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OMER to the Rescue, Again
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Introduction
In 1987 OMER came to the rescue for Odyssey of the Mind teams from all around the world. Moving his vehicle in his
suitcases, OMER and his trusty sidekick helped people, stopped crimes and saved kittens! His vehicle had to be designed
to be portable, easily assembled, and to have everything he needed to help others. Vehicle designers consider form and
function when creating a vehicle. Some are more obvious than others such as trash trucks, steamrollers, and cement mixers
while others are less obvious to recognize from the outside. Like professional vehicle designers, teams will create a 21st
century OMER-mobile!

A. The Problem

Who better to help those in distress than OMER? In this problem, OMER and his trusty Sidekick travel to different
places with suitcases packed with all of the parts needed to make an OMER-mobile vehicle! OMER and his Sidekick
will assemble and ride on the vehicle where it will function in different ways to help them “save the day.” The team will
choose from a list of rescue situations and a list of actions for the vehicle to perform. Between one of the rescues, the
vehicle will be disassembled, packed back into the suitcases, and moved to a different area where it will be reassembled
and driven again. Finally, the OMER-mobile is thrown a hero’s parade as a show of appreciation!
The Creative Emphases of the problem are on the performance, the OMER-mobile vehicle, the rescues, and the
hero’s parade.
The Spirit of the Problem is for the team to perform an original performance about an OMER and Sidekick character
saving the day. The solution will include a team-made OMER-mobile vehicle with parts that fit into one or two suitcases.
The parts will be assembled and driven by at least one team member riding on it as it travels three times to make three
different rescues. The rescues will be accompanied by different actions taken by the vehicle. The team will disassemble
the vehicle and pack the parts in the suitcases after one of the rescues has taken place. A hero’s parade will be given
for the OMER-mobile vehicle.

B. Limitations (Italicized words/terms are defined in the 2018-19 Odyssey of the Mind Program Guide)
1.

General Rules: Read the 2018-19 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, 2019. 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, assembling the vehicle, Style, and the presentation of the solution. Time ends when the team finishes or the
Timekeeper says, “Time,” whichever comes first.

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. OMER and his Sidekick traveling to different places.
b. one or two suitcases that hold all the parts of the OMER-mobile.
c. a team-made ride-on OMER-mobile vehicle that saves the day.
d. three rescues with accompanied actions selected from a list.
e. the vehicle being assembled and disassembled between one of its rescues.
f. a hero’s parade for the OMER-mobile.
g. five Style elements including two that are chosen by the team.

6.

OMER and his Sidekick:
a. must be portrayed by team members in costume at some time during the performance.
b. are two separate characters. OMER must resemble the Odyssey of the Mind mascot (see page 5). The Sidekick
character can be portrayed as being anything the team wishes.
c. will move the suitcases holding the vehicle parts to different areas and assemble/disassemble it to help save
the day. Additional team members can assist with assembly and moving the suitcases if needed.
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7.

The two suitcases:
a. are not allowed to be more than 62 total inches (1.57m) in size (height + width + depth) without any dimension
exceeding 27 inches (.69m). This dimension restriction is for each suitcase, not the two combined and it is the
exterior dimension including pockets or secondary storage areas. If the suitcase has a handle or wheels the
handle and wheels are not included in the size limitation and are not allowed to be used as part of the vehicle.
b. must contain all of the vehicle parts used to make the vehicle. This includes steering, propulsion, and functions
that help perform actions and make rescues. Decorations and other objects that do not help the vehicle function
do not have to be in the suitcase and can be added and removed at any time. The parts of the vehicle must fit
back in the suitcases when it is required to be disassembled and reassembled.
c. will be moved by OMER and his Sidekick.
d. are not allowed to be part of the assembled vehicle.

8.

The OMER-mobile 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, but the parts are not allowed to be designed to be assembled
into a vehicle.
c. must be the same for all three required rescues. It is allowed to be repaired at any time it is not traveling.
d. must be operated by one or more team members riding on it. Vehicle operators are not allowed to directly touch
the floor while the vehicle is traveling.
e. must be self-contained when it travels to complete actions and make rescues for score. Its power source and
propulsion system must be provided by its design and its riders.
f. is not allowed to be pushed or pulled for propulsion by anyone not riding on the vehicle while traveling for score
or the Hero’s Parade. Nothing is allowed to be placed on the course to guide or propel the vehicle, for example,
ramps.
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 all components used to make the rescues.

