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The YMCA Youth Gambling Awareness  
Program (YGAP) has been raising youth 
awareness across the province of Ontario since 
1999!  
 
Our educational prevention programs raise 
youth awareness about gambling, 
healthy/active living and making informed 
decisions.  
 

Many researchers have concluded that there is 
a strong need for awareness-raising programs 
in school systems that discuss the potential 
risks associated with gambling, gaming and 
technology use.  

 
Gambling patterns can start as early as eight years 
old and can be established before an adolescent 
reaches high school. While most people gamble 
without developing problems, studies have shown 
that adolescents report significantly higher rates of 
problem gambling than adults.  
 
In response to this need, YGAP has developed a 

series of curriculum-based workshops for 

elementary, middle and high schools. Some of the 

topics discussed in our gambling awareness 

workshops include probability and randomness, 

stigma, mental health and addictions, financial 

literacy, media literacy, online safety, and harm 

reduction strategies. All our programs are free, 

interactive and educational! 

 
 
 

• For Grade 3 to 12 Classes 
 

• Based on Ministry of Education Requirements 
 

• Available in English and French 
 

• Hands-on, Interactive and Fun! 
 

• FREE 
 

 

 

For our directory of site locations  
across Ontario: 

 

1-877-525-5515  
ymcagta.org/gambling 

 



 
  
 

 

    

Elementary School Workshops Key Concepts Curriculum Links Timing 
 

What’s At Stake? 
Gambling Awareness for Grades 3 to 8 
An interactive workshop aimed to encourage students 
to explore the topic of gambling while determining the 
differences between playing games and gambling. 
Youth experience the consequences of winning and 
losing, experiment with probability, identify risks 
associated with gambling and learn how to stay safe 
and make informed decisions. 

• Definitions 

• Probability & randomness 

• Chance vs skill 

• Signs of risky behaviors 

• Problem solving  

• Healthy choices 

• Harm reduction strategies 

• Help, referrals & resources 

Mathematics 
Data Management & Probability 
 

Health & Physical Education 
Healthy Living 
 

Social Studies 
People and Environments 
 

Language 
Media Literacy 
Oral Communication 

40 - 75  
minutes 

Play It Safe 
Health & Physical Education for Grades 3 to 8 
Through a variety of physical activity and interactive 
games, this workshop aims at teaching positive decision 
making and healthy living skills focusing on youth 
gambling and related issues.  This presentation is to be 
conducted in a gymnasium or outside on a grass field. 

• Definitions 

• Chance vs skill 

• Risk & value 

• Signs of risky behaviors 

• Decision making 

• Healthy choices  

• Harm reduction strategies 

• Help, referrals & resources 

Health & Physical Education 
Healthy Living 
Movement Competence  
Active Living 
 

Mathematics 
Data Management & Probability 

40 - 75  
minutes 

Betting $ense  
Financial Literacy for Grades 4 to 8 
The Betting $ense workshop use an age-appropriate 
style, aimed to increase students’ awareness of the risks 
involved in gambling and the importance of making 
informed financial decisions. Through a series of 
activities, students will be invited to explore personal 
finances, budgeting and money management. 

• Definitions 

• Financial literacy  

• Budgeting 

• Media influence 

• Wise consumer tips 

• Money management tips  

• Decision making and healthy 
choices 

• Help, referrals & resources 

Mathematics  
Data Management & Probability   
 

Health & Physical Education 
Healthy Living 
 

Language  
Media Literacy 
Oral Communication 

60 - 75  
minutes 

Game-Bling: When Gaming Meets Gambling  

Technology for Grades 6 to 8 
An interactive workshop that explores the blurred 
boundaries between online gaming and gambling. 
Through interactive games, participants explore the 
connections between technology and gaming/gambling, 
risks associated with online gaming as well as strategies 
to make safe and healthy decisions when dealing with 
this rapidly expanding industry. 

• Technological trends 

• Benefits & risks of technology 

• Impacts of technology on 
gaming & gambling 

• Signs of problematic behaviors 

• Harm reduction strategies 

• Help, referrals & resources 

Health & Physical Education  
Healthy Living 
 

Language 
Media Literacy 
Oral Communication 
 

Mathematics 
Data Management & Probability 

60 - 75  
minutes 

Media Impact  
Media Literacy for Grades 6 to 8  
This media & digital literacy workshop aims to 
develop/enhance critical in relationship to the media and 
advertising. This multimedia workshop provides 
opportunity to view, analyze and discuss a wide variety 
of media content, including gambling advertisements, 
public service announcements and YouTube videos and 
invites participants to question the objective and impact 
of media content and advertisements. 

• Definitions 

• Media impact & influence 

• Critical  thinking 

• Gambling in the media 

• Understanding the risks 

• Harm reduction strategies 

• Help, referrals & resources 

Language 
Media Literacy 
Oral Communication  
 
Health & Physical Education 
Healthy Living 

60 - 75  
minutes 

 
  



 
  
 

 

 

    

High School Workshops Key Concepts Curriculum Links Timing 
 

What’s at Stake?  
Gambling Awareness for Grades 9 to 12 
An interactive workshop that encourages participants to 
explore the concept of gambling through investigation into 
odds and randomness and the impact they have on winning 
and losing. Individuals learn about the various traditional and 
new forms of gambling, while gaining relevant knowledge in 
relation to harm reduction and making informed and healthy 
choices. 

