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Goal Behind

Understand the action
So what do you understand about the 
game of Australian Football?

Essentially, it’s about two opposing 
teams attempting to kick goals and fi nish 
the match with the biggest points tally. 

A goal is scored when the football is 
kicked through the tall, inner posts (the 
goalposts) and is worth six points. 

If the football goes between a goalpost 
and either of the shorter outer posts (the 
behind posts), a behind is scored and 
one point is added to that team’s tally.

The action continues through four 
quarters and for close to two hours. 
Enjoy the spectacle! 
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A game for all Australians
The AFL cares about 
Australian Football from 
the grassroots up. We 
have invested heavily in 
community development, 
in terms of both funds 
and resources, and 
we take our corporate 

leadership responsibilities very seriously 
– as evidenced by our Racial Vilifi cation and 
Respect and Responsibility policies.

Our NAB AFL Auskick program has 
grown by a massive 74 per cent since 
2000 – partly due to the growing numbers 
of young boys and girls from culturally 
diverse backgrounds.

Among Australia’s population of about 
20 million, 25 per cent were born overseas 
and around 200 languages are spoken 
every day in Australian homes*. 

Our Welcome to the AFL program was 
launched in 2005 to encourage youngsters 
and adults from multicultural backgrounds 
to discover more about Australian society 
through Australian Football. What better tool 
than sport to bring communities together? 

My Cyprus-born parents discovered that 
fi rst-hand as my brother, Jim, and I both 
played AFL football**.

This booklet, produced for the special 
Welcome to the AFL themed round, 
furthers that aim. We hope it boosts your 
appreciation and enjoyment of the game. 

 Andrew Demetriou, 
AFL Chief Executive Offi cer

*  Department of Immigration and Multicultural Affairs
**  Andrew played 103 games with the Kangaroos and 

Hawthorn and Jim played nine with Essendon.

At NAB, we support 
people with ideas and 
dreams, which is why 
we’re backing the 
AFL’s vision to make 
the game of Australian 
Football accessible 
to everyone.

It has been said that the No. 1 reason 
why people love football so much is 
because it’s a game for all Australians.

Throughout its long history, it has 
warmly embraced people from diverse 
backgrounds, people who have not 
grown up with the game.

I know this from fi rst-hand experience. 
As someone raised in an immigrant 
Lebanese family, it didn’t take my fi ve 
brothers and I long to realise that football 
offered us a sense of belonging and the 
chance to be a part of something special. 
We bonded with others, not due to creed 
or colour, but through our team.

Multiculturalism has prospered in 
Australia in no small way because of 
football’s egalitarian nature. The fact that 
each club is made up of players and 
fans from so many cultural backgrounds 
reinforces that point.

This booklet will help ensure Australian 
Football remains a game for anyone who 
reaches our shores. It is part of the AFL’s 
dedicated work to achieve its dream of 
growing the game. We think that dream 
will become reality.

On behalf of NAB, a proud supporter of 
Australian Football, welcome to the AFL.

 Ahmed Fahour, 
NAB Chief Executive Offi cer, Australia
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 Nick Hatzoglou, 
Coordinator
nick.hatzoglou@afl .com.au

 Michael Nguyen, 
Offi cer (South-East) 
michael.nguyen@ afl .com.au

 Kiemi Lai, 
Offi cer (West) 
kiemi.lai@afl .com.au

 Graeme Pratt, 
Offi cer (North) 
graeme.pratt@afl .com.au

AFL Multicultural Program offi cials

AFL Multicultural Program

The AFL has assembled a dedicated 
team through its Multicultural Program to 
assist and encourage migrant and refugee 
communities to access Australian Football.

The program is an initiative of the 
AFL and Football Victoria, established in 
partnership with the Victorian Government 
Department for Victorian Communities. 
Its primary aim is to broaden the game’s 
participation and fan base by engaging 
people from culturally and linguistically 
diverse backgrounds. 

