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Toldot lemg on a Prayer

Concrete Concepts:

1. Tefilla is not just about Hashem, it's about changing ourselves.
2. The structure and restrictions of Tefilla (time-wise and text-wise)

help remind ourselves of what is important.



Bnei Akiva Svivot 5782: Madrichim Pack

Dear Madrichim.

Tefilla is something your chanichim will do a fair bit of throughout their life - including Shabbat morning,
Mincha at Sviva and of course 3 times a day of Machane! By zooming in on this week’s parsha we can deduce
a key message about the nature of the Tefilla.

Remember we're here to support you in whatever way we can! Adi can be contacted at svivot@bauk.org or
0208 209 1319 ext. 4, and the Chinuch team (Josh Daniel and Dania Mann-Wineberg) can be contacted at
chinuch@bauk.org or 0208 209 1319 ext. 5.

Adi Abeles and Josh Daniel
Svivot & Hadracha and Chinuch

Week 6: Living on a Prayer
Intro Video:

https://youtu.be/FtVcxvvzfoM

Discussion Point 1: What are the conceptions your chanichim might have about
Tefilla coming into this week of Sviva?

Decoding a strange Pasuk:

In this week’s parsha we are introduced to what is
becoming a familiar story. A couple are unable to
have a child, they daven, then they have a child! But
there’s something troubling about the formulation
of the verse. Can you notice it?
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“And Yitzchak entreated God on behalf of his wife, for she
was barren” (Bereishit 25:11)

The two phrases seem to be in the wrong place. It
should say something like “Rivka was barren.. so
Yitzchak prayed to God.” Rabbeinu Bahya ben Asher
(1290-1310) explains that the pasuk is telling us
something very important about the nature of Tefilla:

“The reason the Torah first mentioned the prayer was to tell us that this was the main concern. If the
prayer had been evoked only by Rivkah being barren, this would make the barrenness the major element
in this verse. The Torah wanted to be certain that the main point is that Yitzchak prayed.”

In other words, the barrenness is secondary to the tefilla. Whaaaaat does that mean?
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Discussion Point 2: What do you think the answer to the questions is?

Living on a Prayer:

¢'mon, inner peace. The English word to ‘pray’ comes from the Greek word meaning ‘to beg’

Idon't have allday. - stemming from the incorrect belief that ‘prayer’ is about begging to
: God and if we ask Him really nicely and grovel, He might ‘change His

mind’ as we will have ‘appeased’ Him. This essentially is a rather pagan

concept, viewing Hashem as human-like Being who can be easily bribed.

However, the Hebrew word for ‘prayer’ - ‘Tefilla’ comes from the word
‘I'hitpalel’, meaning to ‘meditate’ or ‘inwardly reflect.” This brings in the
idea that we our nourishing our souls when we pray. More than anything
else we are affecting ourselves. We can't affect what God does with His global plans that are
beyond our comprehension. But when we pray, we have a positive effect on our character,
even if we don't notice it. It is this improvement builds our worthiness to merit what we pray
for.. We are not changing Hashem'’s mind - we are changing ourselves!

For example, at the end of the Amida we say:
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“May the words of my mouth and the desires of my heart be Your will, Hashem, my Rock and my Redeemer.”

With this line we are acknowledging that Hashem has a plan, and we are asking Him to help
us make our desires align with what He has planned for us. This will minimise any distress
at not being granted a request. For example, instead of us saying “Hashem, please make it
Your will that | get a PS4 for my birthday”, we say words to the effect of “Hashem, | recognise
that You have a plan. It may be Your will that | get a PS4, but if not, help me to stop wanting
it so much so that the desires of my heart will be more in line with Your will".

Back to Yitzchak and Rivka:

Now that explains the structure of the Pasuk. When we pray to
God, we are not “buttering him up to make requests”- we are
realising the power, wisdom and overriding awesomeness of
Hashem, so that we realise all he does his good. Through
Yitzchak's amazing tefilla, he generated the self-improvement to
merit God's blessing and for Rivka to have a child. But if Rivka
didn't become pregnant - that wouldn’t have made the

As & waatler of fuck prayer any less effective. It would just have meant that
TPy " pp———p ¥t 2| \itzchak's wishes weren't in line with Hashem's.

Only once we realise Hashem’s awesomeness are we in a position to move on to the
bakashot, asking - with humility - for what we need whilst truly appreciating that we live at
the will of Hashem. Then we thank once more, this time in the form of Hoda'ah. In truth, the
word ‘hoda’ah’ means admission/acknowledge. Here we are admitting that we can't do
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anything without Hashem, as well as implicitly thanking Hashem for listening and awaiting
an answer.

Discussion Point 3: What games could we use to get our chanichim to recognise the
importance of self-change in Tefilla?

