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Unit focus

The Melbourne Victory Scoring for Fun unit provides 
students in Years 3 and 4 with an opportunity to develop 
a board game that celebrates Melbourne Victory and the 
state or territory which it represents. 

It practically draws on students’ knowledge of mathematics 
to build their game and as a finale has them presenting it in 
a launch to an invited audience. 

Flexible pathways

The primary focus of this integrated unit of work is Mathematics.

English and Civics and Citizenship outcomes can also 
be met through this unit. See Curriculum audit for more 
information.

While there are 13 lessons in this unit that build on each 
other to provide a sequence of teaching and learning, 
teachers can determine alternate pathways to suit their 
student needs if they wish.

•  Lessons 1-13 send students on an engaging journey 
where they focus on learning that prepares them 
to showcase their work to an audience.

•  Lessons 1-3 sees students familiarising themselves 
with a range of contemporary board games.

 During these lessons they compare elements of modern 
board games and are introduced to mathematical 
concepts that are used to design and develop them.

•  Students canvas mathematical concepts of estimation, 
predication, units of measurement and scaling in Lessons 
4 and 5 to prepare them for their practical use in the 
design phase.

•  Lesson 6-7 finds students developing flashcards for their 
board game.

 They conduct research that sources correct and incorrect 
responses that will be used in true or false and multiple 
choice elements of their flashcards. Their investigations 
will draw on their mathematics knowledge, and explore 
new learnings about a professional football team, their 
school and own community.

•  Lessons 8-10 have students practically applying their 
mathematical knowledge to build their board game. 
They will agree on a purpose, game rules, board game 
aesthetics and flashcard content.

•  In Lesson 11 students road test their board games and  
have them evaluated by others. They source survey data  
for a graph or chart presentation. They then interpret 
outcomes and make improvements on the back of the 
feedback they receive.

•  Lesson 12 allows students to prepare for their board game 
launch by working in teams and allocating specific launch 
day roles.

Teachers have the option of delivering all 13 lessons or pick 
and choose specific lessons to cater for their curriculum 
and teaching program requirements.

Teachers also have the option of commencing the unit with 
an additional Our respect rules - Values lesson, provided 
with this resource, if they wish.

Lesson duration

Each lesson in this unit is designed to take 60 minutes  
to complete.

A total of three lessons have been allocated (Lessons 8-10) 
for the actual building of student board games. The total 
amount of time spent for this phase of work however is at 
the teacher’s discretion.

Teachers may decide that additional time is needed to 
conduct research or undertake a deeper investigation  
into the study of board games (Lessons 1-3) and flashcard 
development (Lessons 6-7).

Teachers should take note that the board game launch  
is additional to the 13 lessons that make up this unit.

Unit aims

The aims of this unit are to:

•  Give students an opportunity to explore how 
mathematical concepts around number and 
measurement, estimation, scale and geometry 
can be used practically to build a board game.

•  Introduce students to history, culture, football, 
regional geography, landmarks, and symbols 
associated with the state or territory in which 
they live.

•  Use the design of a board game that is football 
themed to build mathematics knowledge.

•  Build student awareness of the importance 
of the value of respect to the effectiveness 
and harmonious dynamic of a good team.

Daniel Georgievski, Defender

https://cms2.performgroup.com/dct/ffa-dtc-performgroup-eu-west-1/12534_FOOTBALL_School%20Resource%20Program_Mathematics%203-4_Melbourne%20Victory_Curriculum%20Audit_m9lvzj5xglpw19ar19812rezm.pdf
https://cms2.performgroup.com/dct/ffa-dtc-performgroup-eu-west-1/12987_FOOTBALL_School%20Resource%20Program_Our%20respect%20rules%203-4_Melbourne%20Victory%20V2_8kefcvkgw4t11wua0swn9vlev.pdf
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LESSON LESSON 

TITLE

ACTIVITY WHAT STUDENTS WILL 

LEARN

ACTIVITY 

SHEETS

VIDEO LESSON 

DURATION

1-2 The thing 
about 
board 
games

Students will familiarise 
themselves with a range 
of board games.

Students will gain an 
appreciation of the 
elements that make up a 
range of board games.

See 
lesson 
plan

Two 
lessons 
of 60 
minutes

3 Let's 
compare

Students will compare 
board games and 
deconstruct their 
elements.

Students will learn how to 
apply their knowledge of 
measurement, geometry 
and probability to their  
own investigation of a 
board game.

•  3.1 60 minutes

4-5 Estimate 
and 
measure

Students will estimate 
line measurements  
and distance on a 
football pitch.

Students will learn to 
estimate distance and 
consider the units of 
measurement used in  
the dimensions of a  
football pitch.

•  Student 
information I

•  4.1 (a) V1 
and V2

•  4.1 (b)
•  Teacher 

solution – 4.1
•  4.2

4.1 Two 
lessons 
of 60 
minutes

6-7 Developing 
our 
flashcards

Students will study 
flashcards of board 
games they are familiar 
with.

Students will learn how 
to research a topic with 
the purpose of developing 
questions for their board 
game flashcards.

•  Teacher 
information

•  6.1

Two 
lessons 
of 60 
minutes

8 Developing 
our board 
game I

Students will commence 
the design phase of their 
board game.

Students will learn how to 
discuss, plan and draft a 
board game.

•  8.1
•  Classroom 

display
•  8.2 (a) and (b)

60 minutes

9-10 Developing 
our board 
game II

Student’s will continue 
the design phase of their 
board game.

Students will learn how to 
discuss, plan, draft and 
complete their board game 
design.

•  9.1 Two 
lessons 
of 60 
minutes

11 Testing 
games

Students will present 
the results of their board 
game survey to the 
class.

Students will learn how 
to organise data into 
categories and create 
a display using graphs, 
charts or other presentation 
methods.

•  11.1 60 minutes

12 Planning 
our board 
game 
launch

Students will work in 
their teams to plan their 
presentation.

Students plan how they will 
launch their board games 
to an invited audience.

•  12.1 60 minutes

Student 
presentations

Students launch their 
board games to an 
invited audience.

Students will learn how to 
implement their plans and 
work as a team to achieve 
common goal.

Teacher 
discretion

13 How did 
we go?

Students reflect on their 
work.

Students will learn how to 
reflect on what they have 
achieved, their process of 
learning and working with 
others.

•  13.1 60 minutes

The following is an outline of lessons in this unit:

lessons