The AFL recognises that Australian 
Football has the capacity to bring together 
people from diverse cultural backgrounds. 
Through its Multicultural Program, it 
is building strong bonds with diverse 
communities to develop strategies to 
encourage their involvement in the game 
and in the wider community. 

A range of resources and programs 
has been developed to help local leagues 
and clubs take action to ensure their 
activities are welcoming and inclusive of 
all cultures, that they are creating safe and 
family-friendly environments for people 
from all cultures.

“THE AFL VISITATION PROGRAM 
(A COMPONENT OF THE 
MULTICULTURAL FOOTBALL 
PROGRAM) IS ABOUT PROVIDING 
OPPORTUNITIES FOR PEOPLE TO 
VISIT AN AFL GAME FOR THE FIRST 
TIME. THIS RESOURCE WILL ASSIST 
THOSE PEOPLE TO UNDERSTAND 
THE ESSENTIAL ELEMENTS OF 
AUSTRALIAN FOOTBALL.” 

DEAN WARREN, AFL NATIONAL 
PARTICIPATION MANAGER 

Over the past 10 years some 
120,000 people annually have chosen 
to make Australia their new home and 
the AFL wants these people to get 
acquainted with Australian Football 
as quickly as possible.

It has appointed development offi cers 
to work with AFL clubs Collingwood 
(Northern region of Greater Melbourne), 
the Western Bulldogs (Western region) 
and Hawthorn (South-East region) to 
implement the program in clubs and 
schools. Please contact any of our staff 
for more information. 
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The Australian Football League extends a sincere welcome to people from all 
cultures. The game of Australian Football is inclusive of all cultures and brings 
together families, players, umpires and supporters. We have produced this guide 
to assist you with the essential elements of the game.

TEAMS: Games involve two teams of 22 players with 18 from each team on the fi eld at 
any one time. The game starts when a siren sounds and a fi eld umpire bounces the ball in 
the centre of the ground. The ball is also bounced in the centre to start each quarter and 
after a goal has been scored.

DURATION: Games are divided into four quarters of 20 minutes, plus extra time, and 
teams swap ends after each quarter. Teams try to gain possession of the football and then 
run, kick and handball it towards their goals, which are at opposite ends of the ground. 
Players can run with the ball as long as they bounce the ball once every 15 metres. 

MOVING THE FOOTBALL: Players pass the ball to each other using a kick or handball. 
A handball involves holding the football in one hand and hitting it with the clenched fi st of 
the other hand. If a player can mark the football (catch it from a kick that has travelled at 
least 15 metres provided the ball has not touched the ground or been touched by another 
player), he is entitled to a set kick and the opposition is not allowed to tackle him until he 
plays on.

TACKLING: A player can win possession of the ball by tackling an opponent. A legal tackle 
is performed by grabbing an opponent, who has the ball, below the shoulders and above 
the knees. Players are not allowed to push an opponent in the back while making a tackle 
and tackled players must correctly dispose of the ball within a reasonable time (one to two 
seconds). A player who is tackled illegally will be awarded a free kick. In some instances 
when a mark or free kick has been awarded, an additional 50-metre penalty will be awarded 
against the opposing team if a player unduly delays the play or abuses an umpire.

SCORING: The aim of the game is to kick goals. That means kicking the ball through the 
tall inner posts (the goalposts) to score six points. If the ball goes between a goalpost and 
either of the smaller outer posts (the behind posts), a behind (worth one point) is scored. 
See diagram on page 4. 

When it comes to reading or writing the scores, the goals go fi rst, then the behinds, then 
the total points. For example, a score of 10 goals and six behinds is a total of 66 and is 
written 10.6 (66). 

The team that fi nishes with the highest total of goals and behinds is the winner.

