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NepiAnyn

H 6waomnaon mpoooxrg eival eva ouxvo mpoPAnpa mou avupetorifouv
rmoAAoil exkmaibeuopevol oe 0Aeg TS Pabnidbeg. Xapaxkinpiletatr armo
duokolia otn Hatr)pnon g MPOCOXI|G, EUKOAN AITOOTIAO0T] A0 £SOYEVELG
napayovieg Kat Ouokodia O0OAOKANP®ONG epyaciwv TIOU Arditouv
OUYKEVIP®OT. AUTO propel va odnyrjoel oe PewPEvV] arkadnpaikn

eridoon, KOWOVIKEG SUOKOAIEG KAl XAPNAT] AUTOEKTIHINOT).

H napovoa OSudeopatukn epyacia e§etalel tov poAo TOU WPNEaKoU
mawxvidlou otV avipetormon padnmov pe diaornaon nipoooxr)g. ITwo
OUYKEKPIIEVA ETUXEIPEITAL 1] KATAVONOT TOU pOAou rou propel va raifet
1 TeEXVoAoyia Katl ta ynelakda rawxvidia oy eknaideuon towv natdieov pe
didoraon nmpoooxr|g, He KUP1o oKOIo v avadelln 1oV EUKAP1OV KAl TV
IMIPOKANOE®V TOU IIPOKUITIOUV dard Tr XPron tng Ttexvoloyiag oto

eKTIA18eUTIKO Tiep1BaAAov.

H peBododoyia ounv omoia Paciotnke n epyacia e€ivat 1 oUCTNUATIKY
BBAoypagikr) avaokormnon. H epyacia eotdader omv  agloroinon
81a@OPETIKOV TUMI®OV PNEIAK®V MAIXVIOIOV PUe KUPL0 OTOXO0 T OUUPOAN
Toug ot PeAtioon TG TMPOCOXNG KAl TG AVIHEIRIUONG IOV
anoteAeopdiov g €AAewPrg g ot €rmdoOoelg KAl OV KOIWVRVIKI

01ab6paon 1wV atopev e d1aoTacn nPoOooxXr|S.

A&§erg xAedra: Awdomaon mpoooxng, wnelakd rtawxvidia, emdooei.
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