ta KYABTYPHUMH
ob’ekTamu;

— opMyBaTH HO3UTUBHUI IMimK Te-
puTopii,

—  BIIAUBaTH Ha [OBEIIiHKOBI MOTHBHU
CIIOKHBaYiB 4yepe3 iHTepaKTUBHI Ta IIepcoHa-
Ai30BaHi MexXaHi3MHU.

TakuMm ywmHOM, reimidikarllia inTerpye
€KOHOMIYHHWM, COILlIaABHUM Ta IICHXOAOTIYHIHA
aCIIEKTH CIIOKHBYOI IIOBEIIHKHU, 110 € KAIOYO-
BHUM [Ad e(peKTUBHOTO MapKETHUHIOBOIO IIPO-
CyBaHHS TepPUTOPiH.

MapkeTHHT TepHUTOpid € cHelliasizoBa-
HUM HaIpsIMOM MapKeTHUHTY, SAKHH CIIPIMO-
BaHUM Ha CTBOPEHHs, IIPOCYBaHHS Ta IIif-
TPUMKY IIO3UTHBHOIo o6pasy perioHy, micra
abo KpaiHM 3 METOI0 3aAy4eHHS TYPUCTIB,
iHBECTOpiB, HiAIIPHUEMCTB Ta MEIIKAaHINB. Y
Cy4acCHHX YMOBaX KOHKYPEHIIil MiXK TepUTOPi-
AMH POAb MapKETHHIY HaOyBa€e CTpaTerigyHoro

3HAYEeHHs, OCKIABPKH e(EeKTHUBHE IIO3UIiOHY-
BaHHS OpeHAy TepuTopii BU3HAaYae ii mpuBa-
OAUBICTE Ta €EKOHOMIYHHH PO3BUTOK.

BignoBimHO KAIOYOBUMM acleKTaMU pPoai
MapKeTHHIY y (popMyBaHHi OpeHay TepHUTopii €:

1. dopmyBaHHA yHIKaAbHOI IiIHHICHOL
nporo3uilii. MapKeTHHT [403BOAIE BUITIAUTU
TEPUTOPil0 Cepesl KOHKYPEHTIB IIAIXOM BHU-
3Ha4YeHHd Ii yHiKaAbHHUX ocoOAHMBOCTeH: ic-
TOPHUYHOI CIaAIINHU, IIPUPOAHUX PECYPCIB,
KyABTYPHHUX IiHHOcTe¥ abo iHHOBaIlilfHOTO
IIOTEHITiaAy.

[linHicHa IIPOIIO3UIlid CTa€ OCHOBOIO
OpeHOy Ta CTPATeriYyHOro IIO3UI[IOHYBAaHHS Ha
TyPUCTUYHOMY, iHBECTHIIMHOMYy Ta COLliaAb-
HOMY pPHUHKAaX.

2. TlosumionyBaHHS TepUTOPii Ha PUH-
Ky. BuUKOpHCTOByIOUM MapKETHHIOBi HdOCAi-
J>KEHHSI, aHaAITHKY CIIOXKHBAaIIbKUX IlepeBar
Ta KOHKYPEHTHOI'O CepPeroBHUIIA, (POPMYIOTH-
Ccd KAIOYOBI MecemsKi Ta o0pas3 TepuTopii, axi
BiAIIOBimarOTh moTpedam IiAbOBOI ayauTOopii.

[To3uiiioHyBaHHA BH3Ha4a€, SIK TEPUTO-
pis cnpufiMaeTbcs TypHUCTaMH, iHBECTOpaMU
Ta MiCIIEBUMHU KUTEAIMH.

3. KowmyHnikamiiiHa crparteria Ta IIpo-
cyBaHHS OpeHny. MapkeruHr 3abe3medye
iHTerpoBaHy KOMYHiKallilo 4Yepe3 peKAaMHi
KaMmIiaHii, coriaabHi Menia, PR-axkitii, momii Ta
decTuBaai, Mo migBHUINYye BIi3HABAHICTH Ta
3aAy4EHICTB LIABOBOI ayAUTOPIi.

B ymoBax 11 poBoi EKOHOMIKH 0COGAUBY
poAb BimirpaloThb OHAAHH-IAAT(POPMHU Ta iH-
TEepaKTHUBHI MeXaHIiKH, BKAIOYAIOYU refimidi-
Kallifo, II10 A03BOAsIE€ (pOPMYBaTH €MOIIiFHUH
3B’930K i3 OpeHaoM.

MapkeTHHT TepUTOpi¥ cipsgMoBaHHM Ha
CTBOPEHHH IIOBEIiHKOBUX CTHUMYAIB, SIKi MO-
THUBYIOTH TYPHUCTIB BiaBimyBaTH 00’€KTH, pe-
KOMEHAYBaTH TEPUTOPIi0 iHIITUM Ta IIOBTOPHO
B3aEMOIATU 3 OpeHIoM.