Want to know more? Then please visit the AFL website: afl .com.au

Welcome to Australian Football



G
R

E
E

K

8



9NAB proud partner of the AFL

ITA
LIA

N

La Lega di football australiano porge un sincero benvenuto alle persone provenienti 
da tutte le estrazioni culturali. Il football australiano è aperto a tutte le culture e mette 
insieme individui, famiglie e comunità da un capo all’altro dell’Australia. Abbiamo 
creato la presente guida per aiutarti a conoscere meglio gli elementi essenziali di 
questo gioco.

IL PUNTEGGIO: L’obiettivo del gioco è di fare gol. Questo vuol dire calciare il pallone tra i 
pali centrali più alti (i pali della porta) per realizzare sei punti. Se il pallone entra tra uno dei 
pali della porta ed uno dei pali laterali più bassi (i pali posteriori), si realizza un ‘behind’ (vale 
un punto). Vedi il diagramma a pagina 4. 

Quando si arriva a leggere o a scrivere il punteggio, i gol vanno prima, poi i ‘behinds’, quindi 
il punteggio totale. Per esempio, un punteggio di 10 gol e sei behind vuol dire un totale di 66 
che viene scritto come 10.6 (66). 

La squadra che finisce con il punteggio più alto di gol e behind, vince.

SQUADRE: Il gioco si svolge tra due squadre di 22 giocatori con 18 di ciascuna squadra 
presenti sul campo in qualsiasi momento. Il gioco inizia quando suona la sirena e uno degli 
arbitri fa rimbalzare il pallone al centro del campo. Il pallone viene fatto rimbalzare al centro 
del campo per dare inizio a ciascun quarto di partita e ogni volta che viene segnato un gol.

DURATA: La partita è suddivisa in quattro quarti di 20 minuti l’uno, più i tempi supplementari, 
e le squadre cambiano campo dopo ciascun quarto di partita. Le squadre cercano di 
impossessarsi del pallone e poi corrono, tirano il pallone con i piedi e con le mani verso i loro 
pali da gol, che si trovano alle estremità opposte del campo. I giocatori possono correre con il 
pallone purché lo rimbalzano per terra almeno una volta ogni 15 metri.

PASSAGGIO DEL PALLONE: I giocatori si passano il pallone usando passaggi a calcio o a 
mano. Un passaggio di pallone a mano (handball) vuol dire tenere il pallone con una mano e 
colpirlo con il pugno dell’altra mano. Se il giocatore riesce ad afferrare il pallone (detto anche 
‘mark’, cioè a coglierlo dopo essere stato calciato e fatto allontanare per almeno 15 metri senza 
che sia stato toccato da un altro giocatore o fatto toccare a terra), il giocatore ha diritto di 
effettuare un tiro senza interferenze dagli avversari fin quando non decida di proseguire il gioco.

PLACCAGGIO (TACKLING): Un giocatore può impossessarsi del pallone con un 
placcaggio sull’avversario. Un placcaggio ammissibile consiste nell’afferrare l’avversario, 
con il pallone, al di sotto delle spalle e al di sopra delle ginocchia. Ai giocatori non è permesso 
spingere un avversario sulla schiena quando effettuano un placcaggio ed i giocatori placcati 
devono liberarsi correttamente del pallone entro un certo limite di tempo (da uno a due 
secondi). Un giocatore placcato in modo non corretto riceverà una punizione. In alcuni casi 
quando si assegna un ‘mark’ o un calcio di punizione, si può aggiungere un’ulteriore 
punizione di 50-metri contro la squadra avversaria se un giocatore fa perdere tempo senza 
un valido motivo o maltratta uno degli arbitri.

Vuoi saperne di più? Allora visita il sito web dell’AFL afl.com.au oppure scrivi all'AFL
Multicultural Coordinator, Australian Football League, GPO Box 1449, Melbourne 
Victoria, Australia 3001
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La Liga del Fútbol Australiano da una sincera acogida a personas de todos los grupos 
culturales. El juego de Fútbol Australiano es para todas las culturas, reuniendo a 
personas, familias y comunidades en toda Australia. Hemos preparado esta guía para 
informarles sobre los elementos básicos del juego.

