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Problem No. 1

12. The team should present the Staging Area Judge with four copies of the Team List Form found in the forms section 
of the Members Area at www.odysseyofthemind.com/members or four copies of a list on one side of one or two 
sheets of 8 ½” x 11” or A4 paper. This list must be hand-printed, typed, or computer generated. It is for reference 
only. The list must include:
a. the team’s membership name and number, the problem and division.
b. the order the events will take place.
c. a brief description of the propulsion system.
d. a brief description of the entertainment between events.
e. a brief description of the coach and commentator characters.
f.	 the	signal	the	team	will	use	to	indicate	it	has	finished	presenting	its	solution.

C. Site, Setup and Competition

1. The competition area will be a minimum of 30’ x 20’ (9.1mx 6.1m) with a taped 5’ x 3’ Start Area. The judge will direct 
the	team	to	place	its	vehicle	into	the	Start	Area.	It	must	fit	entirely	within	the	5’x3’	taped	area.	If	it	does	not,	the	judge	
will	give	the	team	an	opportunity	to	bring	it	to	specification,	but	only	if	time	allows.

2.  There will be a taped Start Line for all three events. There will be a taped lane for the events (See Figure A).
3.	 The	vehicle	will	attempt	its	first	event.	It	is	allowed	to	make	additional	attempts	at	that	event	or	start	an	attempt	at	a	

different event. The team is allowed to go back and run its vehicle for an event that was previously attempted at any 
time. Teams can make as many attempts for score as they wish but will only receive one score for each event and 
that is the result of its last attempt at that event. The vehicle’s change of appearance and the entertainment may be 
presented in any order, between any of the events, and at the same or different times in the performance.

4. A three-prong electrical outlet will be available. Teams should bring their own extension cords and adapters, if needed.
5. Team members must report to the competition site with all of their props at least 15 minutes before they are 

scheduled to compete.
6. At the end of the 8-minute competition period, the Timekeeper will call time and all activity must stop. The team may 

end	before	the	8	minutes,	but	it	must	signal	the	judges	when	finished.
7. Teams should bring cleaning utensils to clean up any mess. Should a team take an unreasonable amount of time 

to clean the site, or leave a mess, the judges will assess an Unsportsmanlike Conduct penalty. Others not on the 
team’s roster can help the team clear the site and remove the team’s props. The competition area must be left 
undamaged, and clean and dry for the next team.

D. Scoring

1. Creativity of the overall performance ..................................................................................................... 1 to 15 points
2. Overall quality of the presentation ......................................................................................................... 1 to 10 points
3. The vehicle ............................................................................................................................................ 6 to 30 points

a. Originality of the vehicle (appearance and construction) ...........................................2 to 10 points
b. Functional engineering of propulsion and steering for traveling ................................4 to 15 points
c. Travels so it completely leaves the Start Area ............................................................ 0 or 5 points

4. Curling ................................................................................................................................................... 2 to 25 points
a. Creativity of engineering to make attempts ...............................................................2 to 10 points
b. Ball is properly swept (within line and vehicle lane limitations)................................... 0 or 5 points
c. Ball rests on a target area.................................................................................... 0, 5, or 10 points

5. Jousting ................................................................................................................................................. 2 to 25 points
a. Creativity of engineering to knock over targets..........................................................2 to 10 points
b. Green targets knocked over (5 targets @ 0 or 3 points) ........................ 0, 3, 6, 9, 12 or 15 points

6. Track ...................................................................................................................................................... 2 to 25 points
a. Creativity of engineering to travel in reverse .............................................................2 to 10 points
b. Completes the course moving forward ....................................................................... 0 or 5 points
c. Completes the course moving in reverse ................................................................. 0 or 10 points

7. Vehicle’s change in appearance while traveling .................................................................................... 4 to 20 points
a. Level of difference from previous appearance ...........................................................2 to 10 points
b. Effectiveness in the performance ..............................................................................2 to 10 points
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8. Entertainment between events .............................................................................................................. 4 to 20 points
a. How well it incorporates the vehicle or vehicle activity ................................................1 to 5 points
b. Originality .....................................................................................................................1 to 5 points
c. Effectiveness in the performance ..............................................................................2 to 10 points

9. The commentator character .................................................................................................................. 3 to 15 points
a. How well it describes the Triathlon Travels ..................................................................1 to 5 points
b. Effectiveness in the performance ..............................................................................2 to 10 points

10. The coach character .............................................................................................................................. 2 to 15 points
a. How well it explains the vehicle’s activity .....................................................................1 to 5 points
b. Effectiveness in the performance ..............................................................................1 to 10 points 

Maximum Possible: 200 points

E. Penalties

1. “Spirit of the Problem” violation (each offense) .................................................................................-1 to -100 points
2. Unsportsmanlike conduct (each offense) ..........................................................................................-1 to -100 points
3. Incorrect or missing membership sign .................................................................................................-1 to -15 points
4. Outside assistance (each offense) ....................................................................................................-1 to -100 points
5. Over cost limit ................................................................................................................................-1 to -100 points 6. 

