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a OEMA Pi1Aooogia
s OEMA Pevé Ntekdpt — Alohoyiopoi yia Tnv Mpwtn Pidocogia -
¥ MAGHMATO:

OpBoAoyIouOG/AN@IBOAIa KOl OKETTTIKIONOG

@ ENINEAO 15-18 eTwv
A MAOHZIAKOI O1 paBntég Ba didaxBouv yia Tn {wr Kal TNV €TTOXN TOU
W stoxol

@INoocoPou Pevé NTekdpT Kal Ba eicaxBouv oTnv £vvola Tou
opBoAoyiouou kai atov MNpwTo AlaAhoyioud atd Tn didonun
onuoaoicuon Tou "AlaAoyiopoi yia Tnv MNpwtn ®iAocogia”,

Me utTéTITAO "Ti pTTOPEi Va TEBEI UTTO Ap@IoBATON".

O1 pabntég Ba eival oge B€on/autd Ba Bonbroel Toug padnTég va:

e €VTOTTICOUV OXETIKEG TTANPOPOPIES YIa TOV PINGCOPO Peve
NTEKAPT.

e KOTAVONOOUV TNV £vvola Tou opBoAoyicuou.

e gpuUNVveUOUV TIG APXEG TOU TTPWTOU dIaAOYICHOU -
AP@IBOAIa KAl OKETTTIKIOWOG/ ETTIXEIPNKA TOU OVEipou/

ETTIXEiPNMA TOU KaKOU daiuova

~  AMNAITOYMENOZX MdaOnpa: 60 Aetrté
¥ xprono:
@ MPOETOIMAZIA 30 Aetrtd

Me tn xpnpatodotnon NG EvpwnaikigEvwong. OL andyelg Kal Ot YVWHEG NOU SLATUNWVOVTAtL EKppalouv
Me ™ g—uvxpnquoaérno—n CNOKAELOTLKA TLG ANOYELG TWV CUVIAKTWY KAl SEV AVILNPOcWNEUOUV KAt avaykn TLS andoyeLls tTneg

™g Euprrq'l'Kr']g ‘EV'-UOTIG Eupwnaikri¢ Evwong rj Tou EupwnaikoU EkteAeotikoU OpyaviopoU Eknaideuong kat NoAtnopou (EACEA).
H Eupwnaikr Evwon kaw 0 EACEA Sev pnopouv va 8swpn8oUv unsUuOuvoLl yia TLG EKPPAlOHEVEG ANOWYELS.
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o YAIKO

AladpaCTIKOG TTiVOKAG

2UOKeUN hJE ouvdeon oT1o AladikTuo yia KABe pabntn
e Aoyoplaoudg otnv

e Aoyaplaouog PE TO

o EvnuepwTikd QUANGDIO

e Keipevo MpwTtou AiaAoyiopou

e KouiC
e Bivteo
o Tlnyég

- First Meditation Text

- Philosophy: Rene Descartes

- First Meditation 10 Key points

~ N
W rexnikez
e [eviki oulTNON WE TOUG JaBNTEC.

e Mg uttohoyioTh - dladpacTikd Bivieo kal online Kouid.
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http://www.classicallibrary.org/descartes/meditations/4.htm
https://www.youtube.com/watch?v=CAjWUrwvxs4
https://www.youtube.com/watch?v=pGd3ofLSLVk
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MOP®H EPIrAzZIAZ

Opadikn dpacTtnpIdéTNTA

A
ﬂ ENIZKOMHZH ZXEAIOY MAOHMATOZ

MposToipacia:

2 UYKEVTPWOTE OXETIKEG TTANPOPOPIES yIa TO BEUA TOU PaBAPATOG.

AnpioupynoTte dIBAKTIKA BiVTEO Kal TTANPOQOpPIEg OTO Keiuevo e TO Insert Learning.
(BA. @UANO epyaAgiwy no 14)

MpoeToiudoTe TO KOUIC hE TO . (BA. @UAAO gpyaAciwv no 21)

MpoeToludoTe TO QUAAGDIO yIa TNV EPyQTia OTO OTTITI.

Eicaywyn:

O Pevé NT1ekdpt nTav FAANOG HaBNUATIKOG, QUOIKOG ETTIOTIUOVOS KOl PINOCOQPOG TTOU EUEIVE
TTEPICCOTEPO YVWOTOG yIa TNV £TTIVONON TNG pdaong "Cogito, ergo sum” ("ZképToual, apa
uTTapxXW"). AOXOARBNKE PE TN QUOIOAOYIa, TNV KOOUOAOYIA, TN YEWUETPIO CUVTETAYMEVWV KAl
TNV OTITIKN, GAAQG €ival TTEPICOOTEPO YVWOTOGS WG 0 "TTaTépag TnNG ouyxpovng eihocogiag”. Ol
AlaAoyiouoi Tou Ba GAAadav TN QIAOCOQIKI) OKEWN Kal Ba eiI0fyayav Pia vEa oXOAN oKEWNG:
1oV opBoAoyiopd. O Adyog Tou €0e0€ Ta BepéAia TOOO yia TNV ETTIOTNUOAOYIa OGO Kal yia TN
METa@UOIKN Tou. O1 0pBOAOYIOTEG TTIOTEUOUV OTI N AOYIKA Ba TTPETTEI VO XPNOIUOTIOIEITAI YIa

va paBaivoupe yia Tov K6ouo avTi va BacifopacTte oTnv WweudoAoyia Twv alobfoewy.