• Definitions 

• Chance vs skill 

• Probability & randomness 

• Progression of problem 
Gambling 

• Warning signs 

• Harm reduction strategies 

• Help, referrals & resources 

Health & Physical Education 
Healthy Living 
Mathematics 
Number Sense and Numeration 
Data Management & Probability   
Guidance & Career Education 
Careers Studies  
English  
Media Studies 

60 - 75  
minutes 

Betting $ense  
Financial Literacy for Grades 9 to 12 
Through a series of activities and discussions, participants 
explore the fundamentals of financial literacy, budgeting, 
spending, borrowing and saving as they relate to gambling. 
This workshop aims to enhance participants’ awareness of 
the financial risks and implications of gambling and dispel 
myths about money and gambling. It invites participants to 
apply informed decision making and critical thinking skills in 
games of chance and explore the concepts of needs vs. 
wants, comparison shopping and being a wise consumer as 
they relate to responsible gambling. 

• Definitions 

• Financial literacy 

• Budgeting 

• Needs vs wants 

• Media influence 

• Wise consumer tips 

• Money management tips 

• Harm reduction strategies 

• Help, referrals & resources 

Mathematics 
Data Management & Probability 
Guidance & Career Education 
Careers Studies 
Health & Physical Education 
Healthy Living 
Social Sciences & Humanities 
Family Studies  
English 
Media Studies 

60 - 75  
minutes 

Media Impact  
Media Literacy for Grades 9 to 12 
This media & digital literacy workshop aims to 
develop/enhance critical in relationship to the media and 
advertising. This multimedia workshop provides opportunity 
to view, analyze and discuss a wide variety of media content, 
including gambling advertisements, public service 
announcements and YouTube videos and invites participants 
to question the objective and impact of media content and 
advertisements. 

• Definitions 

• Media impact & influence 

• Critical thinking 

• Gambling in the media 

• Public service 
announcements 

• Understanding the risks 

• Harm reduction strategies 

• Help, referrals & resources 

English 
Oral Communication 
Media Studies 
 

Business 
Marketing 
 

Health & Physical Education 
Healthy Living 

60 - 75  
minutes 

Game-Bling: When Gaming Meets Gambling  
Technology for Grades 9 to 12 
The Game-bling workshop aims to develop and enhance 
critical thinking by exploring the impact of technology on the 
gambling market, the blurred lines between gaming and 
gambling and underage ‘gambling’ opportunities (skin 
betting, loot crates, e-sports, etc. ). In this workshop, warning 
signs of problematic behaviors (including excessive video 
gaming and technology use) are discussed. Harm reduction 
strategies and support resources are provided. 

• Technological trends 

• Impacts of technology on 
gaming & gambling 

• Virtual currency 

• Dopamine & the brain 

• Excessive technology use  

• Online risks 

• Harm reduction strategies 

• Help, referrals & resources 

Computer Studies 
Topics in Computer Science 
Computers & Society 
Health & Physical Education 
Healthy Living 
Guidance & Career Education 
Careers Studies 
Social Sciences and Humanities 
Psychology, Sociology & 
Anthropology 

60 - 75  
minutes 

Stigma & Gambling 
Mental Health for Grades 9 to 12 
This workshop is designed to address the stigma surrounding 
gambling and possible harm related to gambling. It explores 
the myths, misconceptions, assumptions and feelings 
towards people experiencing problems with gambling and 
the impact of stigma on help seeking behaviors. This 
workshop aims at lowering public stigma and increasing 
positive attitudes towards treatment by addressing the 
nature of gambling as an addiction.  The presentation 
facilitates discussions on language, attitudes and behaviors 
towards people with    gambling problems, as well as ways 
we can help to break stigma and support recovery. 

• Definitions 

• Myths & misconceptions 

• Stigma  

• Progression of addiction 

• Treatment & recovery 

• Reducing stigma 

• Harm reduction strategies 

• Help, referrals & resources 

Social Sciences and Humanities 
Psychology, Sociology & 
Anthropology 
 

Health & Physical Education 
Healthy Living 
 

Guidance & Career Education 
Careers Studies 

60 - 75  
minutes 



 
  
 

 

 

 
 
 
 
 
 
 

 
In this interactive workshop, students are invited to explore the subject of gambling and to distinguish between 
playing games for fun and risking something of value when gambling. Students learn the consequences of gains 
and losses by performing probability experiments. Participants gain relevant knowledge related to making 
healthy choices through informed decisions while participating in hands-on activities which are directly linked 
to the Ontario Curriculum. 
  

WORKSHOP OUTLINE  

 
1. Gambling Awareness 

- Identify examples of gambling (e.g., card games, betting with friends, Pokémon, online games and apps, etc.) 
- Explore the difference between playing for fun and risking something of value when gambling 

2. Probabilities, Randomness and Chance 
- Carry out probability experiments and compare results 
- Predict and describe the probability at which certain events occur 
- Compare and contrast the probability of different events occurring 
- Discuss luck and randomness 

3. Harm Reduction Strategies & Healthy Choices 
- Identify and give examples of healthy choices and harm reduction strategies (e.g., don’t gamble with anything you 

don’t want to lose, set a time limit, keep doing other activities you enjoy, etc.) 
4. Getting Help, Referral Information and Resources 

- Identify people and community agencies that support making healthy choices (e.g., parents, teachers, kids help 
phone, etc.) 