ANOTACIÓN DE PUNTOS: La meta del juego es meter goles. Eso significa patear la pelota 
para que atraviese entre los postes altos del centro o los postes de gol, lo cual suma seis puntos. 
Si la pelota pasara entre un poste de gol y cualquiera de los postes más bajos fuera del centro 
(behind posts), cuando la pelota pasa entre éstos equivale a un punto. Ver el diagrama en la 
página 4.

Cuando se trata de leer o anotar los puntos, los goles se anotan primero, luego los que 
atraviesan los postes más bajos o behinds, y finalmente los puntos en total. Por ejemplo, una 
puntuación de 10 goles y seis behinds es un total de 66 y se anota así: 10.6(66). 

El equipo que termina el juego con el total más alto de goles y behinds es el ganador.

EQUIPOS: El juego involucra a dos equipos, 22 jugadores con 18 de cada equipo en el campo 
en todo momento. El juego empieza cuando suena la sirena y cuando el árbitro de campo (field
umpire) rebota la pelota en el centro del campo.  La pelota se rebota en el centro del campo para 
empezar el cuarto del juego y después de marcar un gol.

DURACIÓN DEL JUEGO: El juego está dividido en cuatro cuartos de 20 minutos cada uno,  
más tiempo extra, y los equipos se cambian de extremos después de cada cuarto. Los equipos 
tratan de tomar posesión de la pelota y luego corren, patean la pelota y hacen pases de mano 
en dirección a sus metas o a los postes de goles, los cuales se encuentran a cada extremo del 
terreno de juego. Los jugadores pueden correr con la pelota siempre y cuando la reboten cada 
15 metros.

EL MOVIMIENTO DE LA PELOTA: Los jugadores se pasan la pelota pateándola o con pases 
de mano. Un pase de mano implica sostener la pelota en una mano y lanzarla con el puño 
cerrado de la otra. Si el jugador puede marcar la pelota, o sea, empararla después de haber sido 
lanzada por una pateada que ha llegado a los 15 metros siempre y cuando la pelota no haya 
tocado el terreno y que no haya sido tocada por otro jugador), tiene el derecho de patear la 
pelota que fija sobre el terreno (set pick) y el rival no está permitido a taclearlo hasta que juegue.

TACKLING O TACLEAR A LA OPOSICIÓN: Un jugador puede ganar posesión de la pelota al 
taclear a la oposición o al rival. El tacleo permitido por el juego se ejecuta al tomar al rival quien 
tiene la pelota, por debajo de los hombros y más arriba de las rodillas. Los jugadores no están 
permitidos a empujar a la oposición en la espalda cuando taclean y los jugadores que son objeto 
de un tacleo deben deshacerse de la pelota dentro de un tiempo razonable (uno o dos 
segundos). Un jugador que ha sido objeto de un tacleo no permitido recibirá el derecho de patear 
la pelota sin ningún impedimento (free kick). En algunos casos cuando se ha otorgado el 
derecho del free kick, un penalty de 50 metros adicionales será otorgado contra el equipo en 
oposición si un jugador retrasa el juego indebidamente o dirige abusos hacia el árbitro de campo.

¿Desean saber más? Entonces, sírvanse visitar el sitio web de la AFL en afl.com.au o por 
escrito dirigiéndose a AFL Multicultural Coordinator, Australian Football League, GPO Box 
1449, Melbourne Victoria, Australia 3001.
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Australian Football League, GPO Box 1449, Melbourne Victoria, Australia 3001
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 á«dGÎ°S’G Ωó≤dG Iôµd ‹GÎ°S’G OÉ–’G ÖMôj(AFL)¿EG .á«aÉ≤ãdG äÉ«Ø∏ÿG áaÉc øe ¢UÉî°TC’ÉH

