The word “dreidel” means “to turn around” in Yiddish.
The four symbols on the dreidel represent the phrase
Nes gadol haya shgnwhich translates to “A great
miracle occurred there.” (Note: Dreidels used in Israel
have a different last letter that translates into “A great
miracle occurred herg)

The game is typically played with one dreidel and
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To make the game go faster, you can raise the amount
of units put in when a player spins Shin, and/or
increase the post-Gimmel contribution to two, three,
or more units per player.

When a player can no longer contribute any units
after landing on Shin, or after another player lands on
Gimmel, they are out of the game. The game is over
when there is only one player left with all of the pot.

Instructional S{rafegies

1. Describe the dreidel game and explain how to
play it.

2. Split the class into groups of 5 or 6 students. Hand
out an equal amount of currency to each player
(chocolate coins, tokens, etc.). Play the game until
there is a winner in each group.

3. After playing, have a class discussion about the
activity.

a. How did you like playing the game? What did
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For a complete look at the gambling literacy
competencies, as defined by the Canadian Institute
for Substance Use Research, see: https://www.uvic.
ca/research/centres/cisur/assets/docs/iminds/hs-

gambling-curriculum.pdf

Links 4o curricvlum

First Peoples’ principles of learning

v Learning is holistic, re exive, re ective,
experiential, and relational (focused on
connectedness, on reciprocal relationships, and a
sense of place)

v Learning requires exploration of one’s identity :]

v Learning is embedded in memory, history, and story

Social Studies K/1/2/3

v Stories and traditions about ourselves and our
families re ect who we are and where we are from

v Our communities are diverse and made of
individuals who have a lot in common

v People from diverse cultures and societies share
some common experiences and aspects of life

v Identify fair and unfair aspects of events, decisions,
or actions (in their lives) and consider appropriate
courses of action (ethical judgment)

v" Recognize causes and consequences of events,
decisions, or developments (in their lives) (causes
and consequence)

v Make value judgments about events, decisions, or
actions, and suggest lessons that can be learned
(ethical judgment)

v Explain why people, events, or places are
signi cant to various individuals and groups
(signi cance)
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