Vehicle	does	not	fit	entirely	within	the	Start	Area ...............................................................................-10 to -50 points
Omission of scored problem requirements carries no penalty except loss of score.

F. Style (Elaboration of the problem solution; use four copies of the Style Form from the 2017-18 Odyssey of the Mind 

Program Guide)

1. Artistic quality of a vehicle decoration ................................................................................................... 1 to 10 points
2. Creative use of tape in the commentator character’s costume  ............................................................ 1 to 10 points
3. (Free choice of team) ............................................................................................................................ 1 to 10 points
4. (Free choice of team) ............................................................................................................................ 1 to 10 points
5. Overall effect of the four Style elements in the performance ................................................................. 1 to 10 points 

Maximum Possible: 50 points

G. Tournament Director Will Provide

1. A 30’ x 20’ (9.1mx 6.1m) course (larger, if possible) with a taped 5’ x 3’ Start Area and triathlon course.
2. A three-prong electrical outlet.
3. A judging team and materials necessary to judge this problem.
NOTE: Contact your Tournament Director for site specifications, such as actual dimensions, floor surface, etc. Do not 
submit a clarification request for this information.

H. The Team Must Provide

1. A Ball to use for curling; Targets and Obstacles for Jousting; Cones for Track.
2.	 Four	copies	of	its	Style	Form,	one	Cost	Form,	one	Outside	Assistance	Form,	and	all	team-specific	clarifications.
3. Four copies of the Team List. This list is to assist the judges. If the team fails to provide the list, there will be no 

penalty;	however,	it	benefits	the	team	to	have	the	lists	because	without	them	the	judges	might	miss	a	scored	aspect	
of the performance.

4. Any necessary extension cords or outlet adapters.
5. Cleanup materials as needed.

Problem by Dr. C. Samuel Micklus and Samuel W. Micklus  © 2017 — Creative Competitions, Inc.

Creative Competitions, Inc., its licensees, and the problem authors assume no responsibility for damage or injury 

incurred as a result of attempting to solve this problem.

® Odyssey of the Mind, OotM, and the Odyssey of the Mind logo are federally registered trademarks of Creative 
Competitions, Inc.
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Triathlon Travels
Problem No. 1: Divisions I, II, III & IV

Introduction

Triathlons take more than just skill---they take perseverance, teamwork, and creative problem-solving. Sound familiar? In 
true Odyssey fashion, this triathlon will involve all of that and more!

A. The Problem

On your mark…get set…go! In this problem, teams will make and operate an original vehicle in an Odyssey triathlon. 
Team members will ride on their unique vehicle as it competes in multiple events during an entertaining presentation. 
The vehicle will be used to score in “curling,” to hit the right targets when “jousting,” and to “run track” by navigating 
a course in two directions. During the triathlon the vehicle will change appearance. All of this action will take place in 
a team-created performance with a commentator and coach that features the vehicle’s travels while entertaining the 
audience between events.
The Creative Emphases of the problem are on the performance, the vehicle and its engineering to complete triathlon 
events, and the entertainment between events. 
The Spirit of the Problem is for the team to perform an original solution that includes a team-made vehicle that is driven 
by at least one team member riding on it that travels and tries to score in three different events – curling, jousting, and 
track. To portray an Odyssey-style triathlon event, teams will present a performance that includes the vehicle’s travels 
and its change of appearance. Also, there will be entertainment between events, a commentator character, and a coach 
character.

B. Limitations (Italicized words/terms are defined in the 2017-18 Odyssey of the Mind Program Guide)
1. General Rules: Read the 2017-18 Odyssey of the Mind Program Guide. This manual is updated each year and 

includes important rules for solving Odyssey of the Mind problems and forms required for competition. This problem 
cannot be solved without referring to the Program Rules section of the guide.