‘ ,äÉ©ªàÛGh ,äÓFÉ©dGh ,OGôaC’G kÉ©e ™ªŒh ,äÉaÉ≤ãdG áaÉµd á«dƒª°T á«dGÎ°S’G Ωó≤dG Iôc áÑ©d

.áÑ©∏d á«°ù«FôdG ô°UÉæ©dG º¡a ‘ ºµJóYÉ°ùŸ π«dódG Gòg QGó°UEÉH Éæªb ó≤dh ,É«dGÎ°SG AÉëfCG áaÉc

:π«é°ùàdGÏ«°VQÉ©dG ÈY IôµdG Qhôe ∂dP »æ©jh .±GógC’G π«é°ùJ ƒg áÑ©∏dG øe ±ó¡dG ¿EG
ÚH IôµdG äqôe GPEGh .•É≤f â°ùH ±ó¡dG ÜÉ°ùàMG ºàjh (≈eôŸG Éà°VQÉY) Úà«∏NGódG Úà∏jƒ£dG
≈˘Yó˘Jh Ió˘MGh á˘£˘≤˘f Ö°ùà˘ë˘à˘a k’ƒ˘W ô˘°übC’G Úà˘«˘LQÉÿG Úà˘°VQÉ˘©˘dG ø˘˘e …CGh ≈˘˘eôŸG á˘˘°VQÉ˘˘Y

(behind) áëØ°üdG ‘ º°SôdG Ghô¶fCG ,4øeh ±GógC’G •É≤æH k’hCG CGóÑf ,áé«àædG áHÉàc hCG IAGôb óæY .
 •É≤f qºKbehind6 h ±GógCG 10 áé«àæd ‹ÉªLE’G ´ƒªÛG ,kÓãªa .•É≤ædG ´ƒª› ∂dP ó©Hh ,
behind ÖàµJh á£≤f 66 ƒg10.6 (66)´ƒª› ≈∏YCÉH IGQÉÑŸG »¡æoj …òdG ƒg õFÉØdG ≥jôØdGh .

 •É≤f h ±GógC’G øe ‹ÉªLEGbehind.
:¥ôØdG≈∏Y ≥jôa πc øe kÉÑY’ 18 º¡æe ¿ƒµj ,kÉÑY’ 22 ≥jôa πc º°†j ,Ú≤jôa IQÉÑŸG øª°†àJ

qè£H Ö©∏ŸG ºµM Ωƒ≤jh ,IQÉØ°üdG ¥ÓWEG óæY IGQÉÑŸG CGóÑJh .IóMGh á«æeR IÎa …CG ‘ Ö©∏ŸG ¢VQCG
.Ö©∏ŸG ∞°üàæe ‘ IôµdG

:IGQÉÑŸG Ióe,‘É°VE’G âbƒdG ¤EG áaÉ°VE’ÉH á≤«bO 20 É¡æe πc Ióe •Gƒ°TCG á©HQCG ¤EG IQÉÑŸG º°ù≤æJ
IôµdG πcQh ,…ô÷Gh IôµdG IRÉ«M ¿É≤jôØdG ∫hÉëjh .•ƒ°T πc ó©H Éª¡©bƒe Ò«¨àH ¿É≤jôØdG Ωƒ≤jh
πHÉ≤ŸG ±ô£dG ájÉ¡f ‘ ™≤j …òdGh ,¬«a ±óg π«é°ùJ ¿hójôj …òdG ≈eôŸG √ÉŒÉH ó«dÉH É¡aòb hCG

.kGÎe 15 πc Iôe É¡qé£H Gƒeƒ≤j ¿CG ≈∏Y IôµdÉH …ô÷G ¿ƒÑYÓdG ™«£à°ùjh .Ö©∏ŸG øe
:IôµdG ôjô“.ó«dÉH É¡aòb hCG É¡∏cQ á£°SGƒH ¢†©ÑdG º¡°†©H ‹EG IôµdG ôjôªàH ¿ƒÑYÓdG Ωƒ≤j

