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‘T Me Tn ouyxpnuarodornon
s Evpwrraikng Evwong

Me tn xpnuarodotnon g Eupwnaikng Evwong. Ot andyeis Kal oL YVWHES NOU SLaTUMNWVOVIAL EXppalouv
ANOKAELOTIKG TLC ANOWELS TWV OUVTAKIWY KAL SEV aVTINPOCWNEUOUY KAT'avayKn TG andyetg neg
Eupwnaikng Evwong rj tou Eupwnaikou ExteAeotikou OpyaviopoU Exnaideuvong kat Molmiopou (EACEA).

H Evpwnaikry Evwon kat 0 EACEA Sev pnopolv va SewpnOolv unciBuvol yia e ekppalopeves andoyeLs.
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1. MetaBeite otnv IoToo€Aida diagnostiguestions.com

2. Kdavte KAIK 0TO KOUMTTI «sign up» oTn O€€Id TTAEUPA TNG ETTAVW PTTAPAG
TTAOfynong Kail dnuioupynoTe évav Aoyaplaoud f ouvoebeiTe av €XETe Sign up

non Aoyapiacpo (katé Tnv eyypaer], kKaBopioTe av €i0Te KABNyNTAS A

uoBNTHC). G @EED

Me ™n UUYXPHNUTO56"]0'] ANOKAELOTIKG TLC ANOWELS TWV OUVTAKIWY KAL SEV aVTINPOCWNEUOUY KAT'avayKn TG andyetg neg

™me EUprTG.I'KI'](; -EVUUUY'IQ Eupwnaikng Evwong rj tou Eupwnaikou ExteAeotikou OpyaviopoU Exnaideuvong kat Molmiopou (EACEA).
H Evpwnaikry Evwon kat 0 EACEA Sev pnopolv va SewpnOolv unciBuvol yia e ekppalopeves andoyeLs.

- Me tn xpnuarodotnon g Eupwnaikng Evwong. Ot andyeis Kal oL YVWHES NOU SLaTUMNWVOVIAL EXppalouv
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1. Kdavte KAIK oT0 KouuTri «Add a class», oTn ouvéxela W g

dnuioupynoTe TNV TaEN.

Dema Clase

2. TpooKaAéaTE TOUG HOBNTEC OTEAVOVTAG TOUG TOV KWOAIKA TTOU dNUIOUPYEITAI JETA TN dnuioupyia TnG TAgNG.

Classes

Me tn xpnuarodotnon g Eupwnaikng Evwong. Ot andyeis Kal oL YVWHES NOU SLaTUMNWVOVIAL EXppalouv
Mg ™ ouyxpnputo5()rngq ANOKAELOTIKG TLC ANOWELS TWV OUVTAKIWY KAL SEV aVTINPOCWNEUOUY KAT'avayKn TG andyetg neg
™me EUprTG.I'Kr'](; -EVUUUY'IQ Eupwno’ixf}c'vaonq f vou Eupwnaikou Ent.kcauxo(: Opvoytopou. Exnaideuong kat MoAtuopou (EACEA).
H Eupwnaixkr Evwon xat 0 EACEA Sev pnopouyv va 8ewpnBolv uncUBuvoL yia TS EKQPAalOMEVES QNOYELS.
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3. Kavte kKAIK oTnVv €mmAoyn «Create a question» kai, oTn ouvéxela, otnv €mAoyn "Elcaywyn Keiyévou", ypdyTe TNV

epwtnon Kal Tig 4 amavtAoelg. O online eTegepyao TG KABIOTA EUKOAN TN dNMIOUPYIa EPWTACEWY OE OEUTEPOAETTTA.

Me Tn ouyxpnuarodornon
s Evpwrraikng Evwong
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Me tn xpnuarodotnon g Eupwnaikng Evwong. Ot andyeis Kal oL YVWHES NOU SLaTUMNWVOVIAL EXppalouv
ANOKAELOTIKG TLC ANOWELS TWV OUVTAKIWY KAL SEV aVTINPOCWNEUOUY KAT'avayKn TG andyetg neg
Eupwnaikng Evwong rj tou Eupwnaikou ExteAeotikou OpyaviopoU Exnaideuvong kat Molmiopou (EACEA).