2. Problem Clarifications: The Odyssey of the Mind Program Guide explains the types of questions that will be 
clarified	and	how	to	submit	them.	Problem	clarifications	can	be	submitted	and	accessed	at	www.odysseyofthemind.
com/clarifications.	The	deadline	for	submission	is	February	15,	2018.	CCI	may	find	it	necessary	to	issue	clarifications	
after that date, so continue to check for them after February 15 and before each competition.

3. The time limit for this problem is 8 minutes. This starts when the Timekeeper says, “Team begin,” and includes 
setup, Style, and the presentation of the solution.

4. The cost limit for this problem is $145 (U.S.). The combined value of all materials used during the presentation of 
the solution, including Style, cannot exceed this amount. The Odyssey of the Mind Program Guide explains the cost 
limit and lists items that are exempt from cost.

5. The team will create an original performance that includes:
a. a ride-on vehicle that takes part in a triathlon.
b. the vehicle traveling and attempting to score in curling, jousting, and track. 
c. the vehicle changing appearance.
d. entertainment between two events.
e.  a coach character and a commentator character.

6. The vehicle:
a. must be an original creation of the team. The combination of construction, form, propulsion and steering should 

be unique to this vehicle.
b. is allowed to include commercially produced parts.
c.	 must	be	the	same	one	for	all	three	events.	It	is	allowed	to	be	modified	any	time	it	is	not	traveling	in	an	attempt	

for score.
d. is not allowed to use AC power in any way when it travels. 
e. must be operated by one or more team members riding on it 
f. must be self-contained when it travels for score on a triathlon event to be eligible to receive score for that 

attempt. Its power source and propulsion system is provided by its design and its riders.
g. must be safe and not cause harm or damage to the competition site, the judges, the team, or anyone in the 

audience. This includes any components used to score.
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7. Operating the Vehicle: 
a.	 The	vehicle	must	fit	completely	within	a	5’	x	3’	Start	Area.	 It	must	be	facing	the	way	 it	will	 travel	when	time	

begins. For example, it is not allowed to be placed on its end or side. 
b. It must travel completely outside of the Start Area before it’s altered or anything is added to it.
c. The vehicle may be moved  by team members not riding on and supported by it only to make repairs. It is not 

allowed to travel without being operated by a rider.
d. To qualify as riding on the vehicle, a team member must be completely supported by, and traveling along with, 

the vehicle. Team members can get on and off the vehicle any time it is not traveling.
e. The team may add items to help the vehicle successfully complete events. These must be connected to the rest 

of the vehicle when they are used for an attempt to complete an event. 
f. Team members riding on the vehicle are allowed to operate and manipulate vehicle components to help it 

complete events for score. 
g. The three events may be attempted in any order. Additional attempts may take place at any time, but any 

new attempt for an event eliminates the current score for that event. Teams are allowed to ask judges if they 
completed an event successfully.

h. Nothing is allowed to be placed on the course to guide the vehicle.
8. The vehicle will travel the course and attempt to score in three events (See Figure A). It is allowed to make multiple 

attempts, but only one score will be awarded for each. The three events are: 
a. Curling — requires at least two team members riding on the vehicle and operating a component to sweep a ball 

down a lane and come to rest on a scoring area Rules for Curling are:
(1) The ball is to be provided by the team. It does not need to be round. It may not be remotely controlled in 

any way once it breaks the plane of the Red line.
(2) The vehicle must travel outside of the taped Curling Lane at all times. Parts are allowed to extend into the 

Curling Lane.
(3) Sweeping a ball requires a vehicle component to propel and guide the ball down the lane. Only the 

sweeping component can make contact with the ball. It does not require a broom or actual tool associated 
with sweeping. 

(4) The sweep must begin while the ball is behind the Yellow Taped Start Line. Sweeping must continue until 
the ball reaches the Red taped line. Once the ball crosses the Red Line, the ball will travel on its own to 
score. Nothing may help propel, guide or stop the ball after it crosses the line. 

(5) The attempt will end when the ball comes to rest or the team stops that attempt. Score will be based on 
the highest area where the ball comes to rest.

(6)	 The	ball	and	sweeping	component	is	not	allowed	to	cause	damage	to	the	floor	or	harm	anyone.
b. Jousting — while traveling down the curling lane, the vehicle will use a “lance” to knock over green targets and 

leave white obstacles in place. Rules for Jousting are:
(1) The vehicle will have a stationary component that serves as a lance that will knock over as many of the 

five	(5)	green	targets	as	possible	without	knocking	over	any	of	the	four	(4)	white	obstacles.	The	lance	must	
not	cause	damage	to	the	floor.	

