
U10 – Week 8 – Combination Play 

 

Objective: Improve passing technique. Introduce and train combination play (take-over, wall-

pass,overlap) Recognize the correct timing and opportunity to pass. 

 

Coaching Points: 

Wall pass: 

 First attacker runs right at the defender with the ball 

 The second attacker sets up slightly ahead of the defender, turned sideways, 

shoulders pointed to the goal (in a positive direction) 

 When the first attacker is close to, but still out of tackling range of the defender, 

he/she must read cues from the defender 

 If the defender is jockeying between the two attackers and obviously playing the 

pass, the first attacker must simply dribble past the defender with speed 

 If the defender is attending more to the first attacker, then the first attacker 

should pass the ball to the wall player’s (2nd attacker) front foot 

 The 2nd attacker plays the ball with one touch into the space behind the defender 

and into the path of the first attacker 

 The 1st attacker sprints to receive the ball preferably in the natural flow of their 

run 

Overlap: 

 The 1st attacker dribbles the ball between the defender and the 2nd attacker, 

creating live space for the 2nd attacker to overlap into; the first attacker then plays 

the ball into the live space that the second attacker has run into. 

Takeover: 

 The 2nd attacker runs directly at the 1st attacker from the opposite direction 

 1st attacker protects the ball from the defender by keeping it on the foot furthest 

from the defender so that their body is in between the defender and the ball 

 If the takeover is on (defender does not step into path of second attacker), the 

first attacker leaves the ball for the second attacker and the second attacker takes 

the ball using the same foot as the one with which the first attacker is dribbling 

 Depending on your preference as a coach you may have the first or the second 

attacker dictate this exchange with simple communication (“take” or “leave”) 

 If the defender slows down to “pick-up” the 2nd attacker, 1st attacker can continue 

to dribble (fake take-over) 

 

Combination Square: (15-20 minutes) 

Make a grid about 25x25 yards. Place 4 or 5 players in vests and have them roam around the 

entire grid in order to give support to the other players. Players in vests do not have balls, all 

other players do. Players with balls look to dribble around the grid and try to connect with the 

vested players to perform wall-passes. The player initiating this wall pass needs to play a firm 

pass, sprint to an open space, receive the ball, and burst again with speed once receiving the ball. 

The vested player must show themselves to others constantly in order to give support and look.  

Version 2: Build to overlap, then take over. **If struggling with any of the combinations, can 

have vested players more stationary. 

 

 

 



3v3+1 goals: (20 minutes) 

In a 20x25 yard grid with two 3 yard goals on 

each end, play a 3v3+1 game. Service comes 

from one team to the other. The Neutral Player 

plays on the attacking team only. Goals must 

be knee height or below. Play 3-4 minute 

games then bring in 2 new teams. Use different 

players as the Neutral Player. 

 

 

 
 

Four goal game: (20 minutes) 

4v4 scrimmage in a grid 30x35 

yards with four goals measuring 3 

feet across in each corner, two 

teams of three attack two goals and 

defend two goals. Coach within the 

game, and work on team shape, 

specifically stretch, width on 

attack, and compactness on 

defense.  

Variation: To encourage 

combination play: the attacking 

team will receive 5 points if they 

combine with a wall pass or 

takeover before they score. 

Otherwise, they receive 1 point for 

scoring.  

Recommendation: Add a “plus” 

player who always plays for the 

attacking team if they 

cannot keep possession long 

enough to create a combination. 

 

 

 

 
 

 

 

5 Goal Game: (20 minutes) [4v4 (+1 or 2 neutrals if need be) in 30x35 grid.] 

Five 2-yard goals are spread out throughout 

the grid. The plus 1 or 2 players are always 

on the attacking team. The teams score by 

passing through any of the goals to a 

teammate. The attacking team must 

combine with a wall pass or a take-over 

before they can score. First team to 10 

points wins. Players need to be able to see 

where the open goals are, and receive with a 

“picture” of what is around them. 

 

 

 

 
 

 



4v4 Endzone Scrimmage: (20 minutes) [3v3:25x30, 4v4: 30x35] 

Teams will be comprised of 3-4 players depending on numbers and space.  To score you must 

dribble into the opponent’s end zone (created with discs) while under control. Passing in will not 

count. Stress recognizing opportunities and bursting into space while under control of ball. 

 

6v6 Scrimmage: (30 minutes) 

(including goalkeepers) 45 to 60 yards long by 35 to 45 yards wide field size  