•É≤àdG øe øqµªàj …òdG ÖYÓdG .iôNC’G ó«dG á°†Ñ≤H É¡Hô°Vh ó«H IôµdG ∂°ùe ó«dÉH ±ò≤dG øª°†àjh
 IôµdGmarkâ°ùe’ ób IôµdG ¿ƒµJ ’ ¿CG á£jô°Th ,πbC’G ≈∏Y kGÎe 15 áaÉ°ùe øe á∏cQ øe É¡WÉ≤àdG)

ÚM ¤EG ¬µ°ùÃ º°üÿG ≥jôØdG »ÑYÓd íª°ùoj ’h ,áàHÉK á∏cQ íæªoj (ôNBG ÖY’ É¡°ùŸ hCG Ö©∏ŸG ¢VQCG
.áàHÉãdG á∏côdG Ö©∏H ¬eÉ«b

:IôµdG ¬JRƒëH º°üN ÖY’ ∂°ùe»eÉ¶ædG ∂°ùŸGh .º°üN ÖY’ ∂°ùÃ IôµdG IRÉ«M ÖYÓdG ™«£à°ùj
 ≈Yój)Tackling¥ƒah ÚØàµdG øe ≈fOCG iƒà°ùÃ ,IôµdG ¬JRƒëH …òdG ,º°üÿG ÖYÓdG ∂°ùÃ ¿ƒµj (

¿ƒÑYÓdGh .ôNBG ÖY’ ∂°ùÃ ¬eÉ«b AÉæKCG ∞∏ÿG øe º°üN ÖY’ ™aóH ÚÑYÓd íª°ùoj ’h .ÚàÑcôdG
.(Úà«fÉK ¤EG á«fÉK) ∫ƒ≤©e âbh ∫ÓN í«ë°U πµ°ûH IôµdG øY »∏îàdG º¡«∏Y º¡µ°ùe ºàj øjòdG

 íæe óæY ,ä’É◊G ¢†©H ‘ .IqôM á∏cQ íæªoj »eÉ¶f ÒZ πµ°ûH ¬µ°ùe ºàj …òdG ÖYÓdGmarká∏cQ)
GPEG º°üÿG ≥jôØdG ó°V kGÎe 50 ó©H øe á«aÉ°VEG AGõL áHô°V íæe kÉ°†jCG øµÁ ,IqôM á∏cQ hCG (áàHÉK

.≥F’ ÒZ πµ°ûH ºµ◊G á∏eÉ©e hCG Ö©∏dG ÒNCÉàH ºFÓe ÒZ ƒëf ≈∏Y ÚÑYÓdG óMCG ΩÉb

?ójõŸG áaô©e ¿hójôJ πgâfÎfE’G ≈∏Y á«dGÎ°S’G Ωó≤dG Iôµd ‹GÎ°S’G OÉ–’G ™bƒe IQÉjõH Gƒeƒb
afl.com.au¤EG á˘˘HÉ˘˘˘à˘˘˘µ˘˘˘dG hCGOÉ–’G ‘ äÉ˘˘aÉ˘˘˘≤˘˘˘ã˘˘˘dG Oó˘˘˘©˘˘˘J ≥˘˘˘°ùæ˘˘˘eAFL Multicultural

Coordinator, Australian Football League. GPO Box 1449, Melbourne
Victoria, Australia 3001.
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Avustralya Futbol Ligi farklı kültürel kökene sahip herkese samimi bir şekilde hoş 
geldiniz der. Avustralya Futbolu tüm kültürlere açıktır ve Avustralya’daki bireyleri, 
aileleri ve toplumları biraraya getirmektedir. Bu sporun temel kurallarını öğrenmenize 
yardımcı olmak için bu rehberi hazırladık. 

