‘Evag atmd Toug poAoug oag wg Game Master gival va KAVETE ATTOAOYIOUO PE TOUG HaBNTEG

META TO TTaIX VIOl ER. O atmoAoyioudg emtpétel TV aviaAAayr avatpo@oddtnong Kai
AVTAVOKAQ TO TI TTETUXAV OI HOBNTEG. O OKOTTOG TNG ATTOAOYIOTIKAG EVNUEPWONG Eival VO
ATTOCOPNVIOEl TO TTEPIEXOUEVO TOU PHABMUATOG YIQ TOUG HABNTEG, va eQapuooEl 6oa Biwenkav
OTO TTAQICIO TOU TTAIXVIOIOU OTOV "TTPAYMATIKO KOOHO" Kal va TPOTToTToINoEl To ER, €av gival

aTrapaiTnTo.

EpyaAcgia TTou atraiTouvTal Yio TOV ATTOAOYIOHO:
Doppa rapakoAoubnong 6trou Ba kKataypdyeTe Ta OXOAIA (AVATPEETE OTO OUWVUNO £YYPAPO

TOU gpyaAgiou)

AopnR Tou atroAoyioHOU:
AvaTtpo@odOTNON OXETIKA ME TNV EPTTEIPIO TOU TranXVISIoU: Mia TTepiodog "wuxpaiyiag”
KATA TNV OTTOIa Ol HaBNTEC AvaoTOXALOVTAI OXETIKA PE TIG TIPWTES AVTIOPAOCEIG TOUG O0TO ER (BA.
TAV evotnTa " AtroAoyiopdg” Tou MAaiciou kail Tou OBIKOU XAPTN YIa TTEPICOOTEPES
AETTTOPEPEIEG).
AvaOoTOXOONOG OXETIKA JE TOUG OTOXOUG EKNAOBNONG TG YAwooag: Mia oulrjtnon GXETIKA
ME Ta emOIwKOpeEVa padnolakd atroteAéopara (Exouv emmiteuxBei ammd Toug pabnTég; MNoleg
TTPOKANOCEIG AVTIMETWTTIOAV;).
AvaOoTOXOONOG OXETIKA PE TOUG OTOXOUG YIA TIG KOIVWVIKEG B€810TNTEG: MIa ouliiTnon
TToU Ba Bonbroel Toug HaBbnTES va TTPOCdIOPICOUV TTOIEG DIATTPOCWTTIKES OEEIOTNTEC E¢AoKNTAV
(emKOIVWVia, OPAdIKN Epyacia, KPITIKH OKEWN K.ATT.).
MNpotdaoeig yia BeAtiwon: EmMTPEWTE TN CUPPBOAR TWV HOBNTWVY OXETIKA PE TO TTWG OPICPEVA
oToixeia Tou ER Ba ptropoucav va gival KaAUTEPA (aiviypaTa, gépn ToOu OEVAPIOU K.ATT.).
Zuutrépacpa: PwtoTe Toug pabntég av Ba eravaAdupavav Tnv eUTTEIpia, YETA TNV OTToia
MTTOpPEl va d0B¢i epyacia oTo oTTiTI yia va eTTIREPaIwOEi OTI 01 paBnolakoi oTdX0I £XoUuV

EMTEUXOEI.
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