[HTepakKTHUBHI €AEMEHTHU (KBECTH, irpoBi
3aB/IaHHY, OOHYCH) IIOCHAIOIOTH €(EeKT Map-

Tabaunsa 1. IloeTanHa nmpoueAypa eKCIIEPHMEHTY
Table 1. Sequential procedure of the experiment

Etan / Stage

Onwuc / Description

Migrotoeka /
Preparation

Po3pobka kBecTiB, iHTerpauis AR/VR-goaatkis, HanawtyBaHHa cuctemu 6anis i Haropog, /
Development of quests, integration of AR/VR applications, setup of points and rewards system

MpoBeneHHs /

Implementation Group B follows the standard route

Ipyna A NnpoxoanTb IHTEPaKTUBHWUIA MapLUPYT, BUKOHYE 3aBAaHHA Ta oTpumye 6anu; rpyna B —
crangapTtHu mapLupyT / Group A follows the interactive route, completes tasks, and earns points;

36ip pgaHux /
Data Collection

OnuTyBaHHA TYPUCTIB, CNIOCTEPEXEHHS 3a aKTUBHICTIO, LMPOBi METPUKM (KiNbKICTb BUKOHAHMX
3aBAaHb, Yac Ha ob’ektax) / Surveys of participants, observation of activity, digital metrics (number
of completed tasks, time spent at locations)

Anania / Analysi

MopiBHSAHHS NOKa3HMKIB 060X rpyn: 3anyyeHicTb, 3a0BONEHHS, HAaMip NOBTOPHOIO BiABiAYyBaHHS,
aKkTuBHiCTb y goaatkax / Comparison of indicators between the two groups: engagement,
satisfaction, intention to revisit, activity within applications
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Tabauns 2. Karo4uoBi sminHi mocainxkenns
Table 2. Key research variables

3miHHa / Research
Variable

MosicHeHHs / Explanation

MeTtoa BumiptoBaHHs / Measurement Method

3anyueHicTb /
Engagement

CTyniHb aKTUBHOCTI Ta y4acTi TYypuCTiB
y mapupyTi / Degree of activity and
participation of participants in the route

OnutyBaHHs (wkana Jlankepta 1-5),
CcrnocTepexeHHs, undposi norvn / Survey
(Likert scale 1-5), observation, digital logs

3apoBorneHHs /
Satisfaction
with the territory brand

BpaxeHHs Big B3aemogii 3 6peHgom
TepuTopii / Impressions from interaction

OnutyBaHHA nicna MapLupyTy, iHTeps’to / Post-
route survey, interviews

Hamip noBTOpHOro
BiABiayBaHHs / Intention
to Revisit

VIMOBIpHIiCTb NOBEPHEHHS Ha TEPUTOPIIO /
Likelihood of returning to the territory

OnutyBaHHsA, penTuHr Hamipy (1-5) / Survey,
intention rating (1-5)

BukoHaHi 3aBaaHHA /
Completed Tasks

KinbKicTb 3aBepLUEeHMX KBECTIB Ta

iHTepakTnBHMX 3aBaaHb / Number of
completed quests and interactive activities

Lincbposun nor cuctemu renmicpikadii / Digital
logs from the gamification system

KETHUHTY, OCKIABKH 3aAy4aloThb TYPHUCTIB 10
aKTHUBHOI y4acTi Ta (POPMyIOTH ITO3UTUBHHH
JIOCBII.

Kpim Toro, cydacHui#f MapKeTHHT TepH-
TOpifi mepenbadae OIHKY pPe3yABTATHBHOCTI
KOMYHIKaIliTHUX Ta IIPOMOILIIIHUX 3aX0/IiB de-
Ppe3 aHaai3 KiABKOCTi BiABigyBadiB, OXOIAEHHS
B coIMepexkax, BiATYKiB Ta 3asydeHocti. Ha
OCHOBI OTPHMAaHMUX NaHUX KOPUIYETHCS CTpa-
TErig HPOCyBaHHS, ITIABUIIYETHCA TOYHICTH
TIO3UIIIOHYBaHHSA Ta €(PEKTHUBHICTH OpeHy.

MapxkeTHHT € PyHAAMEHTAABHUM IHCTPY-
MEHTOM y opMyBaHHI OpeHIy TepHUTOopii,
OCKIABKHM BiH 3abe3lleyye CHCTEMHE BH3HAa-
4YeHHs I[IHHOCTEM, ITO3UIlIOHYBaHHS, IIPOCY-
BaHHA Ta aHaAi3 ePEeKTUBHOCTI. 3acTOCyBaH-
HSI MapKETHUHTOBUX ITiIXOIB JO3BOASE ITiIBH-
IMUTH BIIi3HABaHICTb TepUTOPii Ta BIIAMBaATH
Ha IIOBENIHKY CIIOKUBa4iB, (POPMYIOYH IXHIO
AOSIABHICTB Ta aKTHBHY y4acThb Y B3a€EMOZii 3
6peHmgoM.

