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ROUTLEDGE GUIDES TO USING HISTORICAL SOURCES
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H d1GAeén dopyavovetar oto mAaicto Tov padnpatog ‘Science, Technology, Society:
Artificial Intelligence, Big Data, Telecommunications’ Tov AlGTUNUOTIKOV
[Tpoypappatoc Metantoylokdv Xmovdmv ‘Science, Technology, Society—Science
and technology Studies’ (Tunua Iotopiag xor ®1hocopiog g Emomung & Tunua
[TAnpoeopikrg kot Tniemkowoviov, EKIIA) kot tov padnupatog ‘lotopion g
[Minpopopikng ko tov Tniemkowvoviov’ (Tunua Iotopiog kot dlocoeiog g
Emomung & Tunuoa [TAnpoeopikrg ko Tniemkowoviov, EKIIA), ce cuvepyoasio pe
10 poypappe EU ERASMUSH ‘TETHICS GAME: A Serious Game for Innovative
Education in Ethics of Technology’.

[TAnpoopopieg: TéAng TOumag (tympas@phs.uoa.gr)