(2)	 The	team	will	provide	items	to	serve	as	targets	and	obstacles.	Each	item	must	fit	within	a	6”	x	6”	square	
with 12” minimum height.

(3) The vehicle will begin behind the Start Line and must travel within the lane during the entire attempt. If it 
leaves the lane the attempt is over at that time. Vehicle attachments are allowed to travel outside of the 
lane during an attempt.

(4) The vehicle must be constantly traveling during the attempt. If the vehicle stops the attempt is over.
(5) Only the traveling of the vehicle is allowed to guide the lance during an attempt. The lance is allowed to be 

held in place by a team member riding on the vehicle. However, if a team member moves or adjusts the 
position of the lance after the vehicle crosses the Start Line, that attempt is over. Adjustments are allowed 
to be made between attempts.

(6) When an attempt is over the following applies:
(a) If no green targets are knocked over the team should make another attempt.
(b) If any white obstacles are knocked over no score will be awarded for that attempt. The team should 

reset the green targets and white obstacles and try again. 
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(c) If some green targets are knocked over and all of the white obstacles remain in place, the team 
may try to add to its score by making more attempts. However, if any future attempt results in white 
obstacle being knocked over, the team will lose all score. It is allowed to reset the targets and 
obstacles and continue attempts.

(d) The team is not allowed to move any green targets or white obstacles unless it is re-setting the site 
to start over.

c. Track —the vehicle will travel from behind the Start Line, cross the Finish Line, and then travel the same route 
in reverse and cross the Start Line again. Rules for Track are:
(1) Cones will be spaced 6.5’ apart. The course setup is not allowed to be changed. Teams must provide 3 

items	to	serve	as	cones.	They	must	fit	within	a	1’	x	1’	square	and	be	a	minimum	of	18”	tall.	It	is	the	team’s	
responsibility to make sure the cones are in place before the vehicle travels in either direction.

(2) The vehicle must weave between cones as it 
travels.	It	may	start	with	the	first	cone	passing	on	its	
left or on its right. Each subsequent cone must pass 
on the opposite side to the one the vehicle most 
recently traveled past.

(3)	 There	are	marks	on	 the	floor	 indicating	where	 the	
cones must be when the vehicle reaches them. If 
a cone is moved out of place and is not knocked 
down, it may be placed back in place and the 
attempt is allowed to continue. If a cone is knocked 
over it must be replaced and that attempt is over.

(4) Nothing is allowed to be placed on the course to 
guide the vehicle. 

(5) If the vehicle completely crosses the Finish Line it 
must come to rest while still facing forward. It must 
then travel the course in reverse. The vehicle is not 
allowed to travel to change direction before it travels 
back to the Start Line. 

(6) The return trip is only eligible for score if it is part of 
an attempt that includes a successful forward trip. 

9. The vehicle’s change of appearance:
a. can be done any way the team wishes. The change is 

meant to produce an impact on the performance and not 
to simply modify the vehicle for a different event.

b. must take place after an attempt at an event has been 
completed.

c. must take place while the vehicle is traveling, but not 
during an attempt at a triathlon event. Any change of 
appearance during an attempt or when the vehicle is not 
traveling will not be considered when scoring the change 
of appearance.

d. must be noticeable to the judges and the audience.  
10. The entertainment between events:

a. must occur once between attempts at any two events. 
b. can be anything the team wishes that incorporates the performance of the vehicle.
c. must be noticeable to the judges and the audience.

11. The coach and commentator characters:
a. must be portrayed by one or more team members, but must be two separate characters.
b. will help explain what is occurring with the vehicle in the performance:

(1) The coach will explain what is occurring with the vehicle.
(2) The commentator will explain the activities taking place during the Triathlon Travels.  
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not	cause	damage	to	the	floor.	
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(3) The vehicle will begin behind the Start Line and must travel within the lane during the entire attempt. If it 
leaves the lane the attempt is over at that time. Vehicle attachments are allowed to travel outside of the 
lane during an attempt.

(4) The vehicle must be constantly traveling during the attempt. If the vehicle stops the attempt is over.
(5) Only the traveling of the vehicle is allowed to guide the lance during an attempt. The lance is allowed to be 

held in place by a team member riding on the vehicle. However, if a team member moves or adjusts the 
position of the lance after the vehicle crosses the Start Line, that attempt is over. Adjustments are allowed 
to be made between attempts.

