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Modern digital advertising actively utilizes artificial intelligence (Al) to
automate content creation. Manually generating texts, images and videos is a
labor-intensive process that requires significant resources. The use of neural
networks allows for the automation of this process, significantly reducing
content development time and enhancing its personalization. The application of
these technologies enables the automation of advertising material testing,
content adaptation to the target audience, and consistency in style. Research
shows that neural networks are a promising tool for marketers, advertising
agencies, and digital specialists.

CyvacHa mmdpoBa pekinama [l, 2] aKTHBHO BUKOPHUCTOBYE IITYyYHHUU
iaTenext (LI) mns aBromaTtumzamii cTBOpeHHS! KOHTEHTY. CTBOPEHHS TEKCTIB,
300paKeHb 1 BiZIEO BPYYHY € TPYJIOMICTKHM TMPOIECOM, [0 BUMAarae 3HAYHUX
pecypciB. BukopucTtanas HelipoMepex JT03BOJISIE aBTOMATHU3YBATH IIeH TPOIIEC,
3HAYHO CKOpPOUYIOYM dYac Ha pO3pOOKYy KOHTCHTY Ta MIABUIIYIOYH HOTO
MEePCOHANI3aMi0. 3aCTOCYBaHHS ITUX TEXHOJOTIH J03BOJSIE ABTOMATHU3YBaTH
TECTYyBaHHS PEKJIAMHUX MaTepialliB, alanTyBaTH KOHTEHT TiJ ayIuTOpII0 Ta
3a0e3nMeunT  y3rO/DKEHICTh  CTWI0. Heipomepexxi € TepCHeKTUBHUM
THCTPYMEHTOM JIJIs MApKETOJIOT1B, peKJIaMHMX areHiliil i digital-daxisiris.

bpenan mparHyTh CTBOpPIOBATHM OPWTIHATBHUN 1 3aly4ar0Yuii KOHTEHT.
IIporiec po3poOkm peKIIaMHUX MaTepiaiB BUMara€ 3HAYHUX YaCOBUX 1
¢diHaHCOBUX BUTpaT. BUKOpUCTaHHA HEWpPOMEPEX MTO3BOJISIE aBTOMATHU3YBATH
reHepalliio KpeaTUBHUX PillleHb, TPUCKOPIOIOYH TPOIEC 1 3HIDKYIOYN BUTPATH.

Mera po0OOTH — BHU3HAYUTH KIIOYOBI MOMJIHBOCTI HEHpOMEpex IS
reHepailii peKJIaMHOTO KOHTCHTY.
1. T'enepartis TekcTiB — MOBHI Mojmeni, Taki sk GPT-4, mo3BoisioTh

CTBOPIOBATH PEKJIAMHI CJIOTaHW, OMKMCH TOBapiB, CIICHApii BIACOPOIMKIB 1
nepcoHaizoBaHi noBigomiieHHs. 1le Mo)kHAa BUKOPHUCTOBYBATH JII CTBOPEHHS
BiJICOPOJIMKIB 200 CTATUUYHHMX KAPTHUHOK JISl PEKIIAMH.

2. CtBopenHsi 300paxenb [3] — Heifpomepexi (Midjourney, DALL-E,
Stable Diffusion) reHepyooTh pekiamHi OaHepu, JIOTOTHIIM, UTFOCTpalii Ta
Bi3yaJlbHI KOHIIENITH HAa OCHOBI TEKCTOBHX OMMCIB, BECh II€M MaTepiaid TaKOX
BUKOPHUCTOBYETHCS ITPH CTBOPCHHI PEKIAMHOT'O KOHTCHTY.

3. Bineokonrenr [4, 5] — cyuacui amropurmm (Runway, Pika Labs)
J03BOJISIIOTh  CTBOPIOBAaTH MW peAaryBaTH PpEKJIaMHI POJIMKH, aHIMaIii Ta
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Bi3yasibHl e(dekTh O0e3 HeOoOXIAHOCTI CKJIaAHUX MpoAakiuH-mnporeciB. lle
HabaraTo CIpolIye IpOLeC CTBOPEHHS Ta 3MEHIITY€ BUTPATH.

[loeaHaHHS IUX IHCTPYMEHTIB J103BOJISIE CTBOPIOBATH KOMILIEKCHI peKIaMHI1
Marepialid, SIKi BKJIIOYAalOTh TEKCTOBI, rpadiudi Ta BigeokomnoHeHTU. lle
CITPOIITY€ TIPOIIEC CTBOPEHHS KOHTCHTY Ta 3a0€3Ieuy€e Y3TOKEHICTh CTHIIIO Y BCIX
dbopmaTax pexiamMu. BukopucTanHi IUX IHCTPYMEHTIB, 3HAYHO 3MEHIIIYE BapTICTh
CTBOPEHHSI 00’ €MHUX PEKIaMHUX KOMITaHIH.

