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H 1oTopia Twv avBpwTTiviwy SIKAIWUATWY Kal Ol YEVEEG TOUG- TA

ONUAVTIKOTEPA £YYPAQPA TTOU OXETICOVTAI JE AUTA.

O1 yabntég Ba eival og Bon va:

¢ Na yvwpiCouv kail va epunvedouv Ta BepeAidn avBpwTiva
dIKalwpaTa Kal EAeUBepiec- TI anuaivel OTI AuTtd gival
KaBoAIKd, eyyevh (Eu@uTa), avagaipeTa, adiaipeTa, QUOIKA,
atmmapaBiaoTa.

e Na gnyouv TIG onuUavTIKOTEPES BIaTAEIC TNG OIKOUPEVIKAG
Alaknpugng Twv AvOpwTTivwv AIKQIWPATWY, TNG
EupwTraikAg Zuppaong yia ta AvBpwTTiva AIKQIWUATA KAl

NG Z0PPBaong yia ta Aikaiwpara Tou Maidiou.

2 WPEG

90 AeTrTdA

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¢ Evwong rj Tou EupwnaikoU EkteAeotikoU OpyaviopoU Eknaideuong kat NoAtnopou (EACEA).
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H Eupwnaikr Evwon kaw 0 EACEA Sev pnopouv va 8swpn8oUv unsUuOuvoLl yia TLG EKPPAlOHEVEG ANOWYELS.
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e YTroloyioTrg, di1adpacTikdG TTivakag, tablet/TnAépwvo.
e 2 UOKEUN pe TPOoBacn oTo BIAdIKTUO yIa KABE padnTh.
e ANoyaplaoudg oto GooseChase
e Aoyapiaouédg oto SpiderScribe

e [1IAnpo@opieg OXETIKA PE TO AVOPWTTIVA DIKAIWUATA, YEVIEG, EYYPOPA K.ATT. TT.X..:

uﬁf TEXNIKEE

2ufATnon, epyacia, utrd TNV KaBodAYNOoN TOU eKTTAIOEUTIKOU, HE BIAPOPETIKES TTNYES TTANPOPOPIWY

(Méow Tou GooseChase), epyacia ue diaypauua (SpiderScribe).

N
o MOP®H EPIAZIAE

Opadikni dpacTtnpIdTNTa - CULATNON, Epyacia o€ 3 ouddeg XpnoiyoTtroiwvTag To GooseChase kal 1o
SpiderScribe.
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https://www.ohchr.org/en/what-are-human-rights
https://en.wikipedia.org/wiki/Human_rights
https://www.standup4humanrights.org/en/index.html
https://www.ohchr.org/en/what-are-human-rights
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MposToipacia:
e (GooseChase - aTTOOTOAEG OXETIKA PE T AVOPWTTIVA SIKAIWUATA YIa JaBNTES TTOU £pyAdovTal O€
OMAdEG.
(Mwg va 1o TTPOETOINACETE - EAEYETE TO ETTEENYNUATIKO QUAAO gpyaAciou apiB. 12.)
e Aldypaupa SpiderScribe, To o1m0i0 Ba atroTeAei péPog piag atmooToAAg oto GooseChase -
TTPOG CUUTTARPWON aTTd TOUG HaBNTES TTOU pyAlovTal o€ OPADEG.

(Mwg va 1o TTPOETOINACETE - EAEYETE TO QUANO epyaleiou apiB. 26.)

Eicaywyn:

2UulNTAOTE PE TOUG HaABNTEG BACIKA BEPATA - EAEYETE TIC YVWOEIG TOUG OXETIKA WE TA avOpwTTIvVa

SIKalwpPaATa - TI yvwpidouv yI' autd.
YAotroinon:

XwpioTe TOUG HadnTEG O OUAdEG.
O1 yabnTég epyddovTal o€ opddeg xpnoiyotrolwvTag To Goose Chase, eKTEAWVTAG ATTOOTOAR TTPOG
QTTOOTOAN] XPNOILOTIOIWVTAG YOPNTOUG UTTOAOYIOTEG ) TAUTTAET.
AVAKAAUTITOUV::
e To oUuBOAO TwV avBPWTTIVWYV JIKAIWHATWV.
e Tieival Ta avBpwTTIVa SIKAIWPATA KAl TI ONUaAivel 0TI €ival KOBOAIKA, EupuTa (EueuTa),
ava@aipeTa, adiaipeTa, UOIKA, aTtapaiaoTa.
e AvakaAUyTe £€yypa@a TTou gival (WTIKAS onuaaciag yia Ta avBpwriva SIKAIWUATA.

e KartnyopioTroinon Twv avlpwtTivwy SIKAIWHATWY O€ YEVIEG.
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- Karta tn didpkeia Tou pabriuartog o dAoKAAOG TTapaTtnEEi Kal EAEYXEI TRV TTPO0D0 TWV OPAdwWYV

(XPNOIMOTTOIWVTAG TOV TTIVAKA KATATAENG OTNV £QAPUOYT], EAEYXOVTAG TIC ATTAVTAOEIG).

Zovoyn:

2UulnNTAOCTE PE TOUG HaBNTEG:
- Ti yéBarTe yia Ta avBpwTTIVa dIKAIWUATA;
- EEnyAoTe €miBeTa TTOU TTEPIYPAPOUY TA aVOPWTTIVA JIKAIWUATA;
- EEnyAoTe TNV 100 TV YEVEWY TWV avOPWTTIVWV SIKAIWPATWY Kol OWOTE TTAPAdEIyUATA
- AvagépeTte TTapadeiypata Twv avepwTrivwy SIKAIwUATwY aTnVv IoTopia

- AVa@EpPETE Ta £yYPaQPa TTOU EYYUWVTAI TA avOPWTTIVA SIKAIWUATA PAG

KaTt’ oikov gpyacia:
Bpeite TTAnpo@opieg yia Ta avOpwTTiva SIKAIWPATA avd TOV KOO0 - ETOINACTE OUVTONO ChMEiwPa yia

TO ETTOUEVO PABNuUa.
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