So, considering Tefilla now appears to be about changing ourselves, does it really make
sense to have set time and wording for Tefilla? Yes! It does! There are three main reasons for
fixed forms of Tefilla:

1. Structuring your day

Tefilla gives us a structure to the day, preventing us from accidentally forgetting about
Hashem because of the busyness of our lives [school, uni, work, Facebook, mobile, chores,
friends, more Facebook...]. If we didn't have the set times and laws of Tefilla, we may be
tempted just to waste time and say, “I'll make up the time to pray later”. In the end, we'd
never pray and show appreciation to God which we desperately need to do!

2. Ideas

Why does Tefilla have to be the same each time

we say it. Well its because the ideas contained

within it are so important. We're essentially
reminding ourselves of God's values -
knowledge, forgiveness, teshuva, healing, {
national redemption, judgement, peace, /
gratitude....etc (I'm listing the brachot of the === A
Amida here btw). Think of a state where we are ;
perfectly in tune with all of these ideas, “"\
thinking about how Hashem wants us to \
implement them in the world 24/7. The
consistency of tefilla allows us to get to get
back to that state when we “veer off".

Time

3. References to Israel

Furthermore, our set prayers keep us connected to Eretz Yisrael. We speak about our shared
destiny, namely our national return to our homeland in Israel. We believe that eventually
Hashem will gather us from among the nations, return all of us to Eretz Yisrael and reveal
Himself to the entire world so that all of mankind acknowledges Him and is united in His
service. The structure of Tefilla became “set” in exile because that was when we needed it
most.

Discussion Point 4: Can you think of specific prayers in davening that show each of
these 3 ‘reasons’ in action?
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Games to do with Tefilla:

e Is anyone Listening? - First part: Ask a Chanich/a to talk to an object and persuade it to
marry them. Repeat for different Chanichim (choose ones who will make it funny). Second
part: Ask if anyone thinks they can get a message across to someone in the
circle which no one else would understand (like the spade round in Articulate
if you play by the rules!). The person they are talking to must show that they
understand before anyone else gets it. Third part: Ask how they felt talking
to the object and passing the secret message. Why was it different? In the case
of the object they may have felt stupid because they knew it wasn't listening.
In the second case they knew someone was listening, so they put a lot of
thought into what they would say.

e NSEW (Captain’s Coming) - Label each wall of a large room as
Shacharit, Mincha, Ma'ariv and Musaf. The Chanichim must be
constantly running/moving. When you call a wall, all the Chanichim
must run and touch it, the last one to do so is out. You can add in
extra actions such as “Climb Ya'akov's Ladder”; “Eisav's Comi ng"
(everybody hit the floor and lie still); “Avraham and the Idols” (one
person stand miming holding a hammer while others lie on the floor
around them); “Rachel at the Well” (mime lifting a very heavy stone;
“Lot's Wife" (everyone freeze); “Eliezer's Camels” (everyone must form part of a long chain);
“Ya'akov and Eisav” (everyone must pair up in a twin); “Flood” (dot chairs around the room,
fewer than the number of Chanichim. The people who cannot climb a chair to escape the flood
are out). The last person to do the action or to get it wrong is out (make up your own and let me
know!)

e How good is your ability to focus/kavana? - The Minute Game. It's simple! All that's required
is a timekeeper and other participants. Simply stand up and count to 60
seconds - sitting down when you think the minute is over in your head. The
person who sat down closest to (or exactly) a minute (in accordance with
your trusty timekeeper) wins. If you find this version quite simple perhaps
the timekeeper can call out random numbers to confuse those counting to
60 seconds in their heads. (Timekeeper tip: confiscate all watches before you
start the game to avoid any cheating which will then need to be checked by
VAR after Shabbat.)

e Prayer as Self-change - Get pairs of chanichim to make three ‘gates’ with their arms. All the
other chanichim have to get through those 3 gates. But each gate has agreed on a certain
action that has to be done or word that has to be said to ‘get past’. The game will be a bit
chaotic as all the other chanichim just try doing random things to get past the gates. After a
few minutes allow the ‘gatekeepers’ to give some clues about how to get past. First chanich
through all three gates wins. Afterward explained that
getting our prayers past the ‘gates of heaven' isn't to do
with asking Hashem really really hard. Our will needs to be
lined up with Hashem'’s will. If it is then we can ‘get past'.
But we have better than ‘clues’ telling us how to get past -
we have a siddur telling us EXACTLY how to get past!
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Random Games Corner

Over here each you'll find random games that we've compiled from the days of old. The titles are a bit weird
and they’re mostly just for fun but you never know when they might connect to an educational message!

