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Learning Mathematics with AFL 

18 The number of teams that  
compete in the AFL.

22 The number of players in each team. 18 on 
the field and 4 on the bench  
at any time.

17 The expected number of home and away 
games this season. There are normally 22 
games.

Oval The AFL playing field is oval-shaped, 
marked with shapes in particular 
dimensions: 

 z a centre circle (10m) 
 z a centre square (50m)
 z a goal square (6.4m x 9m)  

at either end. 

4 There are 4 posts at each end of the field, 2 
central tall goal posts, and 2 shorter posts, 
1 on each side. The shorter posts are called, 
Behind Posts.

Dimensions During the game, players can play on any 
part of the field which is between 135 – 185 
metres long, and 110 – 155 metres wide. 

Scoring Teams score match points for kicking the 
oval-shaped ball between the 2 tall goal 
posts (6 points) or between goal posts and 
the behind posts (1 point). 

Competition 
Points

For each match, teams are awarded:
 z 4 points for a win
 z 2 points for a draw
 z 0 points for a loss. 

The Top 8 At the end of the season, the top 8 teams go 
into the final rounds.  
There are 4 final rounds, culminating in 
the Grand Final usually played on the last 
Saturday of September or first Saturday of 
October. 

Quarters The game is played in quarters. Each 
quarter is approximately  
30 minutes. Breaks after the first and third 
quarters are 6 minutes. The half-time break 
is 20 minutes.  
A complete match takes about  
2 ½ hours. 

The AFL maths essentials! 

1  
point

1  
point

6  
points
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Number and Algebra
Points Total Chart
Below is a Points Total Chart for six hypothetical (pretend) rounds of 
AFL. The box colours use the following code:

 a. A Win = Green.
 b. A Draw = Blue. 
 c. A Loss = White. 

HYPOTHETICAL POINTS TOTAL CHART

Round 1 2 3 4 5 6
Total Competition 

Points After Round 6

GWS GIANTS

89 54 69 92 48 56 10

Sydney Swans

90 95 82 85 42 56

Adelaide Crows

50 39 51 60 79 45

Brisbane Lions

50 64 82 71 30 29

Carlton

49 63 54 52 44 80

1.  Add each team’s Competition Points after Round 6. Which 
team is winning? Which team is in last place? Remember:

 a. A Win = Green (4 competition points)
 b. A Draw = Blue (2 competition points)
 c. A Loss = White (0 competition points)

2.  Using the Hypothetical Points Total Chart above, skip count 
each team’s progressive point totals. For example, wins 
(coloured green) can be counted in 4s and draws (coloured 
blue) counted in 2s. 

For the Sydney Swans it would be;  
4, 8, 12, 16, 16, 18

3.   Explain that there are 17 matches in the 2020 competition. 
Ask questions; for example:  
What is the greatest number of wins a team  
could have? (17)

 z How many progressive points would they accumulate if 
they won every game? How could you work it out? For 
example; Skip count the number of competition points 
they would accumulate — 4, 8, 12, 16 … 68.

 z What is the greatest number of games a team could 
draw in 2020? (17).

 z How many progressive points would they accumulate if 
they drew every game? How could you work it out? For 
example; Skip count the number of competition points 
they would accumulate — 2, 4, 6, 8 … 34.

 z How many progressive points would a team accumulate 
if they lost every game? (0 —it doesn’t matter how many 
0s you have, you  
still have 0.)

4. Referring to the Hypothetical Points Total Chart, what is the 
points difference between the team with the highest score 
and the team with the lowest score? How many matches 
must the team with the lowest score win to catch-up to the 
leading team, assuming the leading team loses the next 
matches?
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Statistics and 
Probability 
What are the Chances? 
1. DISCUSS WITH YOUR CHILD/STUDENT THE 
TERMS ‘WILL HAPPEN’ (CERTAIN), ‘MIGHT 
HAPPEN’  
AND ‘WON’T HAPPEN’ (IMPOSSIBLE), AND ASK 
THEM TO RATE THE CHANCES OF  
THE FOLLOWING OUTCOMES:

 z Greater Western Sydney will win every game.
 z Sydney Swans will draw every game.
 z Sydney Swans will win at least one game.
 z Greater Western Sydney will win at least  

11 games. 