9.

Operating the Vehicle:
a. All of the parts of the vehicle must be in one or two suitcases when time begins.
b. OMER and his Sidekick will move the suitcases completely behind any rescue line on the course.
c. After it is assembled, the vehicle will be driven completely across a different rescue line to complete actions and
make rescues selected from the list in B10b. Team members and characters other than OMER and his sidekick
are allowed to be operators/riders at any time.
d. The assembled vehicle may be moved by team members who are not riding on it to make repairs, but team
members not riding the vehicle cannot help propel or guide it while it is traveling for score. It is not allowed to
travel on a rescue without being operated by a rider.
e. 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.
f. Team members riding on the vehicle are allowed to operate and manipulate the vehicle to help it complete
actions and make rescues for score.
g. It will be assembled/disassembled after one of the rescues following the rules in B11.
Figure A: Site Setup
The three rescues:
36” Rescue Lines
a. will be explained in the performance. They must involve OMER, the Sidekick, and
the OMER-mobile vehicle and at least one other character to be eligible for score
in D4a, 5a, and 6a.
b. will be selected from the following list. The team will select three different rescues
10’
from the following for score:
10’
(1) Rescue an animal.
(2) Stop a bully.
(3) Transport another character away from trouble.
10’
(4) Return a lost treasure.
60 degree angles
(5) Clean up a park.
(6) Change the weather to help someone or something.

10.
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preferred audience seating

c.

d.
e.
f.

11.

12.

13.

will be completed using an action performed by the vehicle. The actions must take place during the portrayal
of the rescue and while OMER and/or the Sidekick are riding on the vehicle. The actions may include human
power. The team will select three different actions from the following for score:
(1) Move two objects at once.
(2) Have a part of the vehicle that extends.
(3) Move in reverse.
(4) Make a circular turn (approximately 360 degrees).
(5) Light up (one or more lights turning on and off at least once).
(6) Produce a sound. It must be audible to the judges and audience. Human power may be used, but the
sound must be produced by a part of the vehicle.
may be attempted in any order. Additional attempts may take place at any time, but any new attempt eliminates
the current score for that rescue. Teams are allowed to ask judges if they completed a rescue successfully.
will be scored once. This means that there must be three different rescues and three different vehicle actions.
must each be completed beyond a different taped rescue line. The vehicle must be driven from completely
behind and cross over a portion of a rescue line, then travel completely beyond another rescue line (crossing
over a portion of that line), where it will attempt a rescue. (See Figure A.)

The vehicle being assembled/disassembled:
a. can be completed by any member(s) of the team.
b. every item used as part of the vehicle must be taken out of and put back into the suitcases. This does not
include tools or materials to assemble or make repairs such as screwdrivers for assembly or tape for a repair.
It includes everything that makes the vehicle function.
c. must take place in the following order:
(1) Vehicle will start in one or two suitcases and be assembled after time begins.
(2) After completing at least one rescue/action it must be disassembled and put back into the suitcases. This
must take place before completing the third required rescue.
(3) OMER and his Sidekick will move the suitcases behind another line and the vehicle parts will be removed
and reassembled. Any remaining rescues/actions or problem requirements can be completed after the
vehicle is assembled again.
The Hero’s Parade:
a. must take place after the three required rescues/actions.
b. will include OMER, the Sidekick, the OMER-mobile vehicle.
c. must be given to honor the OMER-mobile and how it helped complete the rescues. The vehicle must travel as
part of the parade.
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 three rescues and the three actions performed by the vehicle in order of occurrence.
c. a description of the additional character(s) in the rescues.
d. a brief description of the propulsion system.
e. when in the performance the vehicle will be disassembled, stored, moved, and reassembled.
f. the signal the team will use to indicate it has finished its performance.

C. Site, Setup and Competition
1.

2.
3.

The Check-In Area will have a taped Suitcase Square of 27 inches (.68 m). A judge will direct the team to place its
suitcases one at a time into the Suitcase Area. Each suitcase must fit entirely within the taped area when resting on
every side. The total of length + width + height must be 62” or less. If it does not, and if time allows, the judge will give
the team an opportunity to bring it to specification. If it cannot be brought to specification, penalty E7 will be applied.
The competition area will be a minimum of 24’ x 20’ (7.3m x 6.1m) with taped rescue lines. There are three taped
rescue lines 36” (.91m) 10 feet (3.05m) from each other in the form of a triangle (See Figure A). Each required
rescue must take place beyond a taped line and only one rescue may take place in each area.
A three-prong electrical outlet will be available at the performance area. Teams should bring their own extension
cords and adapters if they are needed.
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4.
5.
6.