(6) When an attempt is over the following applies:
(a) If no green targets are knocked over the team should make another attempt.
(b) If any white obstacles are knocked over no score will be awarded for that attempt. The team should 

reset the green targets and white obstacles and try again. 
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responsibility to make sure the cones are in place before the vehicle travels in either direction.

(2) The vehicle must weave between cones as it 
travels.	It	may	start	with	the	first	cone	passing	on	its	
left or on its right. Each subsequent cone must pass 
on the opposite side to the one the vehicle most 
recently traveled past.

(3)	 There	are	marks	on	 the	floor	 indicating	where	 the	
cones must be when the vehicle reaches them. If 
a cone is moved out of place and is not knocked 
down, it may be placed back in place and the 
attempt is allowed to continue. If a cone is knocked 
over it must be replaced and that attempt is over.
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(2) The commentator will explain the activities taking place during the Triathlon Travels.  
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Triathlon Travels
Problem No. 1: Divisions I, II, III & IV

Introduction

Triathlons take more than just skill---they take perseverance, teamwork, and creative problem-solving. Sound familiar? In 
true Odyssey fashion, this triathlon will involve all of that and more!

A. The Problem

On your mark…get set…go! In this problem, teams will make and operate an original vehicle in an Odyssey triathlon. 
Team members will ride on their unique vehicle as it competes in multiple events during an entertaining presentation. 
The vehicle will be used to score in “curling,” to hit the right targets when “jousting,” and to “run track” by navigating 
a course in two directions. During the triathlon the vehicle will change appearance. All of this action will take place in 
a team-created performance with a commentator and coach that features the vehicle’s travels while entertaining the 
audience between events.
The Creative Emphases of the problem are on the performance, the vehicle and its engineering to complete triathlon 
events, and the entertainment between events. 
The Spirit of the Problem is for the team to perform an original solution that includes a team-made vehicle that is driven 
by at least one team member riding on it that travels and tries to score in three different events – curling, jousting, and 
track. To portray an Odyssey-style triathlon event, teams will present a performance that includes the vehicle’s travels 
and its change of appearance. Also, there will be entertainment between events, a commentator character, and a coach 
character.

B. Limitations (Italicized words/terms are defined in the 2017-18 Odyssey of the Mind Program Guide)
1. General Rules: Read the 2017-18 Odyssey of the Mind Program Guide. This manual is updated each year and 

includes important rules for solving Odyssey of the Mind problems and forms required for competition. This problem 
cannot be solved without referring to the Program Rules section of the guide.

2. Problem Clarifications: The Odyssey of the Mind Program Guide explains the types of questions that will be 
clarified	and	how	to	submit	them.	Problem	clarifications	can	be	submitted	and	accessed	at	www.odysseyofthemind.
com/clarifications.	The	deadline	for	submission	is	February	15,	2018.	CCI	may	find	it	necessary	to	issue	clarifications	
after that date, so continue to check for them after February 15 and before each competition.

3. The time limit for this problem is 8 minutes. This starts when the Timekeeper says, “Team begin,” and includes 
setup, Style, and the presentation of the solution.

4. The cost limit for this problem is $145 (U.S.). The combined value of all materials used during the presentation of 
the solution, including Style, cannot exceed this amount. The Odyssey of the Mind Program Guide explains the cost 
limit and lists items that are exempt from cost.

5. The team will create an original performance that includes:
a. a ride-on vehicle that takes part in a triathlon.
b. the vehicle traveling and attempting to score in curling, jousting, and track. 
c. the vehicle changing appearance.
d. entertainment between two events.
e.  a coach character and a commentator character.

6. The vehicle:
a. must be an original creation of the team. The combination of construction, form, propulsion and steering should 

be unique to this vehicle.
b. is allowed to include commercially produced parts.
c.	 must	be	the	same	one	for	all	three	events.	It	is	allowed	to	be	modified	any	time	it	is	not	traveling	in	an	attempt	

for score.
d. is not allowed to use AC power in any way when it travels. 
e. must be operated by one or more team members riding on it 
f. must be self-contained when it travels for score on a triathlon event to be eligible to receive score for that 

attempt. Its power source and propulsion system is provided by its design and its riders.
g. must be safe and not cause harm or damage to the competition site, the judges, the team, or anyone in the 

audience. This includes any components used to score.
Page 1 of 5

7. Operating the Vehicle: 
a.	 The	vehicle	must	fit	completely	within	a	5’	x	3’	Start	Area.	 It	must	be	facing	the	way	 it	will	 travel	when	time	

