THE 2NR
Often referred to as the hardest speech in the debate, the 2NR is the time the negative team brings the debate into focus and presents a coherent strategy for winning the debate. 
Goals of the 2NR
Write a ballot for the judge
	Tell the judge exactly why (s)he is voting for you, tell a story why your world is preferable to the Aff’s
Point out what the 1AR dropped
This is the most fun part of the 2NR, and is a good place to find some confidence. Be careful though- being snotty about 1AR can decrease your credibility 
Pre-empt the 2AR 
This includes the generic “no new arguments line” and pre-empting the 2AR’s impact calculus – this almost always means explaining why your position outweighs any remaining case impacts
How to choose what to go for
The path of least resistance - go for the page(s) that you have the most winnable offense on – sometimes 1AR concessions will make this decision easy, sometimes you’ve just got to go with your gut
Talk to your partner – ask them what they think you should go for, but remember, the 2NR is the captain of the Neg Ship. 
Don’t agonize over it – look over your flows briefly, and make a decision. Before the round you should discuss with your partner the possible options, but be flexible depending on the debate at hand
Don’t become predictable – there is no place for ego in the 2NR, constantly going for the 2NC arguments is not strategic
Some winning 2NR strategies
Topicality – don’t ever go for T in combination with another argument – it makes it much less likely that you’ll win on it, because (a) its credibility is decreased in the judge’s eyes, and (b) you won’t have enough time
Case defense + big impact DA – this is the easiest 2NR combination to wrap your head around, and makes an impact calculus overview simple. You must outweigh the case.
The K + Case defense, or the K alone – this debate should focus on how the Alternative solves the impacts (the K’s and the case’s), and why the PERM doesn’t
CP + Net-Benefit (+ Case Defense) – this is the easiest 2NR for presenting a coherent alternative choice to the Aff – should focus on why the CP solves the case, and why the net-benefit outweighs the case
**Its always smart to go for case defense, because the big advantage of being Aff is having lots of time to put together a solid impact scenario, and the Aff will be well-versed in explaining why it outweighs your scenario 


Giving the 2NR
Put your strongest argument first, and spend TIME on it
Compare arguments/evidence – this is the time for good explanation – forcing judges to read cards is never a good idea, you want to do the warrant comparison for them because the team that presents the easiest way to vote, wins
Don’t cover every single argument – figure out what you need to win, and ignore the rest. For example, if the 1AR indicted a defensive case answer/card, and you’re going for a CP that solves the case, no need to respond.
The 2NR overview
Should be given AFTER you kick the things you aren’t going for
Should be no more than 25-30 seconds
Should include impact comparison – probability, timeframe, and/or magnitude – focus on the one you can prove
Should include an “Even if” statement
How to kick a position
Ideal world – 
DA - you extend a defensive argument made by the other team that makes the position irrelevant
CP or K – extend the PERM, because it proves the position is no longer competitive 
If there’s a link turn, you have to win the uniqueness so it can’t be counted as an advantage to the Aff
What NOT to do
Point out every argument the 1AR dropped – a conceded argument isn’t always a winning argument, and you risk cluttering your speech with irrelevant extensions
Always go for the same arguments – this makes you predictable, and less likely to win. You should always be open to go for the path of least resistance
Go for multiple worlds- this frequently makes it difficult for the judge to evaluate the round, and you will inevitably dilute both arguments due to time pressure
Spend more than 30 seconds debating with your partner about what to go for – it’s a waste of prep time. 
Go for only defense – there is no way to win the debate without offense, because the judge might as well take the risk of improving the status quo
Read cards – this is only, maybe, justified if the 1AR reads new cards (like an impact turn)
Take more than 5 seconds to kick out of an argument – the only exception is if you have to answer offense
Go to T to kick it – if you aren’t going for it, don’t even put the page in the order unless you have to answer offense