Y cydyacHOMy MapKeTHHIY TEPHUTOPiil Bce
GiABILly yBary MHPHUIOIASIIOTE BHUKOPHUCTAHHIO
refiMipikalifHuX MexaHIK 9K IHCTPYMEHTY
CTHUMYAIOBaHHS aKTUBHOI IOBEOIHKU TyPHUCTIB
Ta popMyBaHHS ITIO3UTHBHOTO iMiIXy OGpeHmIy
TepuTopii. BiamosimHo 6yA0 TpoBemeHO mO-
CAI/I’KEHHS, SIKE€ ITOASTAaAO V BUSABAEHHI eeK-
THUBHOCTI iHTEpaKTUBHUX iHCTPYMEHTIB (KBeC-
TiB, OHAAQWH-irop, AR/VR-nogaTkiB Ta cucrem
BUHAropoz) MIOAO HiIBUINEHHS 3aAy4€HOCTI,
3a/I0BOACHHSI Ta HaMipy HOBTOPHOTO BiaBim-
yBaHHS TypUcTaMu Tepurtopil. [ag mporo O6yB
obpaHUil e€KCIepUMEHTAABHUH MMAXizm, SKUi
OEMHY€E CIIOCTEPEXKEHHS, IIM(PPOBUH aHaAi3
IOBEAIHKU Ta OINUTYBaHHA. YJYaCHUKaMH 0-
caimkeHHa craan 120 TypHCTIB, poO3MiA€HHX
Ha aBi rpynu o 60 oci6: ekcriepuMeHTaAbHA
rpyna (A), 110 KOPUCTyBaAacs iHTepPaKTUBHU-
MM MeXaHiKaMu, Ta KOHTpoAbHa rpyna (B),
dKa TOPOXOAHAa TPamUuIlifiHuii MapiupyTt 6e3
IHTEepaKTUBHUX €A€MEHTIB.

Iag 3abe3riedeHHS OO’€KTUBHOCTI OLi-
HIOBaHHS BIIAUBY refiMidikaliiiHux MexaHik
Ha NOBEMiHKY TYPHUCTIB, ITiCAS OIIMCAHUX eTa-
miB eKCcrepuMeHTy (Taba. 1) 6yao BH3HAYEHO
KAIOYOBI 3MiHHI, SKi HiIAITaAr BUMipIOBaHHIO
Ta IIOPIBHAHHIO MiXK €KCII€PHMEHTAABHOIO Ta
KOHTPOABHOI I'pPyIlaMH.

3a3Ha4yeHi 3MiHHI J03BOASIOTH KOMIIAEK-
CHO OI[HUTH e(EeKTUBHICTb IHTEPAKTUBHUX
iHCTPyMeHTIB y popMyBaHHI AOCBiny BiAgBiO-
yBadiB Ta ix momaspmmx HaMmipiB. Ilepeaik
3MIHHHUX Ta METOOM IX BHMipIOBaHHS IIOOAHO
B Taba. 2.

BusHadeHi KAIOYOBi 3MiHHiI cTaAM OCHO-
BOIO [IAsT (POPMYBAHHS TillOTe3 QOCAIIZKEHHS.
OCKiABKH KOXKHa 3MiHHa Bigobpaxkae oxpe-
MHH acIekT B3aeMOMii TypHCTIB i3 wmapii-
pyToM — Bim piBHS aKTHBHOCTI OO0 HaMipiB
IOBTOPHOTO BiABiAyBaHHHA, — HACTYIHHUM
KPOKOM CTaAO IIPOTHO3YBAHHS MOXKAHBUX
BigMiHHOCTEH MiXX €KCIepPHMEHTaABHOIO Ta
KOHTPOABHOI rpynnamu. Came Ha IIUX 3MiHHHUX
6a3yroTbCs TiMOTE3H, TOKAMKAHI TIEePEBipUTH
epeKTHUBHICTE TeUMiiKalifHNX MeXaHiK y
IpoCcyBaHHI OpeHAy TepuTopil Ta BIAWUBI Ha
TOBEIiHKY CIIOKHBa4iB (Taba. 3).

Has miepeBipKU cPOPMYyABOBAHUX TiIllo-
Te3 6yAO IPOTHO30BAHO OYiKyBaHI pe3yAbTaTH
OAS KOXKHOI TPy y4acHHKIB. [laHi 1mporHo-
3W BimoOpazkaioTh piBeHb 3aAy4€HOCTI, 3a0-
BOA€HHSI, HaMip IIOBTOPHOTO BiJBigyBaHHS,
BUKOHAHHY 3aBJAHb Ta dac InepebyBaHHA Ha
06’eKTax, 1110 JO3BOASIE TIOPIBHATH e(EeKT 3a-
CTOCYBaHHS IHTEpPAaKTUBHUX MEXaHIK y eKCIIe-
PUMEHTaABHIN IpyIi 3 TPAAUIIIHUM MapIIpy-
TOM Y KOHTPOABHI# rpyrmi. Tabauiia 4 nemMoH-
CTPYy€ OYiKyBaHIi ITOKA3HUKHU OAd 000X TPYII.