begins. For example, it is not allowed to be placed on its end or side. 
b. It must travel completely outside of the Start Area before it’s altered or anything is added to it.
c. The vehicle may be moved  by team members not riding on and supported by it only to make repairs. It is not 

allowed to travel without being operated by a rider.
d. To qualify as riding on the vehicle, a team member must be completely supported by, and traveling along with, 

the vehicle. Team members can get on and off the vehicle any time it is not traveling.
e. The team may add items to help the vehicle successfully complete events. These must be connected to the rest 

of the vehicle when they are used for an attempt to complete an event. 
f. Team members riding on the vehicle are allowed to operate and manipulate vehicle components to help it 

complete events for score. 
g. The three events may be attempted in any order. Additional attempts may take place at any time, but any 

new attempt for an event eliminates the current score for that event. Teams are allowed to ask judges if they 
completed an event successfully.

h. Nothing is allowed to be placed on the course to guide the vehicle.
8. The vehicle will travel the course and attempt to score in three events (See Figure A). It is allowed to make multiple 

attempts, but only one score will be awarded for each. The three events are: 
a. Curling — requires at least two team members riding on the vehicle and operating a component to sweep a ball 

down a lane and come to rest on a scoring area Rules for Curling are:
(1) The ball is to be provided by the team. It does not need to be round. It may not be remotely controlled in 

any way once it breaks the plane of the Red line.
(2) The vehicle must travel outside of the taped Curling Lane at all times. Parts are allowed to extend into the 

Curling Lane.
(3) Sweeping a ball requires a vehicle component to propel and guide the ball down the lane. Only the 

sweeping component can make contact with the ball. It does not require a broom or actual tool associated 
with sweeping. 

(4) The sweep must begin while the ball is behind the Yellow Taped Start Line. Sweeping must continue until 
the ball reaches the Red taped line. Once the ball crosses the Red Line, the ball will travel on its own to 
score. Nothing may help propel, guide or stop the ball after it crosses the line. 

(5) The attempt will end when the ball comes to rest or the team stops that attempt. Score will be based on 
the highest area where the ball comes to rest.

(6)	 The	ball	and	sweeping	component	is	not	allowed	to	cause	damage	to	the	floor	or	harm	anyone.
b. Jousting — while traveling down the curling lane, the vehicle will use a “lance” to knock over green targets and 

leave white obstacles in place. Rules for Jousting are:
(1) The vehicle will have a stationary component that serves as a lance that will knock over as many of the 

five	(5)	green	targets	as	possible	without	knocking	over	any	of	the	four	(4)	white	obstacles.	The	lance	must	
not	cause	damage	to	the	floor.	

(2)	 The	team	will	provide	items	to	serve	as	targets	and	obstacles.	Each	item	must	fit	within	a	6”	x	6”	square	
with 12” minimum height.

(3) The vehicle will begin behind the Start Line and must travel within the lane during the entire attempt. If it 
leaves the lane the attempt is over at that time. Vehicle attachments are allowed to travel outside of the 
lane during an attempt.

(4) The vehicle must be constantly traveling during the attempt. If the vehicle stops the attempt is over.
(5) Only the traveling of the vehicle is allowed to guide the lance during an attempt. The lance is allowed to be 

held in place by a team member riding on the vehicle. However, if a team member moves or adjusts the 
position of the lance after the vehicle crosses the Start Line, that attempt is over. Adjustments are allowed 
to be made between attempts.

(6) When an attempt is over the following applies:
(a) If no green targets are knocked over the team should make another attempt.
(b) If any white obstacles are knocked over no score will be awarded for that attempt. The team should 

reset the green targets and white obstacles and try again. 
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(c) If some green targets are knocked over and all of the white obstacles remain in place, the team 
may try to add to its score by making more attempts. However, if any future attempt results in white 
obstacle being knocked over, the team will lose all score. It is allowed to reset the targets and 
obstacles and continue attempts.

(d) The team is not allowed to move any green targets or white obstacles unless it is re-setting the site 
to start over.

c. Track —the vehicle will travel from behind the Start Line, cross the Finish Line, and then travel the same route 
in reverse and cross the Start Line again. Rules for Track are:
(1) Cones will be spaced 6.5’ apart. The course setup is not allowed to be changed. Teams must provide 3 

items	to	serve	as	cones.	They	must	fit	within	a	1’	x	1’	square	and	be	a	minimum	of	18”	tall.	It	is	the	team’s	
responsibility to make sure the cones are in place before the vehicle travels in either direction.

