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TUVOITTIKT] TTEPLYPAPT] TOV TTPOTEWVOUEVOV OEpatog:
Ta tedevtaia xpovia €xet mapatnpndei pia otadiakn avinorn Tov evolapepovTog yia Ty
voBeon texvoroyiwv AR/VR 010 Ywpo Tng ekmaidevong, oapmg HE XAUNAOTEPOULG
puOUOVG Oe OYEON e AAEG TTEPIOYES OTMG AVTI TNG YUXAYWYIAC.
Ewkovikég mepnynoelg, EemMOTNUOVIKEG  JTPOCOUOINOELS, OlaSPAOTIKEG  10TOPIKEG
AVATTAPAOTACELS KAl Tatyvidia poOA®mV eival UEPIKEG HOVO QIO TIG KATNYOPIES TPOIUWY
EKTTAIGEVTIKOV TTPOTOVIWV TIOV TTPOTPEPOLV KAONAWTIKEG EIKOVIKEG TTEPUYT|OELS OE TOTOUG
mov eite Sev vmnp&av mOTE, €lte LTAPXOUV AAAA Sev eivanl AUECA ETMOKEWPIUOL OTNV
TpAYUATIKT) {wT) (71.Y. AAAOL TAQVTTEG, 0 fUBOC TOL WKEAVOD KATL.), €lTe SV LITAPYOLV TTAEOV,
EITE TMPOKEITAL YA TIPOCOUOIWMOEIS OPACTNPIOTITWV O UEPT) TIOV EUITAEKOLV OTTAVIOUC,
akp1Povg N emkivéuvoug mopovg (I1.X. TPOCOUOIMOT) EpyadTnpiov).
H mepartépm avantugn twv ocvva@ov texvoloyiwv AR/VR e otoyxo v emayyeApatikn
EKTTAIOELOT KAl KATAPTION UNYXAVIK®V €xel 18waitepo eviiagepov kabott pmopel va
TPOOPEPEL TN SLVATOTITA OTOVG LA TES VA XPT|OILOITO 00V, O £VA EIKOVIKO TTEPI A0V,
e€omAouo mov Sev eivar aueoa S1a0£01U0G OTO OXOAELD TOVG, TT.Y. AOY® LYNAOL KOOTOUC, N
va Bpebovv oe éva mpooouolwpevo mePIBAOV piag vrofetikng frounyavikng povadag pe
e€e1Sikevpuevo LVAKO.
O1 xUp101 0TOYO1 TNG Epevvag Ba eltvar

1 evioyvon g 6ECUELOTG TOV XPNOTN-HAONTI UE TO YVWOTIKO AVTIKEIUEVO HECW EVOG
evrova guPuvbiotikot mepipdriovtog pabnong,

1 51EVKOALVOT) NG ATTOKTNONG EPLTAOK®V SE10TITMWV TTOV ATATITOVY YWPIKT) AVTIATYN,
KPLTIKT] OKEWT] KAl IKAVOTNTA emiAvong TpoANuUAT®Y,

N BeEATIOON TOV KIVI)TPWV KAl 1 peiwon tov padnotakol ayyovg,
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1N Snuovpyia ao@aiovg ep1BAAOVTOC Yia TEPALATIOUO.
H emtuyia plag tetolag mpoocyyong oty mpan Ba evioyboel tov pabntokevipiko

YOPAKTIPA KAl TNV EUTEIPIKN LAONON OTNV EMAYYEAUATIKT) EKTTALSEVOT) UNXAVIKDV.
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