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Me tn xpnpatodotnon NG EvpwnaikigEvwong. OL andyelg Kal Ot YVWHEG NOU SLATUNWVOVTAtL EKppalouv
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™g Euprrq'l'Kr']g ‘EV'-UOTIG Eupwnaikri¢ Evwong rj Tou EupwnaikoU EkteAeotikoU OpyaviopoU Eknaideuong kat NoAtnopou (EACEA).
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e Al0dpACTIKOG TTiVAKAG

e 2UOKEUN uE ouvdeon oTo AladiKTuO yia KABe padntn
e Aoyaplaoudg oto Playposit

e Aoyaplaouog oTo Socrative

e 1 0¢ikTnG AéICeP

e 3 UOAUBIO
o XeIpbypao
e Bivreo

- History of light part 2: Thomas Young and the wave theory of light - YouTube

- Dr Quantum Double Slit Experiment - YouTube

- Double Slit Interference - YouTube

e KouiC

N
! TEXNIKEE

e [evikr) oulATNON YE TOUG PaBNTEG.

e Mg uttoloyioTr] - d1adpacTIKA Bivreo Kal online Kouic.

e [lapathpnon/Meipaua

.
o MOP®H EPIAZIAE

Ouadikn epyaaia

Me Tn ouyxpnMoaTodoTnon

Tns Evpwiraikng 'Evwong

Me tn xpnpatodotnon NG EvpwnaikigEvwong. OL andyelg Kal Ot YVWHEG NOU SLATUNWVOVTAtL EKppalouv
CNOKAELOTLKA TLG ANOYELG TWV CUVIAKTWY KAl SEV AVILNPOcWNEUOUV KAt avaykn TLS andoyeLls tTneg
Eupwnaikri¢ Evwoncg rj Tou EupwnaikoU EkteAeotikoU OpyaviopoU Eknaideuong kat NoAtnopou (EACEA).

H Eupwnaikr Evwon kaw 0 EACEA Sev pnopouv va 8swpn8oUv unsUuOuvoLl yia TLG EKPPAlOHEVEG ANOWYELS.


https://www.youtube.com/watch?v=biT7cptECdI
https://www.youtube.com/watch?v=NvzSLByrw4Q
https://www.youtube.com/watch?v=nZ2uvDAGhwM
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EMIZKOMHZH TOY ZXEAIOY MAOGHMATOZ

MposToipacia:

2 UYKEVTPWOTE OXETIKEG TTNYEG KAl BiVTEOD yIa TO HABnua.
PuBuioTe ekmraideuTika Bivreo pe 1o Playposit (BA. @UAAO epyaAeiwv no 20)
MpoeToiudoTe diadikTuakd Kouil pe To Socrative. (BA. @UANO gpyaAciwv no 25)

MpoeToludoTe TO QUAAGDIO YIa TNV EPYOCia GTO OTTITI.

Eicaywyn:

O Topag MNavyk Atav AyyAog TTIOTAPOVAG Kal TTOAUMABNG, 0 oTToiog TTpayparotroinoe 1o 1801 10

TTEPiPNUO TTEipaua NG dITTANG Xapayng o€ Pia TTPOCTTA0EIa va SIGAEUKAVEI AV TO QWG Eival CWHPATIOI0

1l KUJa. To TrEipapa-opOonUo TToU TTPAYUOTOTTOINCE €DPAiWOE TNV KUPATIKA Bewpia Tou Young yia TO

QWG Kal £Be0€ TIG BACEIG VIO TTEPAITEPW TTAPATNPACEIG OTNV KBAVTOUNXAVIKH.

YAotroinon

EuTTAEETE TOUG HOBNTEC avagpépovTag Tov XAI(evuTTeEPYK: "To QWG Kai n UAN €ivail Kal ol dUo
MOVOOIKEG OVTOTNTEG KAI N QAIVOUEVIKI dUADIKOTNTA TTPOKUTITEI ATTO TOUG TTEPIOPICHOUG TNG
YAWOOOG HOg" Kal pwTAOTE TOUG JaBNTES TTO1I0 Ba uTTOPOUCE va gival TO vONUa autou Tou
ATTOOTTACUATOG. PWTHOTE TOUG HOBNTEG TI €idOUG KUPATA YVWwpEiCouv Kal TI cupPBaivel dtav Ta

KUhaTta aAAnAeTIdpouy;

PopTwoTe TO EKTTAIOEUTIKO BivTeo yia Tov Thomas Young kal To Treipapa NG SITTARG Xapayng

TToU €XETE dnuIoupynoel oTo Playposit kal BAATE TOUG HABNTEG va TO TTAPAKOAOUBCOUV.