2. ENCOURAGE YOUR CHILD/STUDENT TO 
STATE AT LEAST 2 EVENTS THAT:

 z Will happen (certain) e.g. If the match is played, at least one 
team will score 1 point.

 z Might happen e.g. A draw or one team might score more than 
100 points.

 z Won’t happen (impossible) e.g. A team will score more than 
500 points in a single game.

3. PRINT OUT THE STATISTICS AND 
PROBABILITY TEMPLATE (p.5)- ONE COPY FOR 
EACH QUESTION AND COLLECT AND DISPLAY 
DATA USING SIMPLE YES/NO QUESTIONS; FOR 
EXAMPLE:
Ask members in your household / neighbours / friends:

 z Do you play footy?
 z Do you watch the footy? 

Encourage students to generate more of their own questions

4. RECORD THE DATA:
After collecting the answers to the questions from various people, 
students write the question in the large green box and then draw 
a picture of the person’s face and name under the appropriate ‘Yes 
‘or ‘No’ column.

5. COMPARE AND DISCUSS THE DATA 
COLLECTED.
For example:

 z How many people play footy?
 z How many watch the footy?
 z What is the difference in number between those who play 

footy and those who don’t?
 z How many more people watch the footy than  

those who don’t?
 z How many fewer people watch the football than those who 

don't? 

YES

HAVE YOU EVER SEEN  
AFL GOAL POSTS?

NO
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Statistics and Probability Template 
Use the template provided and write your AFL Yes/No questions. 

YES NO
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4. PREDICTIONS 
After a few weeks of competition, students will have collected 
sufficient data to begin to make predictions. Meanwhile, they can 
use the data from the 2019 competition.

See: https://www.afl.com.au/ladder

Select a round and ask students to predict which teams are likely 
to win. Students can base their predictions on:

 z the position of the teams on the AFL Progressive Ladder

 z whether the team is playing at Home or Away.

Note: The team listed first is the Home team and it is usually an 
advantage to play at Home.

A. Predict B. Justify C. Result

Thursday

Carlton v Essendon Carlton is likely to win because  
they are higher on the ladder 

and  
they are playing at home

Carlton

Friday

GWS Giants v Western Bulldogs is likely to win because 
 

Saturday

Hawthorn v Collingwood is likely to win because 
 

Adelaide v Brisbane is likely to win because 
 

North Melbourne v Port Adelaide is likely to win because 
 

West Coast v Geelong is likely to win because 
 

Sunday

Melbourne v Fremantle is likely to win because 
 

St Kilda v Richmond is likely to win because 
 

Gold Coast v Sydney is likely to win because 
 

 
 I predicted     out of 9 correct

Example of Predictions 
Predict the winning teams for Round 3.  
Circle the team you predict will win in Column A.  
Provide at least one reason for your prediction in column B.  
Record the winning team in Column C with a  TICK  
if you were correct. 



7
Content created by AFL Schools, a division of the Australian Football League. Find more resources at education.afl
Year 1-2 - Module 1

AFL Shapes 
1. Print this page and ask the students to write the following 2D shapes:

 z Oval
 z Circle
 z Square
 z Rectangle
 z Curved lines
 z Straight lines

C. 

A. 

D. 

B. 



Curriculum Links

SESSION ACTIVITY LEARNING INTENTION
CURRICULUM LINK

AUSTRALIAN NSW VIC

1 Points Total Chart Number sequencing. 
Connect number names, numerals and quantities 

ACMNA0012 
ACMNA0026

MAe - 5NA 
MAe - 4NA

VCMNA086 
VCMNA103

2 What are the 
chances?

Identify practical activities and everyday events 
that involve chance.   
Create displays of data using lists, tables & 
Picture graphs and interpret them

ACMSP024
ACMSP049
ACMSP262
ACMSP047

MA1-17SP 
MA1-18SP

VCMSP100
VCMSP101  
VCMSP126
VCMSP124

3 Predictions Identify practical activities and everyday events 
that involve chance.   
Create displays of data using lists, tables & 
Picture graphs and interpret them

ACMSP024
ACMSP049
ACMSP262
ACMSP048

MA1-17SP 
MA1-18SP

VCMSP100
VCMSP101 
VCMSP126
VCMSP125

4 AFL Shapes Recognise and classify familiar two-dimensional 
shapes and three-dimensional objects

ACNNG022 MA1-14MG VCMMG098

Year 1-2 - Module 1
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