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NEPINAHWH

To QVTIKELUEVO TNG CUYKEKPLUEVNG SUMAWMATIKAG epyaciag €xel w¢ Béua tov BondnTikd poAo
TIOU MTOPEL va TIOPEXEL N EWKOVIKA Tpaypatikotnta ota mawdia pe AENY(Statapaxn
EMEUATIKAG TPOCOXNG UTEPKLVNTIKOTNTAG ) KoL QUTIOMO ,tnv €dappoyr) TOug oTnv
ekmaibeuon Kal CUYKEKPLUEVO OTnV €8Ik aywyn. Mw¢ Ol CUYKEKPLUEVEG AELTOUPYIEC TNC
BonBolUv otnv petayvwon . Apxlkd Ba KAvouue Ml €loaywyr Kal Ba emefnyriooupe
TEPANTITIKA ToV eyKEPOAO Kat SLadopec Asttoupyieg Tou. Ev ouveyeia , Oa KAVOUUE pLa EKTEVN
avadopd yla tnv AEMY kot tov AUTIOpO avaAlovtag TL elval WOTE VA OMOKTOOUUE KATIOLEG
BaOIKEC YVWOELG, LO LOTOPLKA avVASPOUN YLO TO TTOTE OUCLAOTIKA EXOULE TIG TTPWTEC OVaPOPEC
KOLL TIOLOC £LValL O TIATEPAG TNC ELKOVIKAG TIPAYHOTLKOTNTAG KoL TNV CUMPBOAR TOU OTNV GNUEPLVA
kataotoon. Ooa mpoomabrooupe va eme€nyOOUUE OVOAUTIKA Yyl TO TWE MUIMOPOUUE
OUCLOOTIKA VO EXOUHE EVEPYO POAO KOl LE TIOLO TPOTO. TIC HEYAAEG ETALPLEG TTOU TIpooTtabouy
va KoLvotopnoouyv pe dtadopeg epapUoyEC Toug Kal va xTioouv Sladopes epapuUoyEC Kol va
OUUPBAANAOUV LE TOV OUYKEKPLUEVO TpOTo. TEAoC Ba avadepBoUpe OTNV TPAKTLKH TOUG
ebappoyr ota oxoAeia Kal OTLG eKMOULSEUTIKEG £PapUOYEG TIou SLadpapati{louv oNUAVTLKO
POAO OTO va PooTaOcoUUE Vo eKTtalSeUoUE Ta TTaLdLA Pe SLadOPETIKOTNTO OE TIPAYOTLKEG

KOTOOTAOELG WOTE VO €XOUV EVEPYO Kol Sla §paoTIK CUMMETOXH oTnV Kadnuepivn Lwn.
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https://www.youtube.com/watch?v=E30yWSY1knY&ab_channel=CognitiveLeapSolutions
%2CInc.

https://www.youtube.com/watch?v=nJ4gpRVmAVg&ab_channel=AssociatedPress

https://www.youtube.com/watch?v=04Ey8JzTDBo&ab channel=TEDxTalks
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