3anponoHOBaHUI MIAX1J A0 BUKOPUCTAHHS HEUpoOMepex J03BOJIsIE
CKOPOTUTH BHUTpPATH 4Yacy Ta (DIHAHCOBUX PECypcCiB Ha PO3pOOKY PEKIAMHOIO
KOHTEHTY. 3’ ABJISE€THCS MOXJIMBICTh CTBOPIOBATH MIEPCOHAI30BaHY PEKIIaMy, 110
Kpallle aJanTyeThes 0 MUILOBOI ayuTOpii. | ToJI0BHE aBTOMAaTH3aIlisl TECTYBaHHS
PI3HUX BapiaHTIB peKiIaMu JUIs MIIBUILECHHS ii €(peKTUBHOCTI.

BukopuctanHs HelipoMepex y PpeKIaMHUX KaMIaHISIX  J03BOJIsIE
aBTOMATU3YBATH MPOIEC CTBOPEHHSI KOHTEHTY — FT€HEPYBaTU TEKCTHU, 300paKeHHS
Ta B1JICO 3a 3aJlaHUMHU TMapameTpamu. Lle Hajjae MOXKIUBICTh 3MIHIOBATH CTHIIb 1
aJanTyBaTU KOHTEHT, TOOTO MIAJIAIITOBYBATH MaTepiaiy MiJl Pi3HI ayAUTOPIi Ta
(dbopmaTu, IIBUJKO CTBOPIOBATH BapiaHTU CTATUYHUX KPEATHUBIB, TECTYBAaTH Pi3HI
M1JIXOM JI0 Bi3yaJbHOT0 0(OPMJIICHHS.

3acTocyBaHHsI HEMpOMEpPEXK JJIsl TeHepallll peKIaMHOIO0 KOHTEHTY CIIpUsi€
aBTOMaTH3allii TPOIeCiB CTBOpPeHHS MarepianiB. [HcTpymenTtn Ha 06asi I
JI03BOJISIOTH PO3IIMPIOBATH MOXKIIMBOCTI KOHTEHT-MEUKEPIB 1 MPUCKOPIOBATH
PO3pOOKYy peKIaMHUX MaTepiaiB.

3acTocyBaHHSI HEUPOMEPEXK y PEKIaMi € TIEPCIIEKTHBHUM HAIPSMKOM, IO
JI03BOJIIE KOMTAHISIM IIBUJKO Ta ecbeKTI/IBHo CTBOPIOBAaTU KOHTEHT [JIs
nudpoBoro wmapketunry. JlaHuii miaxix Oyae KOPUCHUM TS Oi3HeciB,
MapKeToJIOTiB, pekiaMHuX areHmii Ta digital-¢axiBmiB, #AKi NparHyTh

ABTOMATHU3YBATH IIPOLCC CTBOpeHHH Kp€aTUBHOI'O KOHTCHTY Ta HII[BI/IIHI/ITI/I
e(i)eKTI/IBHICTB PCKIaMHHX KaMITaHiH.

CHnucok BUKOPUCTAHUX JKEPelL:

1. Kaluhin, N., Vovk, O., & Chebotarova, I. (2024). The impact of artificial
intelligence on future of humanity. Jovenes en la ciencia, (26).
https://www.jovenesenlaciencia.ugto.mx/index.php/jovenesenlaciencia/article/vie
w/4235/3716.

2. I-Ie60TapI)OBa Lb., I'ypina, K.B., &qG6OTapI>OB P.I. (2022). AR-texHoori1
B CyYacHill pekiami. Homrpa(bqul MyJIbTUMEIiHI Ta Web-rexnomorii. T. 2.
(c. 34-36).

3. Kaluhin, N.,; & Vovk, O. (2024). Artificial intelligence and digital art.
Memoria del primer congreso de artes digitales SYNTOPIA. (p. 30-31).

4. Bosk, O.B., & Uy0, JI1.O. (2024). CtBopeHHs aHIMaIiiHOI BieOpeKIaMu
criemianibHOCTI 186 miist 3amyuenHs abitypientiB. [lomirpadiuni, MyabTuMeaiHHI
ta web-texuomorii. T. 2. (c. 31-33).

5. Bosk, O.B., & 3anopoxna, B.K. (2024). CyMlCHlCTb KOJIBOPY 1 3BYKY
y pekiami Ta BlI[GO [Monirpadiuni, myastumeniiai Ta Web-texuosorii. T. 2.

(c. 102-104).

597


http://www.jovenesenlaciencia.ugto.mx/index.php/jovenesenlaciencia/article/vi

