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Bay Area Urban Debate League
April 2009 Activities Pack – Sample Flows
A good sample flow is a treasure; it can be used in a nearly infinite series of fun and effective activities.  A sample flow that pits RPS against on-case attacks and the Capitalism Kritik is attached in two versions – one with all six speeches filled in and one that includes only the first two – but can be useful with any number of speeches filled in, or with any number of total speeches.  

One great use of the sample flow is to target each speech of the round – for example, if you spend a good part of one week’s practice on the 2AC and then update the flow using the things said in practice, you can use that updated flow to focus on the negative block in the next week.  The possibilities are limitless, and the ideas below are just a start…



Using the flow
These games are designed to give students a feel for the broad sweep of a debate round – they should leave each one with a better understanding of how and why debates are won.

· Chunking  –  Give the students a fully filled-in sample flow and have them break it into argumentative chunks (ask them the question, “Which arguments go together?”).  Then assign debaters in groups to figure out which team won which chunk, and why.  At the end, once each chunk is addressed, have teams weigh chunks against each other.  For instance, if the Aff won against the case attacks and the Neg won the Capitalism K, who should win the round?  Why?
· Flow chain debates – Have students perform a single argument all the way across a completed flow, putting the flow language into their own words.  At the end, they should think through which side won that specific argument, and how they could use that specific win to argue for the judge’s ballot (i.e., what are the impacts of this argument).  A fun variant for experienced debaters is the pyramid debate, where the flow is a jumping-off point and each speaker has to add a new related point.
· Who Wins?  This is the most fundamental use of a completed sample flow.  Assign a debater (or two) to each speech in the round.  Have one debater (or group) perform each speech from the flow, translating the flow language into their own words.  Pause to discuss the state of the round after each speech. At the end, each debater in the room should act as a judge, writing who won and why, and starting a discussion on what it takes to win a debate round.  Note: make sure the 2NC and 1NR communicate with each other about how they plan to split the block.
Building the flow
These games serve to help young debaters construct and organize arguments over the course of a full debate round.  Crucial to both of them is that the debaters take rigorous notes – without these notes, the flow can’t take on life!
· Pass the Flow (45 minutes) – Start with a partly-constructed flow (you choose how many speeches are already filled out, but most coaches fill in at least the 1AC and 1NC) face down on each debater’s desk.  Have debaters sit in a circle, or in multiple circles depending on numbers.  With enthusiasm, ask students to flip the paper over and read through the debate so far.  If you’re feeling charitable or dealing with novices, provide some guidance or allow for Q&A to make sure all participants understand the debate so far.  Then, with great fanfare, give them 1-2 minutes to answer all the arguments on their sheet (make them drop those pens!) – then they pass the sheet to their left and have a minute to answer its arguments.  Once all the speeches are filled, have them pass one last time, judge the debate represented by the flow, and tell the team who won and why.  Over time, gradually decrease the amount of space debaters have to respond to each argument, challenging them to be efficient and concise. 
· Line-by-Line Relay Race (20-40 minutes) – If you run the competitive version of this, you’ll need a stopwatch and a baton (this can be any object).  Divide the group up into two teams, Aff and Neg.  Hand out a partly completed flow (1NC already filled out is best).  Have the Neg team find the arguments on the flow in their evidence while you give the Aff team 2 minutes to plan their line-by-line relay.  When the two minutes are up, give one Aff debater the baton; that debater’s job is to answer one argument (quickly, but fully!) and pass the baton to the next debater, who answers the next argument, and so on, looping back to the first debater if need be.  The Neg team then follows the same process, repeated as many times as you like.  At the end of the debate, the team that wins is the team that has taken the least total time – if you like, you can give time bonuses for particularly creative answers and time penalties for dropped or mishandled arguments.  Make sure when the Neg team answers the 2AC that they split the block, announcing when they’ve stopped the 2NC and are heading into the 1NR.
