p®qI–w ky smX ko Kyl ky smX myN bdlyN
Xh sc hY ik p®qI–w krnw bçcoN AOr bfæoN donoN ky ilE inrwSwjnk
AOr nIrs hoqw hY[ essy iksI kw mUf (icq vƒiÄ) biFæXw nhIN hoqw[
prNqu p®qI–w kw smX sIKny AOr sNbND bnwny ky mOky myN bdl kr
nIrsqw ko AwnMd myN bdlw jw skqw hY[
qYXwrI kryN (Prepare)
pwirvwirk jIvn myN Eysy keé mOky AwENgy jb Awpko p®qI–w krnw pfæygw:
fw#tr ky d‡qr myN, ryÆtoryNt myN, suprmwrikt sy bwhr jwqy smX[ kwr
Xw bs myN XwZw krnw p®qI–w kI Ek AOr ikÆm hY, Kæws qOr pr jb
t‰YiPk bhuq ^æXwdw ho[ Awpko es bwq kw phly sy hI pqw hoqw hY ik
Awpkyy bçcy EysI piriÆQiqXoN myN åb jwENgy AOr bycYn ho jwENgy[ Xid
p®qI–w kw smX bhuq lMbw ho jwqw hY qo mumikn hY ik vh ku±Xvhwr
krnw Su} kr dNygy[ Xid Awp qYXwr hoN, qo Awp smÆXwAoN ko rok skqy
hYN[ Awp Apny bçcy kw ÎXwn ApnI qrPæ biFæXw qrIky sy KINc skqy hYN
AOr vh ijæd BI nhIN kryNgy[ Awp “Bweé ko CyVo AOr asy {lwAo” sy
byhqr Kyl ky swQ qYXwr hoNgy[
imjæwj bdlyN (Change the mood)
kuC srl qrIkoN sy icq vƒiÄ ko bdlw jw skqw hY[ es ky bwry myN socyN
ik nIrs smX sy bwhr inklny ky ilE Awp #Xw kr skqy hYN[ kuC
dyKny ky ilE? kuC sunny ky ilE? kuC socny ky ilE? Xh sb bçcoN
ky ilE BI p®BwvSwlI swibq hogw, hwlWik vh hrkq krny kw Avsr
BI cwhyNgy[ bfæy bçcy ^æXwdw socny AOr bolny kw kwm kr skqy hYN; Coty
bçcy Awpsy AiDk Xogdwn AOr indéyS cwhyNgy[
nIcy idE gE ^æXwdwqr suJwvoN ky ilE iksI swmgRI kI jæ}rq nhIN
pVygI, ho skqw hY kBI kBI kwgjæ AOr pYNisl kI jæ}rq ho[ Awp en
suJwvoN ko Apny bçcy kI amR AOr {icAoN ky Anuswr AOr Awp khW pr
p®qI–w kr rhy hYN es ky AnukUl bnw skqy hYN[
gwny (Songs) - kuC gwnoN ky bol Xwd kr lyN Xw es ky bwry myN Apny
gwny bnw lyN ik jb AwpkI p®qI–w Kœm hogI qo Awp #Xw kryNgy[ jb
Awp prIicq gwnoN ko nE bol dyqy hYN, qo Xh bhuq dyr qk Awpkw swQ
dyNgy[ gwnoN ko hwQoN ky swQ eSwry krky gwEN qw ik swry hrkq kr skyN[
S‹doN vwly Kyl (Word Games) - S‹dwvlI AOr Xwddw¤q ky swQ
sNbMiDq Kyl KylyN[ adwhrx ky qOr pr, hr koeé hr bwr Ek A–r cuny
AOr khy “mYN pwlqU jwnvroN ky Ætor myN gXw AOr vhW sy Ek jwnvr
KrIdw ijs kw nwm Su} hoqw hY es A–r sy...” bwkI logoN ny as
jwnvr kw nwm FÂUFnw hY jo ik XhW aicq ho[ jb jwnvroN ky nwm Kœm
ho jwEN qo gRosrI Ætor AOr iPr PUloN kI dukwn ky swQ XhI Kyl KylyN[
bVy bçcy Awpkyy swQ Kylny ky ilE pypr plys mYt pr pYNisl kw
esqymwl kr skqy hYN[