 

CURRICULUM LINKS 

 
Mathematics  

• Students will actively explore situations by experimenting with and simulating a variety of probability models 

• Demonstrate, through investigation, an understanding of fairness in a game and relate this to the occurrence of equally 
likely outcome 

• Predict the outcome in various probability experiments and games, explaining reasoning, conducting these 
experiments and comparing the results with their predictions 

• Represent, using fractions, the probability that events will occur in simple games and probability experiments 

• Express theoretical probability as a ratio of the number of favorable outcomes to the total number of possible 
outcomes, where all outcomes are equally likely 

• Report on real-world applications of probabilities  

Gambling Awareness Workshop for Grades 3 to 8 



 
  
 

 

 
Social Studies 

• Develop the ability to use the “concepts of disciplinary thinking” to investigate issues, events, and developments 

• Develop the ability to determine and apply appropriate criteria to evaluate information and evidence and to make 
judgements 

• Develop skills and personal attributes that are needed for discipline-specific inquiry and that can be transferred to 
other areas in life 

• Build collaborative and cooperative working relationships 
 
Health and Physical Education 

• Workshop allows students to make connections that relate to health and well-being, how their choices and behaviors 
affect both themselves and others, and how factors in the world around them affect their own and others’ health and 
well-being 

 
Language 

• Students will read and demonstrate an understanding of a variety of literary, graphic, and informational texts, using a 
range of strategies to construct meaning 

• Students will listen in a variety of settings in order to understand and respond appropriately for a diverse number of 
situations 

 

  



 
  
 

 

 
 

 
 
 
 
 
 
 
 

 
Through a variety of physical activity and team challenges, we aimed at teaching positive decision making and 
healthy living skills focusing on youth gambling and related issues.  This workshop is to be conducted in a 
gymnasium or outside on a grass field.  
 

WORKSHOP OUTLINE 

 
1. Gambling Awareness 

- Identify examples of gambling (e.g., card games, betting with friends, Pokémon, online games and apps, etc.) 
- Complete a relay race to piece together the definition of gambling 
- Explore the difference between playing for fun and risking something of value when gambling 

2. Games of Skill versus Games of Chance 
- Complete a skill-based activity (i.e.: a small scrimmage of a sport) and a chance-based activity (including aspects 

of randomness) followed with a discussion and debrief about each activity 
- If time allows, complete a challenge that incorporates aspects of both chance and skill 

5. Harm Reduction Strategies & Healthy Choices 
- Discuss the risk associated with gambling and other risky activities 
- Thinking about the consequences of their decisions for themselves and others  
- Identify and give examples of healthy choices and harm reduction strategies (e.g., don’t gamble with anything you 

don’t want to lose, set a time limit, keep doing other activities you enjoy, etc.) 
6. Getting Help, Referral Information and Resources 

- Identify people and community agencies that support making healthy choices (e.g., parents, teachers, kids help 
phone, etc.) 

 

CURRICULUM LINKS 

 
Health and Physical Education  

• Knowledge is integrated with the development of a variety of living skills that help students make and maintain healthy 
choices 

• By using problem-solving, decision-making, and assertiveness skills effectively, learners can select healthy behaviors 
based on accurate information 

• Participate actively and regularly in a wide variety of physical activities, and demonstrate an understanding of factors 
that encourage lifelong participation in physical activity 

• Perform movement skills, demonstrating an understanding of the basic requirements of the skills and applying 
movement concepts as appropriate, as they engage in a variety of physical activities 

 

Health & Physical Education Workshop for Grades 3 to 8 

 



 
  
 

 

 
Mathematics  

• Demonstrate, through investigation, an understanding of fairness in a game and relate this to the occurrence of equally 
likely outcome 

• Predict the outcome in various probability/odds experiments and games, explaining reasoning, conducting these 
experiments and comparing the results with their predictions 

• Report on real-world applications of probabilities  
 
Social Studies 

• Develop the ability to use the “concepts of disciplinary thinking” to investigate issues, events, and developments 

• Develop the ability to determine and apply appropriate criteria to evaluate information and evidence and to make 
judgements 

• Develop skills and personal attributes that are needed for discipline-specific inquiry and that can be transferred to 
other areas in life 

• Build collaborative and cooperative working relationships 
 
Language 

• Emphasis on opportunities to engage in oral activities such as brainstorming, discussing strategies for problem solving, 
debating issues, presenting and defending ideas, and offering critiques of the ideas of others 

 
 
  



 
  
 

 

 
 
 
 
 
 
 
 
 
 
 
 
 

This interactive financial literacy workshop is designed to increase students’ awareness of the risks involved in 
gambling and the importance of making informed financial decisions. Through a series of activities, students will 
be invited to explore personal finances, budgeting and money management.  
 

