Odyssey of the Mind
Problem No. 2:

Hide in plain sight

Hide In Plain Sight					
Problem No. 2: Divisions I, II, III & IV
Introduction
Many animals can blend into their surroundings. Some blend by changing their outward appearance to fool other animals
like the mimic octopus, chameleon and peacock flounder. They transform to look like a different animal or to blend into
their surroundings to look like rocks, twigs, etc. Other animals, including many moths and insects, select places to rest and
positions to take where they will naturally blend in and become hard to recognize. Now teams will design and operate a
creative creature with that very ability!

A. The Problem
In this problem, teams will take a cue from nature by building an original team-made mechanical creature that hides in
plain sight. The creature will change its appearance three times to avoid being detected by a Searcher Character trying
to find it. Each time the creature changes, it will use a different method. Teams will create and present a performance
where its creature hides from the Searcher Character using this resourceful skill. In the end the creature will surprise
everyone by changing its appearance a final time and reveal its true self.
The Creative Emphases of the problem are on the performance, the creature’s engineering, its final change of
appearance, and its true self.
The Spirit of the Problem is for the team to create a performance about an original team-created creature that will
change its appearance to hide from a Searcher Character. The team will build its mechanical creature, which will
successfully hide by blending in with its environment three times. Each time it hides, the creature will complete a task to
make it happen. In the end, the creature will change its appearance a final time to reveal its true self.

B. Limitations (Italicized words/terms are defined in the Problem Glossary or 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 includes setup, Style, and the presentation of the solution. Time
will start when the Timekeeper says, “Team begin,” and will end when the team gives its signal that it is finished or
the timekeeper calls “Time.”

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 how to determine the value of the materials used.
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5.

6.

The team will create an original performance that includes:
a.

a team-made mechanical creature.

b.

a Searcher Character looking for the creature.

c.

the creature changing its appearance to successfully avoid being detected three times.

d.

three tasks that are part of the changes.

e.

the creature changing its appearance a final time (fourth change) to reveal its true self.

f.

five Style elements including two that are chosen by the team.

The Creature:
a.

must be an original mechanical creation designed and built by the team. It is allowed to include commerciallyproduced parts.

b.

can be portrayed as anything, but it must be animated during some or all of the performance. This can include
the tasks.

7.

c.

is not allowed to be a team member in costume.

d.

is not allowed to be remotely controlled.

e.

will change its appearance four times: three times to hide and a fourth time to reveal its true self.

The Searcher Character:
a.

must be portrayed by one or more team members.

b.

must be searching for the creature in the performance. Each time the creature hides, the Searcher Character
must be in its presence but not be able to recognize it.

c.
8.

will give the reason for searching for the creature during the performance.

The three required Changes of Appearance:
a.

will allow the creature to hide by blending in with an environment in any way the team wishes. The changes
must be noticeable to the judges and audience.

b.

will be shown in the performance as avoiding detection and will not be recognized by the Searcher Character
as portrayed in the performance.

c.		must function in a different way for each required change of appearance. To be considered as functioning in
a different way, the same components can be used differently, or new components can be used each time for
different operations. Teams can add or take away components when the Creature is not changing its appearance
to hide for score.
d.
9.

will incorporate a different task selected from the list to be counted for score.

The three required tasks:
a.

will occur during the change of appearance when the creature hides.

b.

must be performed by the creature without direct human power.

c.

must be different for each change. If more than one task is included in a change, only one will count for score
for that change.

d.

must be easily recognizable. These must be selected from the following list:
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(1) light up.
(2) change color (all or partial).
(3) grow or shrink (all or partial).
(4) lift something that is not part of the creature.
(5) make a sound(s).
(6) travel on its own (move with no outside guidance).
(7) have parts move (bend, straighten out, spin, etc.).
10.

The creature’s final change:
a.

is allowed to be completed any way the team wishes, but it must be different from the methods for the first three
changes.

b.
11.

will reveal the creature’s true self.