socny vwly Kyl (Thinking games) - Apny Aws pws dyKyN AOr do
imlqI julqI cIjæyN KojyN, adwhrx ky qOr pr, do pyV, AOr iPr es bwry
myN bwq kryN ik Xh Ek jYsy kYsy hYN AOr en myN #Xw AMqr hYN[ cIjæoN ko
Cupw kr Kojnw, rYÆtorYNt kI myjæ pr cInI ky pYktoN ky nIcy pYsy Cupw dyN
AOr dUsry jn ko Kojny ky ilE bolNy[ Apny bçcy kw ÎXwn KINcny ky
ilE as ko “snkI” sy Ævwl pUCyN: Agr Ek fwXnwsOr rolr kostr myN
svwrI krnw cwhy qo #Xw hogw?
khwinXW (Stories) - smX ibqwny ky ilE, Awp koeé pwrMpirk khwnI
sunw skqy hYN Xw asI smX khwnI bnw ky sunw skqy hYN[ Xw iPr Awp
Ek shkwrI khwnI kI Koj kr skqy hYN: ijs myN hr koeé kuC vw#X
khqw hY AOr iPr dUsry kI bwrI hoqI hY[ fw#tr ky p®qI–w k– myN,
piZkw myN sy Ek qsvIr cunyN AOr asky bwry myNy khwnI bnwEN[ Apny
bçcoN ko pUCyN ik vh qsvIr ky kOn sy ihÆsy myN jwnw cwhyNgy[
bwq-cIq (Conversation) - p®qI–w ky es smX kw lwB aTwqy huE
Apny bçcy kyy bwry myN AOr jwnkwrI hwisl kryN[ as kI mnpsMd cIjæoN
ky bwry myNy bwq kryN[ ankI AglI jñmidn kI pwtIé kI Xojnw bnwEN[
Awté (Art) - Ek dUsry ky hwQ ky åpr Xw pIT pr ApnI aNglI sy koeé
qsvIr bnwEN AOr dUsry jn sy pUCyN ik Awp ny #Xw bnwXw[ iblbofoéN AOr
ivzwpnoN kI qrP dyKyN AOr ryKwAoN qQw rMgoN ky bwry myN bwq-cIq kryN[
ihljul krnw (Movement) - Agr Awp iksI EysI jgh pr hYN jhW
ik ihljul kI jw skqI hY AOr vhW do vXÆk mOjUd hYN, qo Ek jn
AwgU bn kr koeé Ey#Sn kr skqw hY AOr dUsrw swQ myN as Ey#Sn kI
nkl krqy huE pICy Aw skqw hY[ Agr bçcoN ny bYTnw hI hY qo kuC Eysy
qrIky zwq kryN ijs sy vh ApnI bwjæuAoN AOr hwQoN ko ihlw skyN, jYsy
ik qwlI mwrny vwlI Kyl Xw muVny vwlI pweép ko AjIb AwkwroN myN
moVnw[
kuC cIjæyN (Props) - Agr Awpko pqw hY ik Awpko Ek hI jgh pr
bYT kr p®qI–w krnw hY, qo Ek bYg myN kuC cIjæyN pYk kryN jYsy ik
pYNislyN, rMgdwr pYNislyN, kwgjæ, ‚ly fo, CotI kwryN AOr ikqwbyN[ CotI motI
ÆnYk pYk krnw kBI BI n BUlyN, #XoNik Xh mUf bdlny kw bhuq biFæXw
qrIkw hY[ Awp Ek b#sy myN gwnoN ky nwm, KyloN ky nwm AOr
bwq cIq ky ivÃX ilK kr picéXW fwl skqy hYN[ es b#sy ko ApnI
kwr myN rKyN AOr jb kBI t‰YiPk jwm myN PNs jwEN qo bçcoN ko Ek pcIé
inkwlny ky ilE khyN qwik PæYslw ilXw jw sky ik Ab #Xw krnw hY[
AglI bwrI Agr Awpko p®qI–w krnw pVqw hY qo Apny bçcoN ky swQ
iml kr Awrwm kryN AOr KylyN[ nIrsqw, bycYnI AOr guÆsw Awpkyy p®qI–w
ky smX ko lMbw bnw dyqw hY, pr AwnMd myN smX bhuq j¬dI inkl
jwqw hY[
ùwrw bYtsI mwn
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Change Waiting Time to Play Time – Hindi

