
ODYSSEY OF THE MIND (2020-21) 
 

Odyssey of the Mind is an international creative problem-solving program that 
engages students in their learning by allowing their knowledge and ideas to 
come to life in an exciting, productive environment. Participants build self-
confidence, develop life skills, create new friendships, and are able to 
recognize and explore their true potential. OM proves that students can have 
fun while they learn.   
• Students in grades K-2 (primary) form teams of 5-7 participants to solve a 

single problem in a non-competitive environment.  For either age range, the 
coach is a team member’s parent, volunteering his/her time.  Each team is 
also required to provide two volunteers to assist with the tournament. 
 

o Primary Problem for 2020-21 year: Animals Are People Too! 
People see the world in different ways. Imagine looking at one thing and seeing 

something else. In this problem, teams will create and present a humorous 

performance about a magical pair of glasses that when looked through, make 

people look like animals. Teams will design a costume that transforms a 

character’s appearance from human to an animal, and another costume that 

transforms an animal to a different animal. A character will attempt to duplicate 

the glasses, but the copycat version doesn’t work the same way. What is seen 

through the copycat glasses will be represented by an artistic representation. 

 
• Students in grades 3-5 form teams of up to seven participants to solve a problem 

they select, competing against teams of 3-5 graders from other elementary schools, 
with the winners moving on the state tournament. Teams pick one of 5 problems, 
first come-first serve  
 

o Problem 1: OMer the ROMER 
OMers are always looking for new fun — and funny — experiences! Teams will 

design and build a ride-on vehicle that takes an OMer character on an adventure 

in search of humor. The vehicle will use stored energy as it is propelled forward 

and in reverse. At each stop, the vehicle and the OMer will react to something 

humorous before traveling to the next destination. The humorous performance 

will also include an unplanned stop where the OMer character takes a selfie, a 

creative physical representation of the selfie, and a vehicle-produced special 

effect. 

 

o Problem 2: Virtual Odyssey 

Creativity is boundless as teams create a performance that includes a Virtual 

Reality World. As part of the world, they will design and build various technical 



effects, which include changing something that is two-dimensional into three-

dimensional. During the performance, a character will unknowingly enter the 

Virtual Reality World where it will encounter a nefarious creature. It will learn the 

rules of collecting credits in the virtual world as the odyssey progresses. Finally, 

the character will escape the “clutches” of the creature and earn the last credit 

that allows it to journey back into the real world. The team will also create a 

special effect indicating to the judges and audience when the performance goes 

into virtual reality. 

 
o Problem 3: Classics… OMER and the Beanstalk 

Sponsored by ARM & HAMMER™ 

Storybooks come alive when a special bean grows into a magic “beanstalk” that 

takes a youngster into a storybook land. There, a creative host will guide them 

around as they meet different storybook characters and encounter objects from 

selected stories that exist together in this mystical land. Teams will use ARM & 

HAMMER™ Baking Soda to create works of art relating to the stories. A set 

piece or prop that grows or appears to grow and an original Life Lesson learned 

by the youngster in storybook land will be part of the performance. 

 
o Problem 4: It’s a Trap! 

o Oh no, it’s a trap! Or is it? In this problem, teams will design and build a structure 

made of only balsa wood and glue, if desired, that holds as much weight as 

possible after it is used to trap a moving object. However, an oblivious character 

will unwittingly avoid traps it does not recognize in a humorous performance. The 

performance will also include a narrator character that alerts the audience to the 

action and the traps. 

Note: Wrecking Ball Structure II will return in the future when competitions are 
not in a virtual platform. 

o Problem 5: Superhero Socks: A Cliffhanger Beginning 

Get ready for a story that begins with a cliffhanger “ending.” A Superhero is in 

peril and needs help to escape. Just as all hope seems lost, the Superhero puts 

on a pair of Super Socks that give the hero a special power. The Superhero uses 

the power to escape and fend off an adversary who caused the cliffhanger 

situation. Teams will also create an extreme weather setting, a humorous 

character, and a sound effect that occurs whenever the character activates the 

Super Socks. 

 

The OM coordinator for WUES is Corrie Chumpitazi 
(wuesodyssey@gmail.com), and she assists by managing communications with the 



Houston chapter of Odyssey of the Mind, as well as coordinating which team 
will work on which problem. It works best if you have children/parents in your 
class that are interested, form a team of 5-7 interested children in the same 
grade and find a volunteer coach.  Email list of interested students/parent 
coach(es) emails to Odyssey email and she can help coordinate.   
For more information, visit: https://www.odysseyofthemind.com/why-odyssey/ 

 

Summer 2020 Newsletter 

https://www.odysseyofthemind.com/p/wp-content/uploads/2020/07/summer2020.pdf 

 

 
Important dates  
TBD 
 
Location 
TBD 
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