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d? OEMA loTopia
s OEMA loTopikr avadpoun NG EupwTraikAg Evwong
¥ MAGHMATO:
»  EMINEAO 17-18 eTwv
~  MAOHZIAKOI MdaBnua yia Tn dnuioupyia NG EE kail Tnv 1oTopia TG HEXPI
@ rroxol .
OAMEPQ.

O1 padntég Ba eival o€ Béon va:

e udBouv yia onUavTIK& IOTOPIKA YEYOVOTQ OTNV
EupwTrn Tou XX aiwva 1Tou d1audpewaoay TNV
NTTEIPO Kal odriynoav otn dnuioupyia T EE

e AVAKAAUWOUV Ta YEYOVOTA TTOU dIaUOPPWOaV TNV

EE kai Tov poAo TNG OTIG PEPEG paG

a~  AlMNAITOYMENOX 2wpeg (2 yabAuata)
W xponoO:

e Malnua 1 - 1wpa: Eicaywyn otnv ictopia TG EE
Kal TTapouaiacn Twv BaCIKWV YEYOVOTWYV

e Mdalnua 2 — 1wpa: E&eidikeuon Twv yVwWoewv
MEOW TTPOCOETWY TTNYWYV (OUVOEoHOI Kal BivTeo) +
QOKNOEIG VIO TNV ETTAVAANYN TOU TTEPIEXOMEVOU TTOU
MEAETABNKE

aﬁ? MPOETOIMAZIA 20Wpeg

Me tn xpnpatodotnon tng Eupwnaiknq Evwong. Ol andyeLg KAl oL YVWHEG NOU SLaTUNWVOVTAL EKppalouv
Me ™n guvxpnpu-roaf)-rno-n CNOKAELOTLKG TLG ANGYELS TWV CUVIAKTWY KAl SEV QVILNPOoWNEUOUV KAT 'avaykn TG andéysls tng

Eupwnaikri¢ Evwong rj Tou Eupwnaikou EkteAeoTikoU Opyaviopou Eknaidsuong kal MoAttiopou (EACEA).
H Eupwnaikry Evwon kalw o EACEA 3ev pnopolUv va Sswpn8olv unslOuvol yLa TIG EKPPAlOHEVEG ANOYELG.
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uﬁ} YAIKA

e Aoyaplaouég oto Historiana (povo o kaBnyntrig)

e Aoyaplaopdg oto Mindomo (uévo o kabnyntrg)

e EvnuepwTika QUAAGDIO

e [IAnpo@opieg OXETIKA PE TNV I0TOPIA Kal TN dnuioupyia Tng EE

e XpovoAdyIo: OnUAVTIKEG NHEPOUNVIES KAl YEyOvOTa OTnV IoTopia TG EE

e Bivreo: n mpoéAeuon kal n dnuioupyia Tng EE

e ApaoTnpioTNTEG - DIAdPACTIKA Kal EviuTra £yypaga: MNMéoa yvwpilete yia tnv EE;
e 2UCATNON: EPWTACEIG OXETIKA PE TOV B0 Kal TIG OPATEIS TNG

e [Invyéc:

ﬂj} TEXNIKEX
o "evikr) oulATNON PE TOUG HaBNTEG
7\
! MOPOH EPrAZIAS

e  Opadiki dpacTnEIOTNTA: MIO CUVEPYATIKA OpaaTNPIOTNTA OTTOU OAOI OI HaBNTEG

KaAoUvTal va culnTAoOouV Kal va JoipacToUV TIG ATTOWEIG TOUG.
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https://european-union.europa.eu/principles-countries-history/history-eu_en
https://www.britannica.com/topic/European-Union
https://www.s4d4c.eu/topic/4-2-1-the-history-of-the-european-union-a-cooperation-integration-process/
https://www.youtube.com/watch?v=GCx3EUMudS0
https://www.youtube.com/watch?v=_pDVmlNrDuM
https://www.youtube.com/watch?v=8RkwIlr912A
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aﬁ? EMIZKOMHZH TOY ZXEAIOY MAOGHMATOZ
MposToipacia:

o EmAECTE TO TTEPIEXOMEVO TTOU Ba oulNTNOEI KAl OXETIKO UAIKO yia Thv 10Topia TNG EE
(OUpTTEPIAGBETE ONUAVTIKEG NMEPOUNVIES KaI YEYOVOTA, KABWG Kal EIKOVEG YIA TNV ETTEENYNON
TWV TTANPOYPOPIWV).

e KarapTioTe évav KATAAOYO NPEPOUNVIWY KAl YEYOVOTWY TToU Ba avaTtrTuxBouv kal Ba
oudnTnBouv oTNV TAEN KOl BPEITE TTEPIOCOOTEPEG AETTTOPEPEIEG OXETIKA UE AUTA

e AnuioupynoTe évav Aoyaplacpo oto Mindomo kai @TIaETe Eva Xpovodidypauua (BA. @UAAO
epyaAeiwv n°17)

e AnuioupynoTe évav Aoyaplacpo oto Historiana kai ETOINAoTE pia TTEPIANYN WE TIG TTANPOPOPIEG,
TTPOCBECTE CUVOEOHUOUG O€ BIVTEO 1) IOTOTOTTOUG KAl AveERBAOTE T QUAANA pyaaciag TTou
etoigadoaTte (BA. UANO gpyaleiwv n°13)

o [lpocToIpdoTe QUANGDIO

e XpovoAodyio
- O ddokaAog oulnTd Pe TOUG HABNTEG TO TTEPIEXOMEVO TOU JABANOTOG.