ISRAELI POSTMAN (VARIATION OF FOR A CHANGE)

TYPE: Active Play in a circle All of the players take the name of an Israeli city. One person is
chosen to be in the middle and s/he removes his/her chair from the circle. The person in the
middle is the "postman". The postman then announces the arrival of a letter from city (X) to
city (y). The two players using those cities names must exchange seats without letting the
postman sit down on one of their chairs. The player left without a seat becomes the new
"postman” and the play continues. Variation: To add a little extra excitement allow the
postman to also announce a "special delivery". If s/he calls for a "special delivery", all the
players must exchange seats at once. Variation: Instead of using just cities in Israel, you can
use: Moshavim, Kibbutzim, geographical regions (e.g. the Negev, Galil, etc.), mountains, etc.
JOHNNY OVER

TYPE: Active Play in a large area One person is chosen to be "it." Each end of the playing
field is a goal, and no one may be tagged there (see diagram). The person who is "it" calls out
"Johnny Over" and everyone must run from one goal to the other goal. Whoever is tagged by
"it" joins him and tries to tag everyone else. The last person untagged wins. The first person
who was tagged becomes the new "it" and play begins once-again.

LUNG CAPACITY

TYPE: Active A light object (i.e. a feather) is needed. The players are divided into teams. Each
team is given a feather. At a signal, each team must blow a feather into the air and keep it
there by continuously blowing on it. The team whose feather stays up the longest wins
HUMAN ANAGRAMS

TYPE: Moderate Play in a large room; a list of questions, one set of alphabet cards per team
with enough letters to answer each question are needed The players are divided into teams.
Each team receives one set of alphabet cards. The cards are then distributed to the players
on each team. The leader asks a pre-written question to the teams. The first team to arrange
the players on its team who are holding the alphabet cards, to spell out the answer gets one
point. The team with the most points after the last question wins. Hints: 1)Have between ten
to twenty questions. 2)If any answer uses a single letter two or more times, make sure you
have that same number of that letter on the alphabet card set. 3)Write the letters large
enough for everyone to see.

LIMBO

TYPE: Moderate A string or a long pole is needed A string (or pole) is suspended from both
ends. Each player must pass under it, without touching to remain in the game. But no one
may bend forward, only backwards. After everyone has had a turn the string (or pole) is
lowered and the process is repeated. The last remaining player wins

GEOGRAPHY

TYPE: Quiet Play in a circle The leader starts the game by naming a city, state, country, river,
or lake beginning with the letter A (i.e. Albany). The first player must name a city...etc.
beginning with the last letter of the previously named word (i.e. Yavne). The second player
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must then name a city . . . etc. beginning with the last letter of the last named place (i.e. Eilat).
The play continues in this fashion. Any player unable to give a name of a city, etc. is
eliminated. The last X players "in," win. Variation: Instead of all places, use only places in
Israel or use things associated with Chagim
GUESS THE LEADER
TYPE: Quiet Play in a circle One player is chosen to leave the room. Another player is chosen
to be the "leader" and he is to make various motions (in a steady beat). Examples: patting
the head, clapping, snapping fingers, stamping the floor, etc. Everyone must follow the
"leader's" different motions. The player returns and has three tries to guess who the leader
is. Hint: Set a time limit on how long the three guesses can take
I'M GOING TO ISRAEL AND I'M TAKING
TYPE: Quiet Play in a circle The first player begins by saying "I'm going to Israel and I'm taking
" filling in the blank. The next person begins once again repeating what the first player
said and adding something of his own. Play continues with each player repeating what all
the others have said and adding in something of his own. Any player who forgets something
or makes a mistake is out. The last player to remember all of the things wins.
HUMMING
TYPE: Relay Play with each team sitting in one line, facing another line Two teams sit
opposite each other. Then, at the signal, the first person from each team hums with his
mouth closed until he is out of breath. Then he tags the player next to him. The second player
then begins to hum and so on. The last team humming wins.
MONKEY TAG
TYPE: Shtick Play in a large area One player is chosen to be "it." He remains "it" until he tags
another player who then becomes "it." But no one may be tagged if they are in the following
position: 1) One foot raised. 2) Both hands scratching themselves on their side like a monkey.
A time limit is set and whoever is "it" when the time limit expires, loses. Variation: Instead of
only one "it," all of the players who are tagged remain "it" and can tag other players. The last
player to remain untagged wins the game.
MOO!
TYPE: Shtick One player is sent out of the room. The remaining players pick one player to
yell the loudest. When the player returns he is told he will have three chances to hear
everyone yell "moo" and after each time he must try to guess who is yelling the loudest. If he
guesses correctly, he will “win;” if not, he loses. The game is repeated once more, but this
time when the player (player A) is out of the room, tell all of the other players that the next
time they play, player A will be chosen to yell the loudest, and on the third time they yell
"Moo!" No one is to yell except player A. Player A returns and has his three guesses. Then
someone else leaves the room, and player A is chosen to yell the loudest. On the third guess
player A will yell "moo!" all by himself--Have Fun!




