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YUVOITTIKT) TTEPLYPAPT) TOV TIPOTEWVOUEVOL OZpartog:
Ta teAevtaia xpovia €xel mapatnpndel pa otadiakr avénon tov evolaPEPOVTOg Y TNV
voBemon texvoloyiwwv AR/VR oto xwpo tng Tprtofabuiag exmaidevong, oapmg e
XAUNAOTEPOLG PLOUOVG O OXEDT) LE AAAEG TIEPLOXES OTTWS AVTH TNE YuXAywyiag.
Ewkovikég mepinynoelg, E€mOTNUOVIKEG — TTPOCOUOIROELS, OlASPAOTIKEG  10TOPIKEG
AVATTAPAOTACELS KAl Jatyvidia poOAmV eival HEPIKEG HOVO QIO TIC KATNYOPIeg TPMIUWY
EKTTAISEVTIKOV TTPOTOVIWV TTOV TTPOTPEPOVV KAONAMTIKEG EIKOVIKEG TTEPINYTOELS O TOTOVG
mov elte Sev viMPEav TOTE, eite LITAPYOUVV AAA Oev eival AUECA ETMOKEPIUOL OTNV
spayuatikr) (o) (sr.x. aAot tAavnteg, o fuBOg ToL WKeAVOD KAL), eite Sev LITAPYOLVV TTAEOV,
elTe TMPOKEITAL Y1 TIPOCOUOIWMOEIS OPACTNPIOTIHTWV O UEPT TIOV EUITAEKOVV OTTAVIOUC,
akp1Povg N emkiviuvoug mopovg (IT.X. TPOCOUOIMOT) EPYATTNPIOV).
H mepartepw avamtugn twv ovvapov texvoloyiwv AR/VR pe otoyxo v exmaidevon
UNXOAVIKOV OE JTAVETOTNUIAKO emimedo €xel 10waitepo eviiagpepov kabott pmopel va
TPOOPEPEL TN SUVATOTNTA GTOUG (POITNTESG VA X PT|OILOIIO 0LV, OE EVA EIKOVIKO TTEPI A0V,
e€ommAiouo mov dev eivar apeoa drabeorpuog oto Turua tovg, 1t.x. AOyw vYPnAoL KOOTOVG, 1) va
BpebBovv oe &va mpooopoimwuevo mePIBArlov piag vtofetikng flounyavikng povadag e
e€e1dikevpuévo LAIKO.
O1 kUp101 0TOYO1 NG E€pevvag Ba eivan

1 evioyvon g SE0UEVOTC TOV XPTOTN-POLTITI) LE TO YVWOTIKO AVTIKEIUEVO UECW EVOC
evrova guPuvbiotikot mepifaiiovtog pabnong,

1 51EVKOALVOT) NG ATTOKTNONG MEPLTAOK®V SEEIOTIHTWV TTOL ATTALITOVY XWPIKT) AVTIATYN,
KPLTIKT] OKEWPT) KAL IKAVOTITA £TTIALOTG TPOPANUATOYV,

N BeEATIOON TOV KV TPWV KAl N LeiwoT) Tov pabnotakov ayyoug,

n Snuiovpyia ao@arovg ep1PAAOVTOC Yid TEPAUATIOUO.

H emtuyia pag tétolag mpoogyylong otnv mpdaln Ba evioyhoel Tov (POITNTOKEVIPIKO
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XOAPAKTIPA KAl TNV EUITEIPIKT LAON 0T OTNV TAVETOTNUIAKT] EKTAIGELOT] UNYAVIK®V.
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