H Evpwnaikry Evwon kat 0 EACEA Sev pnopolv va SewpnOolv unciBuvol yia e ekppalopeves andoyeLs.
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4. EmAEETE TN OWOTH atrdvTnon yia TNV pwtnon oag (A, B, I, A) kal onueiwoTe Ta OWoTA BEuaTa- KABE EpwTnNON TTPETTEI
Va TTPOOTEDEI OTO KOUIC

5. A@ou civai £ToINEG OAEG o1 epwTNOEIG, KAVTE KAIK 0TO KOUMTTi « CREATE QUIZ» kal avaBéoTe To TNV TAEN.

Create
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Me tn xpnuarodotnon g Eupwnaikng Evwong. Ot andyeis Kal oL YVWHES NOU SLaTUMNWVOVIAL EXppalouv
- Me Tn ouyxpnuarodornon QNOKAELOTIKG TIG ANOWELS TWV OUVTIAKTIWY KAL SEV AVILNPOCWNEUOUV KAT'AvayKn TG QnOYELg NG

™me EUprTG.I'Kr'](; -EVUUUY'IQ Eupwnaikng Evwong rj tou Eupwnaikou ExteAeotikou OpyaviopoU Exnaideuvong kat Molmiopou (EACEA).

H Evpwnaikry Evwon kat 0 EACEA Sev pnopolv va SewpnOolv unciBuvol yia e ekppalopeves andoyeLs.
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a? AMNOOHKEYZH KAI AHMOZIEYZH

1. AvaBéoTe To KOUI( OTOUG HOBNTEC 0AG PE Hid CWOTH Kal TPEIG . ws o~ neags

AaAVOAOPEVES ATTAVTHOEIG TTOU ATTOKAAUTITOUV IO CUYKEKPIKEVN

TTapepunveia. Mtropeite va avabéoeTe Koui¢ uévo oTIg TAEIS 0ag

‘Exete oTn d1d00T) 0ag OAA TA ATTOTEAECUATA TWV PABNTWY TTOU

Kataypd@ovTal autopaTta

Me tn xpnuarodotnon g Eupwnaikng Evwong. Ot andyeis Kal oL YVWHES NOU SLaTUMNWVOVIAL EXppalouv
- Me Tn ouyxpnuarodornon QNOKAELOTIKG TIG ANOWELS TWV OUVTIAKTIWY KAL SEV AVILNPOCWNEUOUV KAT'AvayKn TG QnOYELg NG

™me Eupwnu'l'xr']g -EVUUUY'IQ Eupwnaikng Evwong rj tou Eupwnaikou ExteAeotikou OpyaviopoU Exnaideuvong kat Molmiopou (EACEA).
H Evpwnaikry Evwon kat 0 EACEA Sev pnopolv va SewpnOolv unciBuvol yia e ekppalopeves andoyeLs.
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EAEyETe auTo TO TTOPAdEyua evOg Kouil TTou dnuioupynonke pe AloyvwoTiKEG EpwTnoEIS.

DiagnosticQuestions Quiz

Me Tn ouyxpnuarodornon
s Evpwrraikng Evwong
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Me tn xpnuarodotnon g Eupwnaikng Evwong. Ot andyeis Kal oL YVWHES NOU SLaTUMNWVOVIAL EXppalouv
ANOKAELOTIKG TLC ANOWELS TWV OUVTAKIWY KAL SEV aVTINPOCWNEUOUY KAT'avayKn TG andyetg neg
Eupwnaikng Evwong rj tou Eupwnaikou ExteAeotikou OpyaviopoU Exnaideuvong kat Molmiopou (EACEA).

H Evpwnaikry Evwon kat 0 EACEA Sev pnopolv va SewpnOolv unciBuvol yia e ekppalopeves andoyeLs.
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