
2021-22 CABIN JOHN MIDDLE SCHOOL ODYSSEY OF THE MIND

Coordinators: Ilayda Dogan & Gunay Dogan
E-mail: CabinJohnOdyssey@gmail.com

Registration URL: http://tinyurl.com/CJMS-Odyssey2021

What is Odyssey of the Mind?
Odyssey of the Mind (OotM) is an international
program aimed at developing creative problem
solving skills in children of all ages (kindergarten
through college). There are two general categories
of problems: spontaneous and long-term. For
spontaneous problems, children work as a team to
solve a problem in a few minutes. For long-term
problems, children work as a team over the course
of several months to solve a more involved
problem (see back for synopses of the long-term
problems for this year).

Odyssey of the Mind is designed to align with
STEM, Common Core, and 21st Century Skills
initiative. The program encourages intellectual
curiosity, teamwork, critical analysis of ideas,
learning how to listen to one another, effective
conflict resolution, flexible creative thinking, and
on-stage performance skills. For more info:
odysseyofthemind.com, and the Maryland state
program website at mdodyssey.org.

How does it Happen?
Success in the program depends on innovation,
parent volunteerism, and hard work. Student
members will learn creative thinking and must also
expect to put a lot of effort into their long-term
problem. The program is run entirely by parent
volunteers. The OotM coaches (all of whom will be
trained) will provide spontaneous problems and
offer teaching in skills relevant to the program.
However, work on the long-term problem is
entirely team-driven – no one but the team
members can generate ideas for solving the
problem.  Parents who do not serve as coaches can
instead volunteer to help with many other
necessary tasks throughout the year. Teams of 5-7
students will be formed based on grade level,
interests, child preferences, and balance.

When and Where
Program meetings for 2021-22 will be at Cabin John
on Fridays, typically from 3pm to 4:30pm. The fall
meetings will begin on October 15. Beginning in
January, teams may add a few weekend meetings
at parents’ homes (depending on safe practices) to
do additional work on the long-term problem for
things like set and prop production. The Maryland
State Tournament will be held on a weekend in
Spring, likely late March. For any teams that qualify
and decide to attend World Finals, those will be
held in late May 2022.

Who is Eligible?
All students are encouraged to participate. Middle

school teams compete in Division 2.

Cost
Fee is $60, payable via PayPal (after registration,
when contacted by coordinators). Fee covers team
registration fees, t-shirt, materials for spontaneous
problems, and other needs that arise.

Information Night, 8pm, Sept. 22rd
Please join us at the information night, when we
will introduce OotM and answer your questions:
https://meet.google.com/yak-vinw-tme

Sign up by Friday, October 1st
Please go online to register at:
http://tinyurl.com/CJMS-Odyssey2021

After that, we can only accommodate additional
children if there are open slots. Signing up your
child also indicates willingness on the part of at
least one parent or guardian to help in one of the
volunteer roles.

Checklist:
� Contact coordinators promptly (CabinJohnOdyssey@gmail.com) if you are willing to be a Coach
� Sign up child online (no later than October 1)
� $60 payment via PayPal (when contacted by coordinators)

mailto:bellsmillodyssey@gmail.com
http://tinyurl.com/CJMS-Odyssey2021
http://www.odysseyofthemind.com
http://www.mdodyssey.org
https://meet.google.com/yak-vinw-tme
http://tinyurl.com/CJMS-Odyssey2021
mailto:bellsmillodyssey@gmail.com


2021-22 CABIN JOHN MIDDLE SCHOOL ODYSSEY OF THE MIND

LONG-TERM PROBLEM SYNOPSES

Problem 1: Escape VroOM
Odyssey teams take their problem-solving skills inside a box as they create a performance that includes
one or more team-created vehicles that will help a group of characters escape an unusual room. The
vehicle will travel to areas within the room and complete tasks. Each time it completes a task it will release
a “clue” that the group will use in the next area to release the next clue, and so on. When the vehicle
performs the final task, it will reveal a final clue that allows the group to escape the room and they
discover the mystery behind the room!

Problem 2: Odyssey ReOMvention
While no one knows what the future holds, it’s likely OMers will have an important role in it! To prove just
that, teams will present a performance that identifies an original threat to the environment that
self-replicates until a team-created technical reOMvention removes the threat. The team’s setting will
reflect the threat and then return to its original state. The performance will also include original music,
two animal characters, and must use ARM & HAMMER™ Baking Soda.

Problem 3: Classics... The Musical Production
Historical figures get an encore as OMers re-tell their stories in musical form. In this problem, teams will
create a biographical musical about a selected historic figure. There will be three songs: an opening
number, an emotional number whose music conveys an emotion, and one determined by the team. The
performance will also include a lighting special effect, movement of scenery, and a membership sign that
will appear as a marquee for the team’s musical.

Problem 4: Matryoshka Structure
It’s always the more the merrier with nesting dolls, also known as Matryoshka! In this problem, teams will
design and build a Matryoshka Structure made of only balsa wood and glue that holds as much weight as
possible. The 8+” structure will hold additional structures nested one inside the other. The more structures
that are nested, the higher the score! Before weight placement can begin, the nested structures will be
removed one-byone to reveal a tiny character nested inside the smallest structure. The performance will
have a theme about storage that includes placing weights, the structures, and the tiny character.

Problem 5: Life is a Circus!
Sometimes life seems like a circus! Teams will create a performance about a young person enjoying a
regular life in our world who wakes up one day to discover they somehow were transported into a circus
world. In the circus world there will be original animals performing unexpected tricks, a clown, circus acts,
and a ringmaster that announces the activities. The young person returns to the regular world thinking it
was all a dream until they see a mysterious figure that turns out to be from the circus.