[TpoBemeHe [mOCAiMKEHHA OEMOHCTPYE,
o revimidikallia 3HaYHO IiABUIIYE aKTHUB-
HICTb TYPHUCTIB, iXHE 3aq0BOA€HHS BiJ B3a-
€MOIil Ta AOSABHICTH OO0 OpeHOy TepHUTOpii.
[HTepakTUBHI MexXaHIKH, TaKi SK KBecTH, AR/
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VR-gomaTku Ta CHCTEMH BHHATOPOM, CTHMY-
AIOIOTE TYPHCTIB 00 aKTHUBHOI y4acti, hopMy-

IOTh ITO3UTHUBHUM OCBiA i MOTUBYIOTH A0 IIO-
BTOPHUX Bi3UTiB.

[TpakTH4Hi peKOMeHaallii 1A MapKeTHH-
Ty TEPUTOPil ITOBHHHI BKAIOYATH:

— [oerartHe BIIPOBaKEHHH redmidika-
OiMHNUX MEXaHiK y TYPUCTHUYHI MapIIpyTH;

— igTrerpaniro nudpoBUX HAaTOpPM Ta
OOOATKIB [As 300py HOH(PPOBHUX METPHK Ta
B3a€MOJIl 3 TypHUCTaMU;

— MOHITOPHHI' Ta aHaai3 ITOBEiHKOBUX
NOKAa3HUKIB TyPHUCTIB Aad onTuMisawii cTpa-
Terii mpocyBaHHs OpeHay TepuTopii.

TakuMm ywmHOM, redmidikaria BucTynae
€(peKTUBHUM iHCTPYMEHTOM MapKEeTHHIOBOTO
IIPOCYyBaHHS OpeHAy TepUTOpil, IO T03BOASIE
dhopMyBaTH HOBEAIHKY CIIOKUBAYIB Ta ITiABU-
LIyBaTH KOHKYPEHTOCIIPOMOXKHICTE PETiOHY.

CyyacHUM MapKeTHHT TepHUTOpPill aKTUB-
HO iHTerpye reimMicikaniiii MexaHiKu sK 3acid
HiABUIIEHHS 32Ay9E€HOCTI TYPHUCTIB Ta hopMy-
BaHHA II03UTHUBHOrO OpeHAy perioHy. IHTEepak-
THUBHI cTpaTerii JO3BOASIIOTH CTBOPIOBATH IIEP-
COHAaAi30BaHUH MOCBi/ B3a€EMO/Ii1 3 TEpUTOPIETO,
CTHMYAIOIOTH aKTHBHICTh CIIOKMBaYiB Ta CIIPU-
SII0TH ITIOBTOPHUM BifBifyBaHHAM (TabA. 5).

AHani3 cy4acHHX IHTEpaKTUBHHUX CTpaTe-
rifi meMoHcTpye, 10 reiimidikariisa epeKTHBHO
MiABUIIYE 3aAy4EHICTb TYPHCTIB, (POpMy€e II0-

3UTHUBHUM [IOCBiZl Ta CTUMYAIOE IIOBTOPHI Bi3U-
TH K B MIXKHaApPOAHIM IIpakTHIli, TaK i B YKpa-
ini. Bukopucranaga kBectiB, AR/VR-monaTkis,
OHAAMH-IrOp Ta CHCTEM BHHArOpPOZ HO3BOASE
TEPUTOPIAM BHUIIAUTHCA Ha KOHKYPEHTHOMY
PHHKY TYPHUCTHUYHHUX IIOCAYI' Ta CTBOPIOBATHU
CUABHUY OpeH/I.

Tetimicpikania y MapKeTHHIOBUX CTpaTeri-
X TePUTOPil cIpAMoBaHa Ha CTBOPEHHS iHTep-
aKTHUBHOTI'O JOCBiAy AL TYPHUCTIB, III0 CTHUMYAIOE
ix aKTHBHICTB, HiABUIIYE PIBEHb 33/I0BOACHHI
Ta (PopMye IMO3UTHUBHUIH OpeHn Tepuropii. Ha
OCHOBI aHaai3y HayKOBHUX [KEPEA Ta IIPaKTUY-
HUX KeMCiB, MOIIIABHO 3allpOIOHYBaTH IIOKPO-
KOBY MOZEAb BIIPOBA/KEHHs TreiMidikariifHmx
MeXaHiK y MapKeTHHIOBY CTPATETiI0 TEPUTOPII.

OCHOBHHMU IIPHHIUIIAMH 3alIPONOHOBA-
HOI MOJIEAI €:

— IliAecIpsIMOBaHIiCTb: iIHTEpaKTHUBHI Me-
XaHIKM [IOBWHHI BiAIIOBiZaTH CTpaTerivyHUM
Hiaam OpeHay TepUTopii;

— TIepcoHaAi3allisd: 3aBOaHHS Ta HAropo-
[OU afanTyoThCd i pPi3Hi KaTeropii TypHUCTiB
(MoaoaB, ciMEHHI Py, iHO3EMHI TYPHUCTH);

— IHTEpPaKTHBHICTBH: 3a0e3ledYeHHd akK-
TUBHOI B3aeMoii 3 TEPUTOPi€IO Yepes3 I po-
Bi ImaaTgopMu Ta MOOIABHI 0IaTKH;

