
 
 

 

Objective – To develop evasion, decision-making and ball familiarisation skills 
 

  

 Balls: 2 balls 

 Cones: 1 stack 

 Bibs: 8 

 

 10 - 15 minutes 

 

 
 

 
 

  
 

 First team to complete five passes gets a 
point. 

 The team in possession must touch the ball 
on the ground before passing to another 
team mate (variations can be applied). 

 The defending team’s aim is to stop the ball 
from being passed or to force an inaccurate 
pass. 

 Ball carrier cannot move with the ball 
(variations can be applied). 

 Players are free to move within the grid if 
they do not have the ball. 

 If the ball touches the ground or is 
intercepted by the defending team then it is 
a turnover. 

 
 
 
 
 

 
Content adapted with kind permission from Scottish Rugby's Long Term Player Development Coaching resources. 

1. Hands in the ready position, with palms 
facing the ball and thumbs together. 

2. Catch the ball in their hands. 
3. Ball remains off the shirt. 
4. Follow through on pass towards target. 
5. Accurate communication between attacking 

team players. 
6. Finding space to receive the pass - 

movement off the ball. 
 
 

 
 Ball carrier cannot pass back to the player they 

have just received it from (harder). 

 Ball carrier can take ten steps before passing 
(easier). 

 Once ball carrier passes the ball, they have to 
run outside the grid before re-entering into the 
game (harder). 

 Increase the number of passes that have to be 
made (harder) 

Coaching points/Key factors: How to play: 

   15m    

 
 
 
 
 

 
15m 

Set-up Diagram: 

Suggested time allocation: Equipment needed: 

16 players 5 Pass Game 

Difficulty: 