WORKSHOP OUTLINE 

 
1. Gambling Awareness 

- Explore gambling, gambling trends, risking things of value and probability of winning versus losing 
- Identify the difference between playing games for fun and risking money or things of value when betting 
- Analyze factors that lead youth to participate in gambling activities (e.g., pleasure, excitement, to make money, 

the impact of media and advertising, etc.) 
2. Financial Literacy 

- Explore the relationship between gambling and finances 
- Discuss financial literacy and why it is important 

3. Making Informed Financial Decisions  
- Develop a budget: Back to School Activity 
- Think critically on and discuss the difference between needs and wants and how this can effect finances 
- Apply decision-making skills in regards to needs and wants 
- Use critical thinking to identify and recognize different advertisement techniques and sales tactics  
- Discuss strategies to manage and save money 

4. Harm Reduction Strategies & Healthy Choices 
- Identify risks involved in gambling 
- Understand financial implications of gambling and dispel myths/beliefs about money and gambling 
- Communicate harm reduction strategies 

5. Getting Help, Referral Information and Resources 
- Share resources and support services available in the community with regards to finances, addiction, mental 

health and problem gambling 
- Discover free resources and apps to learn about financial literacy and financial decision making 

 

CURRICULUM LINKS 

 
Mathematics 

• Workshop involves solving problems involving the addition and subtraction of single and multi-digit whole numbers 

• Read, represent and compare various money amounts 

Financial Literacy Workshop for Grades 4 to 8 



 
  
 

 

• Predict the results of a simple probability experiment, then conduct the experiment and compare the prediction to the 
results 

• Represent as a fraction the probability that specific outcomes will occur in a simple probability experiment 

• Demonstrate an understanding of relationships involving percentages and ratio 
  

Health and Physical Education 

• Workshop allows students to make connections that relate to health and well-being, how their choices and behaviors 
affect both themselves and others, and how factors in the world around them affect their own and others’ health and 
well-being 

 

Social Studies 

• Develop the ability to use the “concepts of disciplinary thinking” to investigate issues, events, and developments 

• Develop the ability to determine and apply appropriate criteria to evaluate information and evidence and to make 
judgements 

• Develop skills and personal attributes that are needed for discipline-specific inquiry and that can be transferred to 
other areas in life 
 

Language 

• Students will read and demonstrate an understanding of a variety of literary, graphic, and informational texts, using a 
range of strategies to construct meaning 

• Students will listen in a variety of settings in order to understand and respond appropriately for a diverse number of 
situations 
 

 

 

  
 
 
 
 
 
 
 
 
 
 

  



 
  
 

 

 
 
 
 
 
 
 
 
 
 
 
 
This interactive workshop explores the blurred boundaries between online gaming and gambling. Through 
discussion and investigation, students will explore a number of risks associated with online gaming and 
gambling, as well as strategies to make safe and healthy decisions when dealing with this rapidly expanding 
industry. 
 

WORKSHOP OUTLINE 

 
1. Technologies & Canadian Youth 

- Explore the prevalence of technology use amongst Canadians 
- Discuss the benefits and risks of using technology 
- Investigate how technology has changed the world we live in and how we can interact  
- Examine how gaming and gambling are closely linked 

2. Understanding the Freemium Model 
- Complete a hands-on activity to understand how Freemium games work  
- Freemium: a business model in which a product is given away for free but it includes options to pay to unlock 

new features or progress further 
3. Virtual Currency  

- Understand what virtual currency is  
- Discuss how easily it is to transfer real-world funds for online use and the risks involved 

4. Harm Reduction Strategies & Healthy Choices: Using Technology Responsibly & Safely 
- Explore the ESRB rating for popular video games and apps and discuss its importance  
- Complete a mind map connecting risky behaviors (e.g., underage gambling, fraud, oversharing information, 

playing to avoid problems, etc.) with appropriate harm reduction strategies 
5. Getting Help, Referral information & Resources 

- Identify people and community agencies that support making healthy choices (e.g., parents, teachers, kids help 
phone, etc.) 

- Discover free resources to learn more about using technology responsibly and safely 
 

CURRICULUM LINKS 

 
Social Studies 

• Explain how various influences contribute to an individual’s psychological development 

• Explain why behavior varies depending on context and on the individuals involved 

• Identify strategies for coping with the psychological stress of technological change on the individual 
 

When Gaming Meets Gambling for Grades 6 to 8 



 
  
 

 

Health and Physical Education 

• Demonstrate the ability to apply health knowledge and living skills to make reasoned decisions and take appropriate 
actions relating to their personal health and well-being 

• Demonstrate the ability to make connections that relate to health and well-being – how their choices and behaviors 
affect both themselves and others, and how factors in the world around them affect their own and others’ health and 
well-being 

• Demonstrate an understanding of resilience and related protective and risk factors, and explain how these can affect 
choices related to substance use and addictions 

• Describe social factors that may influence substance use or behaviors leading to addictions, and explain how decision-
making and communication skills can be used to respond effectively to these influences 

 
Mathematics  

• Students will actively explore situations by experimenting with and simulating a variety of probability models 

• Demonstrate, through investigation, an understanding of fairness in a game and relate this to the occurrence of equally 
likely outcome 

• Predict the outcome in various probability experiments and games, explaining reasoning, conducting these 
experiments and comparing the results with their predictions 
 

  



 
  
 

 

 
 
 
 
 
 
 
 
 
 
 
 
 

This media & digital literacy workshop aims to develop/enhance critical in relationship to the media and 
advertising. This multimedia workshop provides opportunity to view, analyze and discuss a wide variety of 
media content, including gambling advertisements, public service announcements and YouTube videos and 
invites participants to question the objective and impact of media content and advertisements. 
  