GOL: Futbol maçlarındaki temel amaç gol atmaktır. Buna göre, topun iç kısımda bulunan uzun 
direklerin arasından (kale direkleri – goal posts) şut çekerek geçirilmesi gerekmektedir.  Bir 
gol altı puan değerindedir.  Top uzun bir direkle yanındaki kısa direk (behind posts) arasından 
geçerse, sadece bir puan verilir (behind denilmektedir). 4. Sayfadaki resme bakınız.  

Skor okunurken veya yazılırken, önce goller, ardından tek puanlık vuruşlar ve sonrada 
toplam puan sayılır. Örneğin, skor 10 gol, altı tek sayılık vuruş ise toplam 66 puandır ve 10.6 
(66) şeklinde yazılır.

En çok gol ve tek sayılık vuruş atan takım maçı kazanır. 

TAKIMLAR: Maçlar 22’ser oyuncudan oluşan iki takım arasında yapılır. Sahada her bir 
takımdan 18 oyuncu mücadele eder. Karşılaşma siren sesiyle birlikte orta hakemin topu 
santra noktasında yere vurarak zıplatmasıyla başlar. Her bir devre başında ve atılan her 
golden sonra oyun yine santra noktasında zıplatılarak başlar.  

SÜRESİ: Karşılaşma 20 dakikalık dört devre halinde oynanmaktadır. Ekstra süreler devre 
sonuna eklenmektedir. Her bir devre sonunda takımlar kalelerini değiştirmektedir. Takımlar 
karşılıklı olarak futbol topunu kazanmaya ve sonra koşup, şut çekerek ve elleriyle sürerek 
karşı kaleye götürmeye çalışırlar. Oyuncular her 15 metrede bir yere vurdurmak şartıyla top 
ellerinde koşabilirler.  

FUTBOL TOPUNUN TAŞINMASI: Oyuncular ayakla veya elle topu birbirlerine atarlar. Elle 
atarken, top bir elle tutulur ve diğer el yumruk haline getirilerek vurulur. Bir oyuncu uzun bir 
pasa hakim olduğunda (top şut çekerek, yere veya başka bir oyuncuya değmeden, en az 
15 metre mesafeden atılan bir pası yakalamak) (İngilizce ‘mark’ denilmektedir), topa hakim 
olan oyuncu serbest vuruş hakkı kazanır ve topu oyuna sokuncaya kadar rakip oyuncular bu 
oyuncuya müdahale edemez.  

RAKİBE MÜDAHALE EDEREK TOPU KAPMA (TACKLING):  bir oyuncu rakip oyuncuya 
müdahale ederek topu kazanabilir. Kurallara göre müdahale topa sahip olan oyuncunun 
vücudunun omuz ile dizi arasındaki bölümünden tutarak yapılabilir. Arkadan itmeye izin 
verilmemektedir. Müdahaleye maruz kalan oyuncu makul bir süre içinde (bir iki saniye) 
topu elinden çıkarmalıdır. Kurallara aykırı şekilde müdahaleye maruz kalan oyuncu faul 
atışı kazanır. Bazı durumlarda serbest atış (mark) veya faul atışı verildiğinde, rakip oyuncu 
gereksiz yere oyunu geciktirirse veya hakeme hakaret ederse, ek olarak 50 metre penaltısı 
verilir.  

Daha fazla bilgi almak ister misiniz? O zaman, AFL web sitesini ziyaret ediniz: afl.com.au
veya mektupla başvurunuz: AFL Multicultural Coordinator, Australian Football League, 
GPO Box 1449, Melbourne Victoria, Australia 3001
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Ipinaabot ng Australian Football League ang isang matapat na pagtanggap sa mga taong may 
iba't-ibang kulturang pinagmulan. Kasali ang lahat ng mga kultura sa laro ng Australian 
Football at pinaglalapit nito ang mga indibiduwal, mga pamilya at mga pamayanan sa ibayo ng 
Australya. Ginawa namin ang patnubay na ito upang tulungan kayo sa mga kinakailangang  
bahagi ng laro.

