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WHAT IS ODYSSEY OF THE MIND?

• World-wide, team driven, creative problem-solving 
competition.

• Teams of five to seven students with diverse skill sets

• Teach, encourage and reward divergent thinking
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LONG TERM PROBLEM
• Teams demonstrate their solution in a competitive 

tournament in a “skit” based performance.

• Points are awarded with a focus on creativity and 
risk-taking in the team’s solution.

• One primary problem and five competitive problems 
are published each year with common themes.

• Each problem requires artistic and technical abilities.
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LONG TERM PROBLEMS
1. Vehicle –

“Drive in Movie”

2. Technical –
“AI-Tech-No-Art”

3. Classics –
“Opening Night Antics”

4. Structure –
“Deep Space Structure”

5. Performance –
“Rocking  World Detour”

6. Primary- K-2
“The Night Life”



CORRELATE TO STATE STANDARDS

• Yearly, Educators evaluate the Odyssey of the Mind 
problems and show the correlations to State 
Education Standards for each problem.
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OUTSIDE ASSISTANCE

• Odyssey of the Mind is a Hands-On Program for Kids 
and a Hands-Off Program for Adults!!!

• The team must conceive, design, construct and 
perform their own ideas.  Help from others outside 
the team is called Outside Assistance.  

• Students learn through trial and error, in an 
environment that encourages out of the                 
box thinking.



STEM-PROBLEM 4
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STANDARDS 21ST CENTURY SKILLS
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ART STANDARDS
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LONG TERM PROBLEM DETAILS
Problem 1:  Vehicle
• Teams design, build and operate one or more vehicles. 

• Sometimes they're small, other times they’re big enough 
to ride on and transport other items. 

• Generally, the vehicles are scored on their propulsion 
system, and for traveling and completing different tasks.



LONG TERM PROBLEM DETAILS
Problem 2: Technical/Performance

• Teams are scored for performance elements as well as for 
some type of technical achievement. 

• Usually, this problem requires the team to create one or 
more devices that perform certain functions or tasks.



LONG TERM PROBLEM DETAILS
Problem 3: Classics…

• This is a performance problem based on something 
“classical”

• It could involve mythology, art, music, archaeology, or 
anything else that is classical in nature.



LONG TERM PROBLEM DETAILS
Problem 4: - Structure

• Teams design and build a structure out of only balsa wood 
and glue.

• They test the structure by adding Olympic-size weights 
until it breaks. Each year there is an element of the 
problem that sets it apart from other years. 

• For example, having the structure endure the impact of a 
ball propelled down a ramp.



LONG TERM PROBLEM DETAILS
Problem 5: Performance

• This is strictly a performance problem, where scoring is 
based mostly on the performance and elements within the 
performance. 

• It sometimes requires a specific character, sometimes 
humor, sometimes an original story, but it’s always fun!.

Sponsored by



LONG TERM PROBLEM DETAILS
• Primary problem is non-competitive for student's Pre-K-2 

designed to give them an introduction to creative problem 
solving.

• The format of Primary Problem is very similar to that of 
competitive long-term problems.

• Teams display their solutions at the Regional or State 
Tournament, whichever is closer for the team.

• Unlimited number of teams per elementary membership.



SPONTANEOUS
• Quick thinking
• Three Types
– Verbal
– Hands-on
– Verbal Hands-on

• Teamwork
• Creativity
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COSTUMES – SETS - PROPS



COSTUMES – SETS - PROPS 
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COSTUMES – SETS - PROPS 



COSTUMES – SETS - PROPS 



STRUCTURE TESTING 
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VERBAL SPONTANEOUS
Your team will have one minute to think and 
two minutes to respond.  You may not talk 
during think time. 

Name things that are blue. 

You will receive 1 point for each common 
response. Highly creative or humorous 
responses will receive 3 points.

Jeans

The sky

The wind

A sad person
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HANDS-ON SPONTANEOUS
Supplies:  You are given two chairs placed on the floor, 8 toothpicks, 5 drinking 
straws, 24” yarn, 4 mailing labels and 2 index cards. 

You will have 8 minutes to design, build, and test a structure that spans a gap 
between two chairs. The structure may touch only one side of each of the chairs. It 
may not touch the floor.  