Change W
aiting Time to Play Time
Waiting
Let’s face it, it’s frustrating and boring to have to wait,
both for children and for adults. It doesn’t put anyone in a
good mood. But there are ways to change boring to fun,
by turning waiting time into a chance to learn and connect.

Prepare
There will be many times in family life when you have to
wait: at the doctor’s office, in a restaurant, at the checkout in the supermarket. The time spent travelling by car or
bus is another kind of waiting, especially when traffic’s
bad. You know ahead of time that your children will likely
get bored and restless in these situations. If the waiting
lasts too long, they’ll probably start to misbehave. When
you’re prepared, you can prevent problems. You’ll give
your children a better way to get your attention than
whining. You’ll be ready with a better game than “tease
my brother and make him cry.”

Change the mood
A few simple techniques can change the mood. Think
about what helps you get through a boring time. Something to look at? To listen to? To think about? These will
work for children too, though they will also like an opportunity to move. Older children can do more thinking and
talking; younger children will need more direction and
involvement from you.
Most of the following suggestions don’t require any
equipment, apart from sometimes pencil and paper. You
can adapt them to the age and interests of your children
and to the place where you’re waiting.
Songs - Learn the words to some songs or make up your
own about what you’ll do when you’ve finished waiting.
When you add verses to familiar songs, they can last a
very long time. For instance, try “The ducks on the bus go
quack, quack, quack.” and see how many animals you go
through. Sing songs with hand gestures to get everyone
moving.

Thinking games - Look around you and find two
similar objects, two trees, for instance, and talk about
how they are the same and different. Play a game of
hide and find by laying out sugar packets on the restaurant table and hiding a coin under one. Get your child’s
attention by asking “crazy” questions: What would
happen if a dinosaur wanted to ride a roller coaster?
Stories - To pass the time, you can tell a traditional
story or make one up on the spot. Or you can invent a
cooperative story: each person tells a few sentences
then passes it on. In a doctor’s waiting room, choose a
picture in a magazine and make up a story about it.
Ask your children where they would like to visit in the
picture.
Conversation - Take advantage of waiting times to
learn more about your children. Talk about their favourite things. Plan their next birthday party with them.
Art - Draw pictures on each other’s hand or back and
guess what the other person drew. Look at billboards
or advertising and talk about lines and colours.
Movement - If you are in a place where there is
room to move and there are two adults, one person can
hold the place in line and the other can take the children for a follow-the-leader walk. If the children must
sit, look for ways to move at least their arms and
hands, like clapping games or twisting pipe cleaners
into odd shapes.
Props - If you know you’re going to be stuck waiting
someplace, pack a bag with some things like pencils,
crayons, paper, play dough, little cars and books. Don’t
forget a small snack, always a good way to change the
mood. You could write song titles, the names of games
or conversation topics on little pieces of paper then put
them in a box. Keep the box in the car and when
you’re in a traffic jam, ask children to draw a piece of
paper out to decide what to do.

Word Games - Play vocabulary and memory games. For
instance, each person takes a turn choosing a letter and
Next time you have to wait, take the opportunity to
saying “I went to the pet store and bought an animal
relax and play with your children. Boredom, impatience
whose name started with ...” The others have to find an
and anger will make your waiting time seem longer, but
animal that will fit. Try the grocery store and the florist’s
having fun can make time fly.
by Betsy Mann
when you run out of animals. Older children can play
For more “anywhere” games, see http://pbskids.org/lions/
“Hangman” or “Tic-Tac-Toe” with you on a paper
parentsteachers/resources/anywhere
placemat.
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