ISKORING: Ang layunin ng larong ito ang sumipa ng goals. Ang ibig sabihin ay sipain ang bola sa 
tall inner posts (ang mga the goalpost) para magka-iskor ng anim na puntos. Kung ang bola ay 
pumasok sa pagitan ng isang goalpost at sa anuman sa maliit na outer posts (ang behind posts), ang 
isang behind (nagkakahalaga ito ng isang punto) ay iniiskoran. Tignan ang diagram sa pahina 4. 

Pagdating sa pagbasa at pagsulat ng mga iskor, nauuna muna ang goals, pagkatapos ang behinds, 
pagkatapos ang kabuuang mga puntos. Halimbawa, ang isang  punto ng 10 goals at anim na behinds 
ay may total na 66 at isinusulat na 10.6 (66). 

Ang koponan na nakatapos nang may pinakamataas na total ng goals at behinds ay siyang nagwagi.

MGA KOPONAN: Ang laro ay binubuo ng dalawang koponan ng 22 manlalaro na may 18 mula sa 
bawa't koponan sa field sa anumang isang pagkakataon. Magsisimula ang laro sa sandaling 
tumunog ang silbato at isang field umpire ang magdidribol ng bola sa gitna ng  ground. Ididribol din 
ang bola sa gitna upang pasimulan ang bawa't quarter at pagkatapos na iskoran ang isang goal.

TAGAL NG LARO: Hinahati ang laro sa apat na quarter ng may 20 minutos, dagdag ang ekstrang 
oras, at ang pagbabago ng mga koponan ay nagwawakas pagkatapos ng bawa't quarter. 
Sinusubukan angkinin ng mga koponang  ang football at pagkatapos tumakbo, sipain at ihanbol ito 
patungo sa kanilang goals na nasa kabilang dulo ng ground. Maaaring itakbo ng mga manlalaro ang 
bola sa kondisyong ididribol nila ang bola isang beses sa bawa't 15 metro. 

PAGPASA NG FOOTBALL: Ipinapasa ng mga manlalaro ang bola sa bawa't isa sa pamamagitan 
ng pagsipa o hanbol. Ang hanbol ay ginagawa sa pamamagitan ng paghawak ng football sa isang 
kamay at pinapalo ito ng tikom na kamao ng isang kamay. Kung maaaring markahan ng manlalaro 
ang  football (pagsalo nito mula sa pagsipa na naglakbay ng halos 15 metro  sa kondisyong hindi ito 
sumayad sa lupa o nahawakan ng sinumang manlalaro), may karapatan siyang magtakda ng 
pagsipa at ang kalaban ay hindi papayagang sunggaban (tackle) siya hanggang sa kanyang 
paglalaro.

PAGSUNGGAB (TACKLING): Ang isang manlalaro ay maaaring makuha ang bola sa pagsunggab 
sa kalaban. Ang legal na pagsunggab ay ginagawa sa pagsunggab sa kalaban, na may bola, sa 
ilalim ng mga balikat at sa ibabaw ng mga tuhod. Hindi pinapayagan ang mga manlalarong itulak ang 
kalaban sa likuran habang gumagawa ng pagsunggab at ang mga sinunggabang manlalaro ay 
kailangang wastong ipaubaya ang bola sa loob ng makatwirang panahon (isa o dalawang segundo). 
Ang isang manlalarong iligal na sinunggaban ay gagawaran ng isang liberng pagsipa (free kick). Sa 
ilang pagkakataon ang isang mark o libreng pagsipa, isang karagdagang 50-metrong penalty ay 
igagawad laban sa kalabang koponan kung ang manlalaro ay hindi makatwirang inantala ang 
manlalaro o inabuso ang isang umpire.

Nais pa ba ninyong maragdagan ang inyong kaalaman? Kung gayon mangyaring dalawin ang  
AFL website sa afl.com.au o sulatan ang AFL Multicultural Coordinator, Australian Football 
League, GPO Box 1449, Melbourne Victoria, Australia 3001
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