— TIIPO30pPiCTh Ta MOTHBAllid: YiTKa CHC-
TeMa 0aaiB, PiBHIB Ta HATOPOM, OASL CTUMYAIO-
BaHHS y4acTi TYPHUCTIB;

Tabaunsa 3. I'inoTe3H AocAiaKeHHS
Table 3. Research hypotheses

lnotesa / Hypothesis

OuikyBaHui pesynbrat / Expected Outcome

1 TypucTu ekcnepMMeHTanbHOI rpynu 6yayTb GinbLu
akTneHMMK / Tourists in the experimental group will be
more active

CepegHin nokasHuk 3anyyeHocTi rpynu A > rpyrnv B /
Average engagement score of Group A > Group B

2 BukopucTaHHs renmidikaliiHux mexaHik nigsulye
3apoBoneHHs TypucTie / The use of gamification
mechanics increases tourists’ satisfaction

CepepHin 6an 3agoBoneHHs rpyny A > rpynu B /
Average satisfaction score of Group A > Group B

3 [enmidikauiiHi MexaHikM CTUMYIIOIOTL MOBTOPHI Bi3UTH
Ta pekomeHgauii / Gamification mechanics stimulate
repeat visits and recommendations

BuLwumin cepefHin nokasHUK Hamipy NOBTOPHOIO
BiasiayBaHHA rpynu A / Higher average intention to
revisit in Group A

4 IHTEepaKTUBHI MexaHiku 30inbLUyloTh Yac nepebyBaHHsI
TypucTiB Ha o6’ekTax / Interactive mechanics increase
the time tourists spend at sites

CepegHin yac nepebyBaHHA rpynu A > rpynun B /
Average time spent by Group A > Group B

Tabauus 4. OuikyBaHi pe3yabTaTH
Table 4. Expected results

MokasHuk / Indicator

pyna A (ekcnepumeHTanbHa) /
Group A (Experimental)

lpyna B (koHTponbHa) / Group B
(Control)

3anyyeHictb / Engagement

Bucoka (4,5/5) / High (4.5/5)

Cepeghs (3,2/5) / Medium (3.2/5)

3apoBorneHHs / Satisfaction

Bucoke (4,7/5) / High (4.7/5)

CepegHe (3,5/5) / Medium (3.5/5)

Hawmip nosTopHOro BigBigyBaHHS /
Intention to Revisit

Bucokwit (4,6/5) / High (4.6/5)

CepegHin (3,4/5) / Medium (3.4/5)

BukoHaHi 3aBaaHHsi / Completed
Tasks

90% 3aBpaHb / 90% of tasks

0% (Hemae 3aBaaHb) / 0% (no tasks)

Yac Ha o6’ektax / Time Spent at Sites

35 xB/06’ekT / 35 min/site

20 xB/06’ekT / 20 min/site
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— aHaai3 Ta afanrallida: HOCTiHHUN MOHI-
TOPHHT PE3yABTATIB Ta KOPUI'YBaHHS CTpaTe-
rii Ha OCHOBI HOBEAIHKOBUX IIOKa3HHUKIB Ty-

PHUCTIB.

BinmoBinHO pPEKOMEHAYETHCH  OOTPU-
MyBaTHUCh IPaKTUYHUX pPEKOMEHAAIli¥ maas
BITPOBA/IZKEHHS:

— BKAIOYaTU KBECTH Ta iHTEpaKTUBHI 3a-
BIAaHHSI Ha OCHOBHHUX TYPHUCTUYHUX MaplIpy-
Tax, 1110 PO3KPUBAIOTh KYABTYPHY Ta iCTOPHY-
Hy CIIaIIHUHY;

— BuKopucToByBaTH AR/VR-momatku
OASl OXKUBAEHHSI EKCIIOHATIB, IIaM’dTOK Ta
KYABTYPHHUX AOKAITiii;

— iHTerpyBaTu cucreMH 06aaiB Ta BHUHA-
ropo, gKi MOTHBYIOTH TYyPHCTIB [0 IIOBTOP-
HUX Bi3UTIB Ta COIlliaAbHOI aKTHUBHOCTI (peroc-
THU, PEKOMeHaIlii);

— TIPOBOJHUTHU ITIAOTHE TECTyBaHHS HOBUX
MeXaHIiK Ha 0OMEeXKEeHUX I'pynax TYPHUCTIB, 100
BUSIBUTHU e(PeKTHBHI Ta Hee(peKTUBHI IIiIXOIH;

— 3abe3meuynTH NUQPPOBUH MOHITOPHHT,
BHKOPHCTOBYIOYH AHAAITUKY MOOIABHHX OO-
OaTKiB Ta COLIIaABHUX MEpeX [Ad OLiHKH
BIIAMBY iHT€PaKTHBHHX MeXaHiK.