WORKSHOP OUTLINE 

 
1. Media Literacy  

- Define media, advertisement, media literacy and critical thinking 
- Explore the role of media in influencing perceptions 

2. Analyze Gambling Media Texts 
- Explore themes used in gambling advertisements 
- Discuss the impact of gambling advertisements on attitudes and behaviours 
- Critically review the way gambling is portrayed in comparison to its reality 
- Analyze a gambling advertisement based on the media literacy key concepts 
- Analyze a public service announcement about youth gambling based on the media literacy key concepts 

3. Social Media and Its Influence on Youth 
- Discuss social media ‘Influencers’ 
- Explore the increase prominence of ‘Influencer marketing’ trends including mystery boxes and underage gambling 

opportunities 
4. Harm Reduction Strategies & Healthy Choices 

- Discuss screen time, ad blockers and false news 
- Explore strategies to verify credibility of content on social media platforms and encourage critival thinking before 

sharing content 
- Discuss strategies to reduce the risks of developing a gambling problem 

5. Getting Help, Referral Information and Resources 
- Identify people and community agencies that support making healthy choices (e.g., parents, teachers, kids help 

phone, etc.) 
 

CURRICULUM LINKS 

 
Language 

• Demonstrate an understanding of appropriate listening behaviour by adapting active listening strategies to suit a 
variety of situations, including work in groups 

Media Literacy Workshop for Grades 6 to 8 



 
  
 

 

• Demonstrate an increasingly sophisticated understanding of appropriate speaking behaviour in a variety of situations, 
including paired sharing, dialogue, and small- and large-group discussions 

• Demonstrate an understanding of a variety of media texts 

• Identify some media forms and explain how the conventions and techniques associated with them are used to create 
meaning 

• Identify the conventions and techniques used in a variety of media forms and explain how they help convey meaning 
and influence or engage the audience 

• Identify who produces various media texts and determine the commercial, ideological, political, cultural, and/or artistic 
interests or perspectives that the texts may involve 

 
Health and Physical Education 

• Applying decision-making strategies to make healthy choices about behaviors and the use of various substances in 
ways that could lead to dependencies, identifying factors that should be considered 

• Knowledge is integrated with the development of a variety of living skills that help students make and maintain healthy 
choices 

• Analyze the personal and societal implications of issues related to substance use and addictive behaviors 

• By using problem-solving, decision-making, and assertiveness skills effectively, learners can select healthy behaviors 
based on accurate information 

• Identifying people and community resources that can provide support when dealing with choices or situations involving 
substance use and addictive behaviors 

 
  



 
  
 

 

 

 
 
 
 
 
 
 
 
 

 
An interactive workshop that encourages young adults to explore the concept of gambling through investigation 
into odds and randomness and the impact they have on winning and losing. Individuals gain relevant knowledge 
in relation to harm reduction and making informed and healthy choices.  
 

WORKSHOP OUTLINE 

 
1. Definition of Gambling 

- Identify examples of gambling (e.g., card games, lottery, sports betting, online games and gambling, etc.) 
- Explore the difference between playing a game of skill and a game of chance 
- Analyze the factors that lead adolescents to participate in games of chance and gambling (e.g., pleasure, 

excitement, to make money, advertising, etc.) 
2. Probabilities and Randomness 

- Carry out probability experiments and compare results 
- Demonstrate an understanding of probability and decision making 
- Distinguish between facts and erroneous beliefs about games and gambling 

3. Problem Gambling 
- Analyze and contrast low-risk gambling and harmful gambling 
- Analyze the factors that contribute to harmful gambling  
- Assess the consequences related to problem gambling on the individual, the family and the community 
- Define and discuss terminology including problem gambling, addiction and pathological gambling 

4. Harm Reduction Strategies & Healthy Choices 
- Explain strategies to reduce the risk of developing a gambling problem 
- Explain and develop an understanding of the importance of making good choices 

5. Getting Help, Referral Information and Resources  
- Identify resources in the school and community that offer help and information 

- Share and discover resources and support services available in the community with regards to addiction, mental 

health and problem gambling   

 

CURRICULUM LINKS 

 
Health and Physical Education 

• Use appropriate decision-making and conflict resolution skills to achieve goals related to personal health 

• Demonstrate, in a variety of settings, the knowledge and skills that reduce risk to personal safety 

• Analyze and identify issues in society related to sports and physical activities such as sports betting and wagering  
 
Mathematics 

Gambling Awareness Workshop for Grades 9 to 12 



 
  
 

 

• Students will actively explore situations by experimenting with and simulating a variety of probability models 

• Conducting probability experiments and compare the prediction with the results 
 
Guidance and Career Education 

• Develop knowledge, skills, and strategies that can smooth the transition between different stages and roles in life 

•  Develop their ability to make effective decisions, set goals, plan, act on plans, and evaluate and modify plans in 
response to changes 

 
Social Sciences and Humanities 

• Emphasis on learning to evaluate different points of view and examining information critically to solve problems and 
make decisions on a variety of issues 