2TOUATAOTE TO PBivTeD OTAV XPEIAZETAl VIa va oulnTACETE TIG "aAANAETIOPACEIC" TTOU EXETE
TTpooBéoel aTo Playposit kai dwaTe €€ENyNoEIS yia TIG PACIKES Evvoieg OULNTWVTAG TIG
"aAAnAemdpdaoelg" yadi ye Toug padbnTéC: dIGBAaan, TTapePBOAN, TTeipaua SITTARG xapaynig.
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Me ™ guvxpnquoaérno—n CNOKAELOTLKA TLG ANOYELG TWV CUVIAKTWY KAl SEV AVILNPOcWNEUOUV KAt avaykn TLS andoyeLls tTneg
Eupwnaikri¢ Evwong rj Tou EupwnaikoU EkteAeotikoU OpyaviopoU Eknaideuong kat NoAtnopou (EACEA).
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e  dopTwaoTte OTITIKG YPAPIKO Bivreo TTAPEPPOANG aToug pabnTég oTo Playposit kal oudntAoTE TNV
"aAAnAetTidpaon”. EEnyAoTe oTOUG PaBNTES OTI TO POTIRO TTAPEPPBOAAS TOU PWTOG Eival
ATTOTEAECUA TNG ETTIKAAUWNG OUO I TTEPICOOTEPWYV PWTEIVWV KUPATWY TTOU ETTIKAAUTITOVTAI OTO
XWpPO.

e ZNTAOTE ATTO TOUG PMOBNTEG VA EKPPACOUV TIG IOEEC TOUG KAl VO KAVOUV KATTOIEG APXIKES
UTTOBE0EIC yIa T NAEKTPOVIA: Ba TTPETTEI VO CUUTTEPIPEPOVTAI OTTWG TO PWG 1 OTTWGS 01 BOAOI;

e [lapatipnon/meipapa: EmMoEiETe oTOUG HABNTEG OTNV TAEN TO TTEipaua TNG SITTANG Xapayng
XPNOIMOTTOIWVTAG £va OTUAG AéICep Kal 3 HOAUBIa. ApXIKA, KPATAOTE WnAd 2 uoAuBia waoTe va
dnuioupynOei yia oxioun Kal avaBooBAveETE TNV akTiva A€I(ep PEOQ aTTO TN OXIOKA. ZTN
OUVEXEID, KpaTHoTE YNAG 3 HOAUBIa Kal avaBooBroTe TNV akTiva AEICEP JETAEU TOUG (2
OXIOMEG). ZNTAOTE aTTd TOUG HaBNTEG va TTAPATNPCOUV Ta POTIRA TTou dNPIoupyouvTal OTOV
TOiX0 OTaV TO A£ICEP TTEPVAEI JECA ATTO Wia 1) BUO OXIOMEG.

e EZnynote oToug pabnTtég OTI OTAV TO TTEIPAPA ETTAVOAAUPBAVETAI JE HEPHOVWHEVA QWTOVIA,
TTapaTtnpEEiTal eTTiong £va PoTiBo TTapeUBOANG Kal TOVIOTE TO YEYOVOGS OTI OTAV TO GG
OUUTTEPIPEPETAI AAAOTE WG KUMA Kal AAAOTE WG OWPATIOIO €ival yVwoTd WG dUICHOG
KUPATOOWHATIdIOU.

o  ®opTwaoTe To eKTTAIOEUTIKO BivTeo TTou £xeTe eToIudoel oTo Playposit "Dr Quantum - Meipaua
OITTAAG Xapayng" Kal aTauaTtrioTe To Bivieo OTav XpelddeTal yia va oulnTACETE TIG
"OAANAETTIOPAOCEIS" TTOU €XETE TTPOOBECEL. -- AUOBIKOTNTA KUpaToowuaTidiou - Katdppeuon
Kupatoouvaptnong - Mérpnon

e EvepyotroioTte Toug pabntég o€ oudntnon :

- Mati cupPaivel N kKatdppeuon NG KUPATOOUVAPTNONG;

- Molog gival o poAOG TNG TTapaTRpPnong (METPNONG) OTO TTEipauQ;

zovoyn:
e 2UVOWIOTE TO TTEPIEXOMEVO TOU HABRMATOG.

e PwTAOTE TOUG HOBNTEG TI TTIICTEUOUV YIA TO TTEIPANA KAl TIG YEVIKEG TTAPATNPNOEIG TOU.
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o AgyBeite TIG EPWTACEIG/ATTOPIEG TWV HOBNTWV.

e ZNTAOTE ATTO TOUG PMOBNTEC VA CUUTTANPWOOUV TO KOUIC TToU €XETE ONUIOUPYNOEI OTO

Socrative.

o [lapExeETE AVATPOPODOTNON KAl EEKABAPIOTE TUXOV TTAPEPHUNVEIEG.

Kart’ oikov gpyaocia: “EmiotoA} rpog Tov NeUTwva”

MpdwTe pia eTTIOTOAN 0ToV NEUTWVA KAl EVNUEPUWOTE TOV VIO TO ATTOOEIKTIKA OTOIXEIA OXETIKA UE
TNV KUPATIKA @UON TOU QWTOG (CUPTTEPIAANBAVOUEVOU TOU TTEIPANATOG) Kal, OTN CUVEXEIQ,
ETTIONPAVETE TIG EVVOIOAOYIKEG AECEIG-KAEIDIA OE QUTA TNV ETTIOTOAA. ZTn CUVEXEIA, TTPOOTIABNOTE

va eENyROETe KABE AEEN-KAEIDI O€ éva PEAOG TNG OIKOYEVEIAG 0AG E OTTAG TPOTTO.
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