TakuM YHMHOM, IpaKTUYHA MOEAb MapKe-
THUHTOBOI cTparerii refimicikanii gemoHcTpyeE,
1110 TI0€TaIlHe BIIPOBA/?KEHHS iHTEePaKTHBHUX
MeXaHIK [103BoAde e(EeKTUBHO (POpMyBaTH

MIOBEAIHKY TYPHUCTIB, IIiABUIIYBaTH PiBEHD 3a-
AYYE€HOCTi Ta CIIPHUATH PO3BUTKY ITO3UTHUBHO-
ro OpeHay TepuTopii. BUKOpHCTaHHSA KBECTIB,
AR/VR-mogaTKiB Ta CUCTEM BHHAropom 3a-
Oesnedye iHTepaKTUBHUM, [IePCOHAAI30BAHUH
Ta MOTHBYIOUHMH [IOCBiM, 1110 € KAIOYOBUM JIASI
Cy4acHOr0 MapKeTHUHTY TEePUTOPiH.

Kpim Toro, epekTHBHE IPOCYyBaHHS OpeH-
oy TepuTopil yepes remicdikamniiibgi Ta iHTEP-
aKTHUBHI MeXaHiKHU NoTpedye CHCTEMHOTO ITiI-
xXony, SKUH IIOeqHyE MapKETHHIOBY CTpaTe-
riro, 1 POBi TEXHOAOTII Ta aHaAi3 TOBeOiHKH
TypHucTiB. Ha oCHOBIi mocAifizKeHHS Ta aHaaidy
MiXXHapoAHOI Ta YKpaiHCBKOi IpPaKTHKH OO-
ITIABHO 3aIIpOIIOHyBaTH TaKi peKoOMeHallii:

1. CucreMHe NAaHyBaHHA IHTEPAKTHUB-
HUX MEXaHiK:

— BIIPOBaIXKyBaTH reidMidikariifini eae-
MEHTH gK YacCTHHY 3arasbHOI MapKeTHHIOBOI
cTpaterii 6peHay TepuTopii;

— YITKO BH3HAYaTH IliABOBY ayIUTOPIilO,
i morpebm Ta MOTHBALINHI YWHHUKH, IO
BIIAUBAIOTh Ha TYPUCTHYHY IIOBEIIHKY;

— po3pobasgtTu cueHapil iHTepaKTHUBHUX
B3a€MOZiH, SKi BiAIIOBiAAIOTH ITO3UIIOHYBaHHIO
OpeHOy Ta YHIKAABHHUM OCOOAMBOCTSM TEPUTOPII.

2. IlepcoHaaizalia A0CBiAy TypPHUCTiB:

— CTBOpIOBaTH pPi3HiI piBHI CKAamIHOC-
Ti KBECTIiB Ta 3aBIaHb OAT Pi3HUX KaTeropit
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Tabauus 5. I[IopiBHAABHA TaOAHLS NPUKAAAIB iHTEPAKTHBHUX CTpaTerik
Table 5. Comparative table of examples of interactive strategies

Kpaina / Micto /
Country / City

IHCTPYMeHT rermidpikauii /
Gamification Tool

Llinb / ecbext / Goal / Effect

Tun kopuctysauis / User
Type

ITanis, Pum / Italy,
Rome

Lindposuin keect «Rome
Adventure» / Digital Quest
“‘Rome Adventure”

MigBULLEHHS 3any4eHoCTi Ta Yacy
nepebyBaHHs TypucTiB / Increase
engagement and tourist dwell time

TypucTn, KynbeTypHi
BigBigyBaui / Tourists,
cultural visitors

HimevuunHa, bepniH
/ Germany, Berlin

VR City Tours / VR City
Tours

EmouinHa 3any4eHicTb,
opMyBaHHSI YHiKanbHOro Joceigy
/ Emotional engagement, creating a
unique experience

TypucTtu, monogp, CimenHi
rpynu / Tourists, youth,
family groups

Icnanisa, KatanoHisa /
Spain, Catalonia

OnnanH-nnatdgopma
«Catalonia Challenge» /
Online platform “Catalonia
Challenge”

CouianbHa akTUBHICTb,
pekoMeHaauii Teputopii / Social
activity, promoting the territory

TypucTn, akTuBHI
KOpUCTYBaui coumepex
/ Tourists, active social
media users

Ykpaina, Kuis /
Ukraine, Kyiv

lenmidbikoBaHa ekckypcist
Moponom / Gamified Podil
Tour

Monynsapu3sauis manoBigoMux
06’exTiB, 3any4eHicTb /
Popularization of lesser-known
sites, engagement

TypucTtn, monogp, CTyAeHTH
/ Tourists, youth, students

YkpaiHa, JbBiB /

AR-rig y my3sei «ApceHan»

IHTEpaKTUBHE HABYaHHS, EMOLiHE

Lkonspi, cTyaeHTw,

Mopinbcbkni /
Ukraine, Kamianets-
Podilskyi

Quests at Medieval Culture
Festival

and activity

Ukraine, Lviv / AR Museum Guide at 3auikaBneHHs / Interactive learning, | Typuctu / Schoolchildren,
“Arsenal” emotional involvement students, tourists

YkpaiHa, KBectun Ha decTmBani MigBuLEeHHs Yacy nepebyBaHHa Ta | TypucTu, BiaBigyBadi