 
Computer Studies 

• Students are encouraged to become critical and innovative thinkers, able to question, understand, and respond to the 
implications of technological innovation 

• Investigate and analyze ethical issues related to the use of computers and describe safeguards for preventing the 
unethical use of computers (e.g., effective passwords, software piracy, secure websites, firewalls, cyberbullying) 

• Explain key aspects of the impact that emerging technologies have on society 
 
English 

• Emphasis on opportunities to engage in oral activities such as brainstorming, discussing strategies for problem solving, 
debating issues, presenting and defending ideas, and offering critiques of the ideas of others 

 

  



 
  
 

 

 
 
 
 
 
 
 
 
 
 
 
This interactive financial literacy workshop is designed to increase students’ awareness of the risks involved in 
gambling, the importance of financial literacy and making informed financial decisions. Through a series of 
activities and discussions, students will be invited to explore issues regarding their own personal finances and 
future finances, related to budgeting, spending, borrowing and saving. 
 

WORKSHOP OUTLINE 

 
1. Gambling Awareness 

- Explore gambling, gambling activities, things of value and odds/probability of winning versus losing  
- Identify the difference between playing games for fun and betting 
- Analyze factors that lead youth to participate in gambling activities (e.g. pleasure, excitement, to make money, 

escape from reality, advertising, etc.)  
2. Financial Literacy 

- Explore the relationship between gambling and finances 
- Discuss financial literacy and why it is important 
- Understand the fundamentals of financial literacy 
- Consider various means to protect one’s assets and make responsible financial decisions 

6. Making Informed Financial Decisions  
- Study the budget of a student attending post-secondary education (university or college) 
- Apply decision-making skills in regards to needs and wants 
- Discuss strategies to manage money and how to balance a budget effectively 
- Use critical thinking to identify and recognize different advertisement techniques and sales tactics  

3. Responsible Gambling  
- Use critical thinking to identify and recognize different advertisement techniques and sales tactics 
- Identify risks involved in gambling 
- Understand financial implications of gambling and dispel myths/beliefs about money and gambling 
- Communicate harm reduction strategies 

4. Responsible Financial Planning 
- Discuss and explore various methods to manage money appropriately, keeping an eye both on day to day 

spending as well as short and long term financial goals 
- Discuss spending diaries, smart shopping, wants/needs, bank accounts 
- Explore the impact of technology on financial literacy, considering banking apps, money-saving programs, etc. 

5. Getting Help, Referral Information and Resources  

- Share resources and support services available in the community with regards to finances, addiction, mental 

health and problem gambling   
- Discover free resources and apps to learn about financial literacy and financial decision making 

Financial Literacy Workshop for Grades 9 to 12 



 
  
 

 

 

CURRICULUM LINKS 

 
Business Studies 

• Workshop will identify an understanding of how businesses and advertisements respond to needs, wants, supply, and 
demand 

• Workshop will establish an understanding of income and spending issues facing individuals 

• Workshop will analyze the role and importance of credit in personal finance 
 

Guidance and Careers Education 

• Analyze the importance of personal management skills in school, work, and daily life  

• Identify the numeracy strategies required for calculation and estimation, and use them effectively to manage money, 
to work with schedules and budgets, to analyze data, and to measure and make numerical calculations using real 
workplace materials in school, in the community, or in real or simulated workplace settings 

• Describe a process for problem solving and use it effectively in challenging situations in school or in the community 
 

Health and Physical Education 

• Workshop gives students the opportunity to demonstrate the ability to apply health knowledge and living skills to make 
reasoned decisions and take appropriate actions relating to their personal health and well-being 

• Workshop gives students the opportunity to demonstrate the ability to make connections that relate to health and 
well-being – how their choices and behaviors affect both themselves and others, and how factors in the world around 
them affect their own and others’ health and well-being 

 
Mathematics 

• Workshop allows students to demonstrate an understanding of the factors and methods involved in making and 
justifying informed purchasing decisions 

• Gather and interpret information about credit ratings, and describe the factors used to determine credit ratings and 
the consequences of a good or bad rating 

 
Social Sciences and Humanities 

• Explore a variety of topics related to individual and family needs and resources 

• Students have the opportunity to describe strategies for making informed and responsible consumer decisions 

• Students have the opportunity to practice an understanding of how to make sound purchase decisions in everyday 
situations 

• Identify resources within their community that are available to support the needs of individuals and families 
 
  



 
  
 

 

 
 
 
 
 
 
 
 
 
 
 
 
This media & digital literacy workshop aims to develop/enhance critical in relationship to the media and advertising. This 
multimedia workshop provides opportunity to view, analyze and discuss a wide variety of media content, including 
gambling advertisements, public service announcements and YouTube videos and invites participants to question the 
objective and impact of media content and advertisements. 
 