You will be scored based on the height of the structure multiplied the distance 
spanned. If the structure touches the floor or more than one side of a chair your 
team will not receive a score. In addition, your team will be awarded 1 to 25 
points for teamwork.
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THREE COMPONENTS OF 
COMPETITION

Long Term

• 200 point
• Open ended
• Specific criteria
• Presented in skit 

format

Style

• 50 points
• Elaboration of 

long-term
• Team chosen
• Showcase talents

Spontaneous

• 100 points
• Quick thinking
• Team-work
• Three types

– Verbal
– Hands-on
– Verbal hands-on

Long-Term & Style are presented at the same time
Spontaneous is solved separately but on the same day as Style + Long-Term



COMPETITION
• Super Qualifying 

Regional
– Top six advance in prob. / div.

• State
– Top two advance in prob. / div.

•    World Finals
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WORLD FINALS
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WHO DOES ODYSSEY IN ADDITION 
TO USA?• Argentina

• Australia
• Belarus
• Canada
• China
• Czech Republic
• Denmark
• France
• Germany
• Greece
• Hong Kong
• Hungary
• Japan
• Kazakhstan
• Lithuania

CREATIVITY + PROBLEM SOLVING + CODING + PERFORMING + TEAMWORK + SOCIAL SKILLS + SELF-EFFICACY + CONFIDENCE + DESIGN + IMPROV

SCIENCE + TECHNOLOGY + ENGINEERING + ARTS + MATHEMATICS + THEATRE + PUBLIC SPEAKING + ROBOTICS + ARCHITECTURE + MUSIC + WRITING

•   Mexico
•   Moldova
•   Philippines
•   Poland
•   Qatar
•   Russia
•   Singapore
•   Slovakia
•   South Korea
•   Togo
•   United Kingdom
•   Uzbekistan

…OM is a global hit!



ODYSSEY BENEFITS-LIFE 
SKILLS

TEAM BUILDING

COMMITMENT

ARTISTIC EXPRESSION

COURAGE

CREATIVITY

LEADERSHIP SKILLS

CONFLICT RESOLUTION

MONEY MANAGEMENT

COMMUNICATION SKILLS

TIME MANAGEMENT

PROBLEM SOLVING

GOAL SETTING 



COACHES
• Anyone can coach!

– Parents, Grandparents, Friends, Teachers, Community Members, 
etc. 

• No experience is required.

• Coaches attend a training session and are given the rules 
and procedures. 

• Teams may have two or more coaches.

• Coaching is rewarding!



WHEN DO TEAMS MEET?
• Teams typically meet once a week, after Christmas 

they may need to meet twice weekly.

• Teams start meeting in September or October and 
will continue to meet until at least the last week of 
February.  



HOW MUCH DOES IT COST PER 
STUDENT?
• Total cost usually less than $50 per student. Which includes 

supplies and tournament registration.

• Those qualifying for World Finals average cost about $750 per 
team member before fundraising.



WHAT DOES A MEMBERSHIP 
INCLUDE?
• One membership can field 5 teams 

• (Membership is by campus - Unlimited Primary teams)

• Coaches Training and Support

• Access to all full-length problems and Program Guide



IMPORTANT DATES
Coaches Training was held:

Saturday October 28th
Piedmont
or

Saturday, November 4th
OSU - Tulsa
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IMPORTANT DATES
Regional Qualifying Tournament: Saturday, February 24, 2024

OSU - Tulsa

State Tournament: Saturday, April 6, 2024
Oklahoma State University - Stillwater

World Finals: May 21-24, 2024 
Iowa State University



COACH SUPPORT
Facebook Group

Oklahoma Creativity Board Members

Online Supplemental Training Through 
Zoom/Facebook



JUDGES NEEDED
3-hour training provided February 3 in OKC or 
February 10 at OSU in Stillwater

Commit 2 Saturdays -Regionals and State

Opportunity to see teams solutions!



Questions?

CREATIVITY + PROBLEM SOLVING + CODING + PERFORMING + TEAMWORK + SOCIAL SKILLS + SELF-EFFICACY + CONFIDENCE + DESIGN + IMPROV

SCIENCE + TECHNOLOGY + ENGINEERING + ARTS + MATHEMATICS + THEATRE + PUBLIC SPEAKING + ROBOTICS + ARCHITECTURE + MUSIC + WRITING