- O exTTaIOEUTIKOG TTAPOUCIAEl VA XPOVOAOYIO E CUYKEKPIPEVEG NUEPOMPNVIES Kal

YEYOVOTA UE TNV UTTOOTAPIEN EIKOVWYV, KEIUEVOU Kal BivTeEo
- O1 yaBNTEC KAVOUV dPACTNPIOTNTEG YIa va eTTavaAdBouv 6oa £Xouv UdbEl
- ZUPTTEPAC O

Eicaywyn:

H EupwTraikr 'Evwon (EE) eivai évag 81€BvAG opyavioudg TTou TTEPIAAUBAVE 27 eUPWTTATKEG XWPES
Kal QIETTEI KOIVEG OIKOVOMIKEG, KOIVWVIKES Kal TTOAITIKEG ao@daAciag. H EE dnuioupyndnke pe
2uvonkn Tou MaaoTpixT, n otroia T€6nke g€ IoxU TNV 1n NoguBpiou 1993. Mpiv a1rd auTtd, 10 1951, 0I
NYETES £€1 XwpwV -BéAyio, MaAAia, ITaAia, Aou&epBoupyo, Katw Xwpeg kai AuTiKi Mepuavia-

uTTéypayayv TN Zuvenkn Twv Mapioiwv kai, étav auth 1€08nke o€ 10U 10 1952, idpucav Tnv
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EupwTraikn) Koivotnta AvBpaka kail XdAuBa Koivotnta (EKAX). ‘EKTOTE, KOl GANEG XWPES
TTPooXWpPNoav oTadiakd oTnv évwon Tou €yive n Eupwtraik Oikovouikr Koivéotnta (EOK) 1o 1957.
2T OUvEXEIa geTovoudoTnke o€ Eupwtraikf Koivétnta (EK) otav evowpaTwinKe OTOV TTPWTO TTUAWVA

NG veoouoTtatng Eupwtraikns ‘Evwong 1o 1993.

e Ta onuavTtikOTEPA OpOCNPA OTNV I0TOPIa TG EupwTraikig ‘Evwong givai:
e 1950 - Alakrpugn Zoupav

e 1951 - Kovotnta AvBpaka kal XaAuBa
e 1957 - 2uvBnikn TG Pwung

e 1973 - lNpwTn dicupuvon

e 979 - AtreuBeiag eKAoyég

e 1985 - Zupgwvia ZEvykev

e 1986 - EupwTraikf Koivétnta

e 1992 - 2uvBnkn Tou MdaacTpIXT

e 1999 - Eviaio vouiopa

e 2004 - AvatoAikr kai NoTia dieupuvon
e 2007 - 2uvBnkn Tng Aicapovag

e 2020 - Brexit

YAotroinon:
MdaOnua 1 — 1wpa: Eicaywyn Twv pabntwyv otnv EE kal Tapouciaon Twv onuavTiKOTEPWYV YEYOVOTWV

- EvtdéTte TOUG naBNTEC O0TO BEpa TTapouaidlovTag éva XpovoAdyio ato Mindomo pe €IKOVEG Kal

ETTECNYNMATIKG BivTeo

- @€oTe £va oUVOAO EpWTNOEWV yia oulTnon Pe Toug abntég: Ti yvwpilete yia tnv EE;
MNvwpileTe TTWG £TTNPEALEI TRV KABNPEPIVR oag {wn); M'vwpideTe TTOIA €ival TA TTAEOVEKTHUATA KAl

TA YEIOVEKTAPATA TNG;
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MdaBnua 2 — 1wpa: Napouaciaon TTPOCOETWY TTNYWV KAl TTAPOXI GOKACEWV YIa TNV ETTAVAANYWN Tou

TTEPIEXOPEVOU TTOU PJEAETAONKE TTPONYOUNEVWG

- MapouoidoTe 1o UAIKO TToU TTEpIAaBaveTal oTo Historiana kai eTTavaAdpeTe TIG

TTANPOPOPIEG TTOU £XOUV PEAETNOEI TTPONYOUUEVWG.

- 2ulnTAoTE padi Toug: Méoa yvwpilete Twpa yia TRV EE; YTTapxel KAt TTou 0ag

€CETTANEE; Oa BEAQTE va EPYACTEITE PIO HEPA OTA BECUIKA Opyava;
Zovoyn:

- 2ZUVOYIOTE TO TTEPIEXOMEVO TOU HOBRUATOG
- - Na emonudvete Ta onuavTiKOTEPA yeyovoTa TTou diaudppwaoav Tnv EE
- - Emonudévete 10 £pyo TTOoU £MITEAOUV Ta BIAPOPA EUPWTTATKA BECUIKA Opyava Kal ToV

AVvTIKTUTTO TOUG 0N {wn Mag

KaTt’ oikov gpyaoia:

270 TTAQICI0 TNG EpyaCiag yia TO OTTiTI, {NTAOTE ATTO TOUG HOBNTEG va TTAVAAGBOUV Ta ovOuaTa
TwV Baoikwv TTapayoviwy NS EE kai Ta Baoikd yeyovoTa yia va KAVOUV TIS AOKNOEIG TOU

MaBruartog 2.
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