2udntnon yia tn {wr Tou Pevé NTeKAPT, TN OXOAR TOU KAl TIG TTEPIPNHES ONUOCIEVTEIS TOU
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e YAotroinon Npawte oTov TTivaka Tnv akoAoudn @pdaon: "Av BEAEIG va gioal évag
TTpaypaTikdS avaldntnTig TNG aAnBeiag, sival ammapaitnTo TouAdxioTov pia @opd otn {wr) cou
vVa au@IoBNTACEIG, 600 TO dUVATOV TTEPICOOTEPO, OAQ Ta TTPAYMATA" KAl PWTHOTE TOUG
MaBNTEG TI TTIOTEUOUV YI' QUTAV KAl AV TNV €X0UV {aVOKOUOEL.

o  DopTWOTE TO KEIPEVO PE DIAdPATTIKA BIVTEDO KAl EPWTACEIG OULATNONG TTOU EXETE
TTpogToINAoEl oTo Insert Learning kai {nTAOTE a1Td TOUG HOBNTES va TTAPAKOAOUBAoOoUV TO
EKTTAIOEUTIKO BivTeD yia Tov Pevé NTEKAPT.

e ZEKIVAOTE PIa oulNTNON ME TOUG JOBNTEC OXETIKA PE O0a €uabav oTo BivTeo.

e EZnynote Baoikég Evvoleg OTTwG 0 0pBOAOYICUOG, N AUPIBOAIa Kl O OKETTTIKIOPOG KAl N
dladikagia avalnTnong OIKOUMEVIKWY aAnBEIlV, OTTWG TTEPIYPAPETAI OTTO TOV NTEKAPT OTOV
TTPWTO dIaAoyIouo "Ti utropei va TeBei uTTd apeiopnTnon”

e ZnNTAOTE ATTO TOUG PNOBNTEC va TTAPAKOAOUBAOOUV TO EKTTAIDEUTIKO BIVTEO OXETIKA UE TOV
TTPWTO JIAAOYIOUO.

e AlokéyrTe 10 Bivieo 010 2.43 - EvepyoTToINOTE TOUG HOBNTEG OE OULNTNON OXETIKA PE TIG
aI00A0EIC Kal TV avTiAnyn.

Mapdaypaog 6 - Epwrtnon yia culntnon - MITopoupe va PTTIOTEUTOUUE TTANPWG TIG AICONOEIS Uag;

e AlokoyrTe 10 Bivreo 010 3.17 - EvepyoTroifoTe TOUG PaBNTEC o€ oulnTnNON Kal EENYAOTE TO
ETTIXEiPNUA TOU OVEipoU.

Mapdypagog 6 - Epwrtnon yia culritnon- MNwg ytropoupe va gipaoTe agiyoupol OT1 Ta dvelpa Oev gival
aAnoivg;

e [lauon Tou Bivreo oT10 4.49 - EvepyoTToInaTE TOUG HOBNTEG 0€ OULATNON OXETIKA WE TO
ETTIXEiPNMA TOU KOKOU daiuova.

Mapdaypagog 8 - Epwrnon yia culntnon: Eivai duvatdv va gipaote 6Aol e€atrarnuévol atro évav Kako
daiuova;
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zovoyn:

2 UVOYIOTE TO TTEPIEXOPEVO TOU NOBUATOG.
PwTtAoTe TOUG HaBNTES TTWG aloBavovTal yia Tn EBodo Tou NTeKGPT doov agopd Thv

avadnTnon TnG aAnBegiag.

‘Exel 6ikio o NT1ekdpT va TTapapepidel TIG au@iBoAeg Kal AavBaouEveS TTETTOIBAROEIC TOU

TTPOKEIJEVOU va avalnTAoel TNV aAnBeia;

AEXTEITE TIC EPWTNOEIG/ATTOPIEG TWV PABNTWV.

ZnNTAOTE ATTO TOUG PJaBNTEG VA CUUTTANPWOOUV TO KOUIC TTOU €XETE ETOINACEI OTO
Quizalize.

Mapéxete avaTpo@oddTnon Kal EEKaBAPIoTE TUXOV TTAPAVONOEIG.

Kart’ oikov gpyaoia:

AlaXWPIOPOG HETAEU TNG EYTTEIPIAG TOU OVEIPOU KAl TNG EUTTEIPIAG TOU TTEPTTATANATOG

(PUAAGDIO)

270 OI0AOYIOUO 1, 0 NTEKAPT KATAARYEI OTO CUPTTEPACHA OTI "OEV UTTAPXOUV TTOTE AOQAAN)

onuadia Ye Ta OTTOIa va UTTOPEI va dIaKPIvETaAl N ypriyopon atrd Tov UTrvo”

MpoodiopioTe TOUAGXIOTOV 5 dIAQOPEG HETAEU TNG EUTTEIPIOG TOU OVEIPOU Kal TNG
EUTTEIPIOG TNG EYPYOPONG.
Mrtropei KatTola atrd auTég TIG BIAPOPES VA XPNOIUOTToINBEI yia va attodeitel OTI

O&V OVEIPEUEDTE TWPQ;

O1 yabnTtég oupTTAnpPwWVOoUV To QUAAGDIO 0TO OTTITI Kal oudnToUVv TNV ATTAVTNON TOUG KATA TN

OIAPKEIQ TOU ETTOPEVOU POBARUATOC.

Tns Evpwiraikng 'Evwong
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