(2) The vehicle must weave between cones as it 
travels.	It	may	start	with	the	first	cone	passing	on	its	
left or on its right. Each subsequent cone must pass 
on the opposite side to the one the vehicle most 
recently traveled past.

(3)	 There	are	marks	on	 the	floor	 indicating	where	 the	
cones must be when the vehicle reaches them. If 
a cone is moved out of place and is not knocked 
down, it may be placed back in place and the 
attempt is allowed to continue. If a cone is knocked 
over it must be replaced and that attempt is over.

(4) Nothing is allowed to be placed on the course to 
guide the vehicle. 

(5) If the vehicle completely crosses the Finish Line it 
must come to rest while still facing forward. It must 
then travel the course in reverse. The vehicle is not 
allowed to travel to change direction before it travels 
back to the Start Line. 

(6) The return trip is only eligible for score if it is part of 
an attempt that includes a successful forward trip. 

9. The vehicle’s change of appearance:
a. can be done any way the team wishes. The change is 

meant to produce an impact on the performance and not 
to simply modify the vehicle for a different event.

b. must take place after an attempt at an event has been 
completed.

c. must take place while the vehicle is traveling, but not 
during an attempt at a triathlon event. Any change of 
appearance during an attempt or when the vehicle is not 
traveling will not be considered when scoring the change 
of appearance.

d. must be noticeable to the judges and the audience.  
10. The entertainment between events:

a. must occur once between attempts at any two events. 
b. can be anything the team wishes that incorporates the performance of the vehicle.
c. must be noticeable to the judges and the audience.

11. The coach and commentator characters:
a. must be portrayed by one or more team members, but must be two separate characters.
b. will help explain what is occurring with the vehicle in the performance:

(1) The coach will explain what is occurring with the vehicle.
(2) The commentator will explain the activities taking place during the Triathlon Travels.  
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12. The team should present the Staging Area Judge with four copies of the Team List Form found in the forms section 
of the Members Area at www.odysseyofthemind.com/members or four copies of a list on one side of one or two 
sheets of 8 ½” x 11” or A4 paper. This list must be hand-printed, typed, or computer generated. It is for reference 
only. The list must include:
a. the team’s membership name and number, the problem and division.
b. the order the events will take place.
c. a brief description of the propulsion system.
d. a brief description of the entertainment between events.
e. a brief description of the coach and commentator characters.
f.	 the	signal	the	team	will	use	to	indicate	it	has	finished	presenting	its	solution.

C. Site, Setup and Competition

1. The competition area will be a minimum of 30’ x 20’ (9.1mx 6.1m) with a taped 5’ x 3’ Start Area. The judge will direct 
the	team	to	place	its	vehicle	into	the	Start	Area.	It	must	fit	entirely	within	the	5’x3’	taped	area.	If	it	does	not,	the	judge	
will	give	the	team	an	opportunity	to	bring	it	to	specification,	but	only	if	time	allows.

2.  There will be a taped Start Line for all three events. There will be a taped lane for the events (See Figure A).
3.	 The	vehicle	will	attempt	its	first	event.	It	is	allowed	to	make	additional	attempts	at	that	event	or	start	an	attempt	at	a	

different event. The team is allowed to go back and run its vehicle for an event that was previously attempted at any 
time. Teams can make as many attempts for score as they wish but will only receive one score for each event and 
that is the result of its last attempt at that event. The vehicle’s change of appearance and the entertainment may be 
presented in any order, between any of the events, and at the same or different times in the performance.

4. A three-prong electrical outlet will be available. Teams should bring their own extension cords and adapters, if needed.
5. Team members must report to the competition site with all of their props at least 15 minutes before they are 

scheduled to compete.
6. At the end of the 8-minute competition period, the Timekeeper will call time and all activity must stop. The team may 

end	before	the	8	minutes,	but	it	must	signal	the	judges	when	finished.
7. Teams should bring cleaning utensils to clean up any mess. Should a team take an unreasonable amount of time 

to clean the site, or leave a mess, the judges will assess an Unsportsmanlike Conduct penalty. Others not on the 
team’s roster can help the team clear the site and remove the team’s props. The competition area must be left 
undamaged, and clean and dry for the next team.