Kam’saHeLb- cepeaHbOBIYHOI KynbTypu / | akTmBHOCTI / Increase dwell time decTtusanto / Tourists,

festival visitor

JlzxepeAo: CHCTEMAaTH30BaHO aBTOPOM Ha ocHOBI (3ubiHa & CuBoasoBcrkuit 2019)
Source: systematized by the author on the basis of (Zybina & Syvolovskyi, 2019)
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TYyPHUCTIB (CiMEHHI IpynH, CTyAeHTH, iHO3eMHi
TYPHUCTH);

— BHKOPHUCTOBYBaTH IHAWBiAyaabHI Ha-
roponu Ta 60HYCH, IKi CTUMYAIOIOTH IIOBTOPHI
BiABiAyBaHHS Ta aKTHBHY y4acTh;

— igTerpyBartu nudpoBi maardgopmu, 1o
aaTTyIOThCS IIi[ iHTEepecH KOPUCTYBadiB i
BIACTEXYIOTh iX aKTHBHICTb.

3. BukopucraHHS Cy4YacHHUX HIHU(PPOBHUX
TEXHOAOTIH:

— AR/VR-momaTtku  magd
IIaM’sITOK Ta KyABTYPHUX O0’€KTiB;

— MOOIABHI MOJATKH 3 iHTEPaKTUBHUMU
MapIIpyTaMH Ta CUCTEMOIO 0aaiB;

— OHAAWH-IAQT(OPMH Ta COLaAbHI Mepe-
XKi AT 3aAyU€HHS ayauTopii, IiABUIIIEHHS BITi3-
HaBaHOCTI OpeHy Ta 0OMiHy JOCBiIOM TYPHUCTIB.

4. MOHITOPHHT Ta OLIiHKA e(peKTUBHOCTI:

— peryasgpHO 30upaty DUQPOBI METPU-
KH: KIABKICTh BHUKOHAHUX 3aBIaHb, TpHUBa-
AicTh TepeOyBaHHS Ha 00’€KTax, aKTUBHICTD y
JofaTKax Ta ColiMepexKax;

— TIIPOBOAUTH ONUTYBaHHS TYPUCTIB
LIOAO0 3a/l0BOACHHS, 3aAy4€HOCTL Ta HaMipy
HOBTOPHOIO BiABiAyBaHH];

— BHUKOPHUCTOBYBaTH OTPHMaHi AaHI OAD
KOpPUTYBaHHS CTpaTerii IpocyBaHHS, aaall-
Tanii MexaHiK Ta onTuMi3allii KOHTEHTY.

S. Inrerparmia re#fimicdikarnii y KyAbTypHIi
Ta IOIIEBI 3aX0IHU:

— BIIPOBaIXyBaTH iHTEpPaKTUBHI Mexa-
HIiKH mifx 9ac pecTuBaAiB, €KCKYypPCiii Ta TeMa-
TUYHUX ITO/iH;

— noemHyBaTH (Pi3MuHi Ta IUMPOBI eae-
MEHTHU JAS CTBOPEHHSI KOMIIAEKCHOT'O IOCBiLy
B3a€EMO/Iii 3 TEPUTOPIELO;

— CTHMYAIOBaTH TYPUCTIB [I0 COIliaAabHOI
aKTUBHOCTi, II0 CHOPHAE IIOIIMPEHHIO ITO3U-
TUBHOTO iMiIKy OpeHay Teputopii yepes Bia-
TYKU Ta PEKOMEHAAllii.

6. PekoMmenpgaliii 1momo BOOCKOHAAEHHS
cTpaTerii:

— TIOCTiliHe OHOBAEHHS Ta MOAEpHizallis
KOHTEHTY, III0 BiANOBila€e Cy4aCHUM TE€HAEH-
11igM Ta iHTepecaM TYPHUCTiB;

— BIIPOBAXKEHHS refimicikalifinux eae-
MEHTIB Ha OCHOBi JaHUX aHAAITUKH, IO H0-
3BOAdE POOUTH MEXaHiKM OiABIN iHTEepaKTHUB-
HUMH Ta [I€PCOHAaAI30BaHUMY;
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— PO3LIMPEHHS MIiXHApPOJAHOTO Ta AO-
KAABHOTIO MAapTHEPCTBA OAd OOMiHYy HOCBimoM
Ta CIIABHOTO IIPOCYBaHHS TE€PUTOPIi.

BucuoBkH. CucTeMHe BIIPOBaKEHHS
IHTEPaKTUBHHUX Ta redMidikamiionux mexa-
HiK JO3BOASE MiABUIIUTH €(PEKTUBHICTL Map-
KEeTHWHIOBOI'O ITPOCYBaHHSA OpeHAy TepuTopil,
30IABIIIUTH 3aAyYEHICTh TYpHCTIB Ta dopmy-
BaTH IIO3UTHUBHHHY iMifK perioHy. [locTiitHmii
MOHITOPHHT, afalTallisd Ta BUKOPUCTaHHS Cy-
YaCHUX IU(PPOBUX TEXHOAOTIH € KAIOYOBUMU
dakTOpaMu yCHixy iHTepakKTHBHOI cTpaTerii.