WORKSHOP OUTLINE 

 
1. Media Literacy  

- Define media, advertisement, media literacy and critical thinking 
- Explore the role of media in influencing perceptions 

2. Analyze Gambling Media Texts 
- Explore themes used in gambling advertisements  
- Discuss the impact of gambling advertisements on attitudes and behaviours 
- Critically review the way gambling is portrayed in comparison to its reality 
- Analyze a gambling advertisement based on the media literacy key concepts 
- Analyze a public service announcement about youth gambling based on the media literacy key concepts 

3. Social Media and Its Influence on Youth 
- Discuss social media ‘Influencers’ 
- Explore the increase prominence of ‘Influencer marketing’ trends including mystery boxes and underage gambling 

opportunities 
4. Harm Reduction Strategies & Healthy Choices 

- Discuss screen time, ad blockers and false news 
- Explore strategies to verify credibility of content on social media platforms and encourage critical thinking before 

sharing content 
- Discuss strategies to reduce the risks of developing a gambling problem 

5. Getting Help, Referral Information and Resources 
- Share and discover resources and support services available in the community with regards to addiction, mental 

health and problem gambling   
 

CURRICULUM LINKS 

 
English 

• Demonstrate an understanding of appropriate listening behaviour by adapting active listening strategies to suit a 
variety of situations, including work in groups 

Media Literacy Workshop for Grades 9 to 12 



 
  
 

 

• Demonstrate an increasingly sophisticated understanding of appropriate speaking behaviour in a variety of situations, 
including paired sharing, dialogue, and small- and large-group discussions 

• Demonstrate an understanding of a variety of media texts 

• Identify some media forms and explain how the conventions and techniques associated with them are used to create 
meaning 

• Identify the conventions and techniques used in a variety of media forms and explain how they help convey meaning 
and influence or engage the audience 

• Identify who produces various media texts and determine the commercial, ideological, political, cultural, and/or artistic 
interests or perspectives that the texts may involve 

 
Business (Marketing) 

• Summarize the factors that motivate a customer to purchase a product 

• Assess the effectiveness of various advertising media and tools 

• Describe how evolving information technologies are used to influence, inform, and motivate consumers  

• Explain how emerging information technologies have affected the dynamic nature of marketing and stimulated the 
rate of change in marketing strategies 

• Explain the need for firms to demonstrate good corporate citizenship and organizational ethics in their day-to-day 
marketing practices 

• Identify examples of businesses that include corporate social responsibility as a component of their marketing 
philosophy 

  



 
  
 

 

 
 
 
 
 
 
 
 
 
 
 
 

This interactive workshop explores how technology has changed the gambling market, the blurred boundaries 
between online gaming and gambling. Through discussion and investigation, students will explore a number of 
risks associated with online gaming and gambling, as well as strategies to make safe and healthy decisions when 
dealing with this rapidly expanding industry. 
 

WORKSHOP OUTLINE 

 
1. Technologies & Canadian Youth 

- Explore the prevalence of technology use amongst Canadians 
- Discuss the benefits and risks of using technology 

2. How Gambling & Gaming are Related   
- Investigate how technology has changed the gaming & gambling markets  
- Discuss how the gaming industry has incorporated gambling elements to increase profit margins, while the 

gambling industry is using gaming interphases to appear more visually appealing to younger demographics  
- Examine the blurred lines between gaming and gambling with social apps, eSports & Daily Fantasy Sports 

3. Brain Development, Dopamine & Addiction 
- Explore the brain’s development and the impact on risk taking behaviors 
- Examine dopamine in the brain and its effects on gaming/gambling behaviours 

3. Understanding the Freemium Model 
- Complete an activity to explore the effects of the Freemium model (a business model in which a product is given 

away for free but it includes options to pay to unlock new features or progress further) 
4. Virtual Currency  

- Understand what virtual currency is  
- Discuss how easily it is to transfer real-world funds for online use and the risks involved 

5. Harm Reduction Strategies & Healthy Choices: Using Technology Responsibly & Safely 
- Discuss risky behaviors (e.g., underage gambling, fraud, oversharing information, playing to avoid problems, etc.) 

with appropriate harm reduction strategies  
- Learn how problem gambling/gaming can affect people differently 
- Examine potential signs of problematic behaviors (psychological, physical, emotional and financial) 

6. Getting Help, Referral information & Resources 
- Share resources and support services available in the community with regards to addiction, mental health and 

problem gambling   
- Discover free resources and apps to learn more about using technology responsibly and safely 
 
 
 

When Gaming Meets Gambling for Grades 9 to 12 



 
  
 

 

CURRICULUM LINKS 

 
Social Sciences and Humanities 

• Analyze the role of the mass media in influencing individual and group behavior 

• Explain why behavior varies depending on context and on the individuals involved 

• Evaluate the social impact of new technologies (e.g., new reproductive technologies, the Internet) on family structure 
and dynamics 

 
Computer Studies 

• Describe how portable computing devices affect our everyday lives 

• Explain how emerging technologies can affect personal rights and privacy 

• Describe some emerging technologies and their implications for, and potential uses by, various members of society 
 

Guidance and Careers Education 

• Analyze the importance of personal management skills in school, work, and daily life  

• Describe a process for problem solving and use it effectively in challenging situations in school or in the community 
 
Health and Physical Education 

• Workshop gives students the opportunity to demonstrate the ability to apply health knowledge and living skills to make 
reasoned decisions and take appropriate actions relating to their personal health and well-being 

• Workshop gives students the opportunity to demonstrate the ability to make connections that relate to health and 
well-being – how their choices and behaviors affect both themselves and others, and how factors in the world around 
them affect their own and others’ health and well-being 