D. Scoring

1. Creativity of the overall performance ..................................................................................................... 1 to 15 points
2. Overall quality of the presentation ......................................................................................................... 1 to 10 points
3. The vehicle ............................................................................................................................................ 6 to 30 points

a. Originality of the vehicle (appearance and construction) ...........................................2 to 10 points
b. Functional engineering of propulsion and steering for traveling ................................4 to 15 points
c. Travels so it completely leaves the Start Area ............................................................ 0 or 5 points

4. Curling ................................................................................................................................................... 2 to 25 points
a. Creativity of engineering to make attempts ...............................................................2 to 10 points
b. Ball is properly swept (within line and vehicle lane limitations)................................... 0 or 5 points
c. Ball rests on a target area.................................................................................... 0, 5, or 10 points

5. Jousting ................................................................................................................................................. 2 to 25 points
a. Creativity of engineering to knock over targets..........................................................2 to 10 points
b. Green targets knocked over (5 targets @ 0 or 3 points) ........................ 0, 3, 6, 9, 12 or 15 points

6. Track ...................................................................................................................................................... 2 to 25 points
a. Creativity of engineering to travel in reverse .............................................................2 to 10 points
b. Completes the course moving forward ....................................................................... 0 or 5 points
c. Completes the course moving in reverse ................................................................. 0 or 10 points

7. Vehicle’s change in appearance while traveling .................................................................................... 4 to 20 points
a. Level of difference from previous appearance ...........................................................2 to 10 points
b. Effectiveness in the performance ..............................................................................2 to 10 points
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8. Entertainment between events .............................................................................................................. 4 to 20 points
a. How well it incorporates the vehicle or vehicle activity ................................................1 to 5 points
b. Originality .....................................................................................................................1 to 5 points
c. Effectiveness in the performance ..............................................................................2 to 10 points

9. The commentator character .................................................................................................................. 3 to 15 points
a. How well it describes the Triathlon Travels ..................................................................1 to 5 points
b. Effectiveness in the performance ..............................................................................2 to 10 points

10. The coach character .............................................................................................................................. 2 to 15 points
a. How well it explains the vehicle’s activity .....................................................................1 to 5 points
b. Effectiveness in the performance ..............................................................................1 to 10 points 

Maximum Possible: 200 points

E. Penalties

1. “Spirit of the Problem” violation (each offense) .................................................................................-1 to -100 points
2. Unsportsmanlike conduct (each offense) ..........................................................................................-1 to -100 points
3. Incorrect or missing membership sign .................................................................................................-1 to -15 points
4. Outside assistance (each offense) ....................................................................................................-1 to -100 points
5. Over cost limit ................................................................................................................................-1 to -100 points 6. 

Vehicle	does	not	fit	entirely	within	the	Start	Area ...............................................................................-10 to -50 points
Omission of scored problem requirements carries no penalty except loss of score.

F. Style (Elaboration of the problem solution; use four copies of the Style Form from the 2017-18 Odyssey of the Mind 

Program Guide)

1. Artistic quality of a vehicle decoration ................................................................................................... 1 to 10 points
2. Creative use of tape in the commentator character’s costume  ............................................................ 1 to 10 points
3. (Free choice of team) ............................................................................................................................ 1 to 10 points
4. (Free choice of team) ............................................................................................................................ 1 to 10 points
5. Overall effect of the four Style elements in the performance ................................................................. 1 to 10 points 

Maximum Possible: 50 points

G. Tournament Director Will Provide

1. A 30’ x 20’ (9.1mx 6.1m) course (larger, if possible) with a taped 5’ x 3’ Start Area and triathlon course.
2. A three-prong electrical outlet.
3. A judging team and materials necessary to judge this problem.
NOTE: Contact your Tournament Director for site specifications, such as actual dimensions, floor surface, etc. Do not 
submit a clarification request for this information.

H. The Team Must Provide

1. A Ball to use for curling; Targets and Obstacles for Jousting; Cones for Track.
2.	 Four	copies	of	its	Style	Form,	one	Cost	Form,	one	Outside	Assistance	Form,	and	all	team-specific	clarifications.
3. Four copies of the Team List. This list is to assist the judges. If the team fails to provide the list, there will be no 

penalty;	however,	it	benefits	the	team	to	have	the	lists	because	without	them	the	judges	might	miss	a	scored	aspect	
of the performance.

4. Any necessary extension cords or outlet adapters.
5. Cleanup materials as needed.

Problem by Dr. C. Samuel Micklus and Samuel W. Micklus  © 2017 — Creative Competitions, Inc.

Creative Competitions, Inc., its licensees, and the problem authors assume no responsibility for damage or injury 

incurred as a result of attempting to solve this problem.
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