The team should present the Staging Area Judge with four copies of the Team List Form found in the forms section
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 can be hand-printed, typed, or computer generated. It is for reference only. This list must include:
a.

the team’s membership name and number, the problem and division.

b.

when in the performance the three required changes take place.

c.

a brief description of the three required changes.

d.

the task selected to be a part of each change and how they are powered.

e.

a description of the creature’s final change to reveal its true self.

f.

a description of what the creature looks like as its true self.

g.

the signal the team will use to indicate it has finished its performance.

C. Site, Setup and Competition
1.

A stage or floor area a minimum of 10’ x 15’ (3m x 4.6m) will be used, but a larger area is desirable. This will be
not marked. Teams must be prepared to perform in a 10’ x 15’ area. If space permits, the team may perform and/or
place equipment, props, etc. outside the 10’ x 15’ area. If a drop-off exists beyond the 10’ x 15’ dimensions, a caution
line may be taped 30” (76.2 cm) from the edge of the drop-off. This will serve as a warning, not a boundary. Teams
can use the entire space as it wishes for the performance.

2.

A three-prong electrical outlet will be available at the performance area. Teams must bring their own extension cords
and adapters, if needed.

3.

The team members should report to the competition site with all items for the presentation of their solution at least
15 minutes before they are scheduled to compete.

4.

At the end of the 8-minute time period, the Timekeeper will call “Time” and all activity must stop. The team may end
before the 8 minutes, but must signal the judges when it is finished.

5.

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 clean
and dry for the next competing team.
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D. Scoring
1.

Creativity of the overall performance...................................................................................................... 1 to 20 points

2.

Overall quality of the presentation.......................................................................................................... 1 to 20 points

3.

The Creature.......................................................................................................................................... 5 to 35 points
a. Is a mechanical creation that is animated................................................................... 0 or 5 points
b. Effectiveness of its animation in the performance......................................................2 to 15 points
c.

4.

Risk taking of its design to change and hide..............................................................3 to 15 points

The Searcher Character......................................................................................................................... 5 to 25 points
a. Searches for the creature but does not recognize it.................................................... 0 or 5 points
b. Originality of why it is searching for the creature........................................................3 to 10 points
c.

5.

Effectiveness in the performance...............................................................................2 to 10 points

The three required changes of appearance........................................................................................... 7 to 65 points
a. Includes a required task each time
(0 or 10 points per change)........................................................................... 0, 10, 20 or 30 points
b. How differently the creature functions to change appearance....................................2 to 15 points
c.

6.

Creativity of engineering.............................................................................................5 to 20 points

The creature’s final change.................................................................................................................... 4 to 25 points
a. Is completed in a different way than the three changes.............................................. 0 or 5 points
b.		Creativity of the change..............................................................................................2 to 10 points
c.

7.

Creativity of its true self..............................................................................................2 to 10 points

How well the performance explains the search...................................................................................... 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 -25 points

5.

Over cost limit.....................................................................................................................................-1 to -100 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.

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.

Creative use of a trash item in the Searcher Character’s costume........................................................ 1 to 10 points

2.

Artistic quality of one environment where the creature hides in plain sight............................................ 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
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G. Tournament Director Will Provide
1.

A 10’ x 15’ presentation area (larger, if possible).

2.

A three-prong electrical outlet at the performance area.

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.

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.

I. Problem Glossary (Italicized terms that are not in this Glossary can be found in the 2018-19 Odyssey of the Mind
Program Guide)
Animated – for this problem animated means demonstrating characteristics of a living creature. These are self-powered
and controlled by the creature. For example, motion, communication, intentional actions, etc.
Blending in with an environment – Not distinguishable when viewed within the setting. While it may include camouflage
there are other ways it can be considered as blending into an environment.
Change of appearance – This is the observable appearance of the creature that transforms into a different observable
appearance to allow it to hide by blending in with an environment. The creature is allowed to accomplish this in any way
the team wishes including color, composition, surrounding environments, pose, etc. as long as it includes a required
task.
Portrayed by one or more team members – Only one or more team member or members may portray the Searcher
Character. Having a team member add a human trait such as voice, movement, etc. to an inanimate object does not
qualify as the character being portrayed by a team member.
True Self – the creature’s true/natural form.
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