• Demonstrate an understanding of resilience and related protective and risk factors, and explain how these can affect 
choices related to substance use and addictions 

• Describe social factors that may influence substance use (e.g., use of prescription drugs, alcohol, tobacco, chewing 
tobacco, nutritional supplements, performance-enhancing drugs) or behaviors leading to addictions (e.g., gambling; 
video, Internet, or computer gaming; eating disorders), and explain how decision-making and communication skills can 
be used to respond effectively to these influences 

  



 
  
 

 

 
 
 
 
 
 
 
 
 
 

 
This workshop is designed to address the stigma surrounding gambling and possible harm related to gambling. 
It explores the myths, misconceptions, assumptions and feelings towards people experiencing problems with        
gambling and the impact of stigma on help seeking behaviors. Stigma and Gambling is a module aimed at 
lowering public stigma and increasing positive attitudes towards treatment by addressing the nature of 
gambling as an     addiction.  The presentation facilitates discussions on language, attitudes and behaviors 
towards people with    gambling problems, as well as ways we can help to break stigma and support recovery. 
  

WORKSHOP OUTLINE 

 
1. Gambling Awareness 

- Explore the ideas of neutrality, balance and harm reduction  
- Discuss the prevalence of problem gambling amongst youth, young adults and the general population 

2. Stigma 
- Address stigma by defining it clearly 
- Reflect on how stigma and stereotypes are generated and how they can lead to discrimination  
- Gain a better understanding of the negative and harmful effects of stigma  

3. Stigma and Gambling 
- Recognize that anyone can be affected by mental health and gambling problems and understand that everyone’s     

experience is different 
- Read the personal stories of individuals who have been affected by problem gambling and have recovered 
- Discuss and reflect on the causes, characteristics and consequence of stigma on people who have experienced        

gambling problems 
4. Reducing Stigma and Supporting People with Gambling Problems 

- Identify warning signs and understanding how to respond to them 
- Communicate strategies to reduce stigma and support people with mental health and gambling problems (e.g., 

using respectful language, educating yourself and others, being kind, being a good listener, talking about it, etc.) 
5.  Getting Help, Referral Information and Resources  

- Share and discover resources and support services available in the community with regards to mental health and 

gambling problems   
 

CURRICULUM LINKS 

 
Social Sciences and Humanities 

• Explain why behavior varies depending on context and on the individuals involved 

• Assess the role of stereotyping as a barrier to full participation in society 

Mental Health Workshop for Grades 9 to 12 



 
  
 

 

  
Guidance and Careers Education 

• Describe a process for problem solving and use it effectively in challenging situations in school or in the community 

 
Health and Physical Education  

• Demonstrating an understanding of a variety of mental illnesses and addictions (gambling, gaming, or Internet 
addictions), their causes and manifestations, and their effects on personal health and well-being  

• Describing factors that contribute to the stigmatization of mental illness and identify strategies that could be used to 
reduce stigma in their local community   

• Demonstrate the ability to apply decision-making, assertiveness, and refusal skills to deal with pressures pertaining to 
gambling or other behaviors that could later lead to addiction 

• Demonstrate an understanding of resilience and related protective and risk factors, and explain how these can affect 
choices related to substance use and addictions  

• Describe social factors that may influence substance use or behaviors leading to addictions and explain how decision-
making and communication skills can be used to respond effectively to these influences 

  

 
  



 
  
 

 

 

 

 

  

Youth Engagement Initiatives 
Youth driven initiatives are key in promoting youth 
expression and community action related to gambling 
awareness. With a very impactful peer-to-peer model, 
Youth Engagements have become one of the staple 
elements of YGAP over the years.  
 

  

 

 

 

 

 
Community Involvement Events 
Partnerships and collaboration with community 
organizations to plan and implement events designed to 
promote community awareness and involvement in  
issues related to youth gambling. 

 

  
 
 
 
 
 
 
 
 

 
Prevention Begins with Awareness  
Workshop designed for parents, teachers, and adults 
involved in young people’s lives  
Learn more about the changing world of gambling and 
the risk to young people. Youth today are growing up in 
a society where gambling is legalized, easily accessible, 
actively promoted, glamourized and generally presented 
as harmless entertainment.  

 

  

 
Advisory Committee 
YGAP Advisory Committee is an integral part of YGAP 
across the province. Committee members are volunteers 
who work cooperatively with the YGAP Youth Outreach 
Worker by offering advice on areas such as potential 
networking and partnership opportunities, information 
about the local community and gambling trends, 
feedback on activities to be included in workshops, and 
helping to raise awareness of the program in the 
community.   
 

  

Additional Opportunities to get INVOLVED! 



For our directory of site locations across Ontario: 

1-877-525-5515 or ymcagta.org/gambling

To book a presentation contact: Michelle Parks
Youth Gambling Awareness Coordinator    
519-381-8100
michelle.parks@swo.ymca.ca

Online Registration 

www.youthbet.com/workshop-options 

Follow Us:  YGAP.PSJJ YGAPOntario

We offer a variety of education workshops for Grade 3 to 12 classes based 
on Ministry of Education requirements. Our programming is available in 
English and French. All our workshops are free, hands-on, interactive and 
fun! 

http://www.youthbet.com/workshop-options