I[TpoBenmeHe MOCAIZKEHHS IIATBEPIUAO,
III0 BIIPOBa/PKEHHA reliMidpikailiiHux mexa-
HIK CyTTE€BO HifIBUIIY€E 3aAy4€HICTH TYPHCTIB,
dopMye HO3UTHBHHUU eMOLHHWE OOCBim Ta
3MinHI0E OpEeHZIOBY imeHTHYHICTL TepuTOpil.
ExcriepuMeHTaAbHI pe3yAbTaTH II0KA3aAH, 1110
Y4aCHHUKH, IKi BUKOPHUCTOBYBaAH iHTEpaKTUB-
Hi iHcTpyMeHTH (kBecTH, AR/VR-eaemeHTH,
CHCTEMY BHHAropo[), IpoaeMOHCTPyBaAHu BH-
it piBeHb 3a/I0BOAEHHS, OIABINIHEI iHTEpec
0 O0’€KTiB MaplIpyTy Ta BUPasKEHUH HaMip
IIOBTOPHOTrO BinBinyBaHH4. lle cBigYUTH IIPO
3maTHICTE redmidikamii BucTynatw aieBUM
IHCTPYMEHTOM TEPUTOPiaAbHOIO MapKETHH-
Iy, SKHNM ONTHMi3y€e KOMyHIKaIlilO i3 I[iABOBOIO
ayouTOpi€I0 Ta IMiATPUMYE CTaAUM PO3BHUTOK
TYPUCTHUYHHUX AOKAaIliH.

[TlepciekTHBU IOAAABIIUX HAYKOBHUX
JIOCAIIZKEHDb ITOAATAIOTh V PO3IINPEHHI eKC-
IEepUMEHTAABHUX BHOIpOK Ta YTOYHEHHI
BIIAUBY OKpeMUX refimicdikaniinnx MmexaHik
Ha pi3Hi CEerMEHTH TYPUCTIB. [IOIIABHUM €
IOOCAimKeHHa e(eKTHBHOCTI JOBTOCTPOKO-
BHUX IHTEpPaKTHUBHUX IIPOTpPaM AOSIABHOCTI,
aHaAi3 eKOHOMIYHUX edeKTiB reiiMmigika-
mii gag MiclleBUX I'poMaj], a TaKOXK OIliHKa
MOXKAUBOCTeH iHTerpamii HITy4HOrO iHTE-
AEKTY, II€pCOHaAi30BaHUX MapIlIpyTiB Ta
VR-cepenmoBuIll y MapKeTHHIOBi cTpaTerii
OpeHOy TepuTopii.

KpiMm TOro, momaabIli AOCAIIZKEHHS MO-
XKyTb OyTH CHpPsIMOBaHI Ha PO3PO0AEHHS
KOMIIAEKCHHUX MogeAeldl ImcpoBoi B3aeMomii
TYpPUCTIB 3 TEPUTOPIAMH, III0 3a0€3[eYUTH
OiABIII rAMOOKE PO3yMIiHHS ITOBEAIHKOBHX IIa-
TEPHIB Ta IIASXIB IiABUIIIEHHA KOHKYpPEHTO-
CIIPOMOZKHOCTI TYPHUCTUYHUX AECTHUHAILH.
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GAMIFICATION MARKETING STRATEGIES IN TERRITORY BRANDING: IMPACT ON CONSUMER
BEHAVIOR

Abstract. The aim of this article is to evaluate the effectiveness of gamification marketing strategies
in territory branding and to determine their impact on consumer behavior. It has been established
that one of the key challenges in contemporary territory marketing is the need to create an interactive
and personalized experience that stimulates active engagement with the brand and shapes desired
behavioral patterns.

Components of gamification, such as digital platforms, AR/VR applications, point and reward
systems, are actively developing and enable a comprehensive influence on consumer motivation,
engagement, and decision-making.

The behavioral aspect of brand interaction is shaped under the influence of interactive mechanics,
which enhances loyalty, encourages repeated interactions, and strengthens the emotional connection
with the territory. Moreover, gamification allows for the collection of data on consumer behavioral patterns
and the adjustment of marketing promotion strategies based on the obtained analytics.

The study confirmed that integrating gamification strategies into territory brand marketing increases
engagement, satisfaction, and the intention to reuse territorial resources, while also influencing consumer
decision-making in terms of visitation, recommendations, and social activity. The main barriers include
insufficient use of digital technologies and the lack of personalized interaction mechanics.

To enhance the effectiveness of marketing strategies, it is recommended to implement interactive
elements in communication and promotional campaigns, utilize digital platforms for data collection and
analytics, adapt mechanics to different consumer segments, and systematically evaluate effectiveness
through digital metrics and social research.

Further research could focus on developing comprehensive models of digital consumer interaction
with the territory brand and assessing the impact of specific gamification mechanics on different
audience segments, thereby improving regional competitiveness and brand promotion efficiency. An
important direction also involves integrating cutting-edge technologies such as artificial intelligence and
personalized VR environments to create a deeper and more motivating consumer interaction experience.
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