Team members must report to the competition site with all of their props at least 15 minutes before they are
scheduled to compete.
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 it is finished.
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.
2.
3.

4.

5.

6.

7.

8.

9.

10.

Creativity of the overall performance...................................................................................................... 1 to 15 points
Overall quality of the presentation.......................................................................................................... 1 to 10 points
The vehicle............................................................................................................................................. 8 to 35 points
a. Creativity of the vehicle (appearance and construction).............................................2 to 10 points
b. Functional engineering of propulsion and steering for traveling.................................4 to 15 points
c. Risk-Taking in design..................................................................................................2 to 10 points
Rescue 1................................................................................................................................................ 4 to 23 points
a.		Impact on the performance..........................................................................................2 to 8 points
b.		Was completed successfully with an action (see B10a).............................................. 0 or 5 points
c.		Creativity of engineering of the vehicle’s action for the rescue..................................2 to 10 points
Rescue 2................................................................................................................................................ 4 to 23 points
a.		Impact on the performance..........................................................................................2 to 8 points
b.		Was completed successfully with an action (see B10a).............................................. 0 or 5 points
c.		Creativity of engineering of the vehicle’s action for the rescue..................................2 to 10 points
Rescue 3................................................................................................................................................ 4 to 23 points
a.		Impact on the performance..........................................................................................2 to 8 points
b.		Was completed successfully with an action (see B10a).............................................. 0 or 5 points
c.		Creativity of engineering of the vehicle’s action for the rescue..................................2 to 10 points
Assembling/Disassembling the vehicle.................................................................................................. 2 to 20 points
a. Vehicle starts in one or two suitcases.......................................................................... 0 or 5 points
b. Disassembly/reassembly completed successfully....................................................... 0 or 5 points
c. Efficiency of packing design.......................................................................................2 to 10 points
The Hero’s Parade................................................................................................................................. 4 to 25 points
a. How well it incorporates the vehicle...........................................................................2 to 10 points
b. Creativity.....................................................................................................................2 to 10 points
c. Includes OMER, the Sidekick and the OMER-mobile vehicle..................................... 0 or 5 points
The OMER character.............................................................................................................................. 2 to 13 points
a.		Takes part in three required rescues........................................................................... 0 or 5 points
b. Effectiveness in the performance.................................................................................2 to 8 points
The Sidekick Character.......................................................................................................................... 2 to 13 points
a. Takes part in the three required rescues..................................................................... 0 or 5 points
b. Effectiveness in the performance.................................................................................2 to 8 points
Maximum Possible: 200 points

E. Penalties
1.
2.
3.
4.
5.
6.
7.

“Spirit of the Problem” violation (each offense)..................................................................................-1 to -100 points
Unsportsmanlike conduct (each offense)...........................................................................................-1 to -100 points
Incorrect or missing membership sign..................................................................................................-1 to -15 points
Outside assistance (each offense).......................................................................................................-1 to -25 points
Over cost limit.....................................................................................................................................-1 to -100 points
Vehicle does not fit entirely within two suitcases............................................................................. zero score D7b&c
Suitcases do not meet size limitations
(for each oversized suitcase)......................................................................................... no greater than 2” = -5 points
no greater than 6” = -10 points, over 6” = -20 points
Teams that don’t present a scored element of the problem will not receive a penalty, they will receive a zero score for that
category.
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F. Style

(Elaboration of the problem solution; use four copies of the Style Form from the 2018-19 Odyssey of the Mind
Program Guide)
1. Artistic quality of an additional character’s costume in one required rescue.......................................... 1 to 10 points
2. Creativity of the OMER-mobile’s decorations (at any time).................................................................... 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 24’ x 20’ (7.3m x 6.1m) course (larger, if possible) with three taped rescue lines.

2.

A taped Suitcase Area and a tape measure to check suitcases.

3.

A three-prong electrical outlet at the performance area.

4.

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.

Four copies of its Style Form, one Cost Form, one Outside Assistance Form, and all team-specific clarifications.

2.

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.

3.

Any necessary extension cords or outlet adapters.

4.

Cleanup materials as needed.
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OMER the Odyssey of the Mind mascot:

Page 5 of 5

