Coach Training:

How to Play the
Game

Connecticut Odyssey of the Mind |

Creativity
can be
taught!

o

Friendships Problem-Solving Skills

A\



The Three Components of
Odyssey of the Mind

A. Long Term

B. Style A maximum of 7 students
C. Spontaneous per team.



The LONG TERM Problem

A. Five Different  Competitive Problems
(Divisions 1-4)

A A Vehicle problem

A A problem with a Technical element

A A problem with a artistic, classical or historic theme -
Classics

A A Balsa WoodStructure problem
A A Performance based problem

B. A Non -competitive Problem
A Primary (K -2)



Students compete according to
their grade:

A Division | - grades 35

A Division Il - grades 6-8

A Division Il - grades 9 12
A Primary - grades K-2

The division is determined by the
eldest child on the team.



All LONG TERM PROBLEMS
INCLUDE:
A a Cost Limit ($125 ~ $145.)

A upto seven (7) member participation.
A a Style Component.
A an Eight (8) minute time limit and,

Aa Performance (of some kind.)
A Two hundred (200) points.



Remember, EVEN the
Technical, Balsa and Vehicle
problems include:

Some Kind of performance”

3‘" .
E *?i’n

\-
v
Z

This

Or, this




STYLE

"That which Is added to the problem's
solution and relates to the theme of the
problem or the solution, but Is not

scored under the long term problem".
Fifty (50) points.

Consider the Style ofiiThe
LION King 0 A mask can show
the essence of Simba, a puppet
for Zazu can show the feeling

of lions, and hornbills.




Spontaneous
On the Spot  Problem -solving

Three Types:

1. Verbal (e.g. Things that are BLUE; Name kinds of
Tools.)

2. Hands-On.---------------- A

3. Verbal / Hands-On.
In Spontaneous, the team has
8 minutes to solve a problem

they have never seen before With these materials, can you
] ] | build a structure that will
(without their coach) ! support that tin of pennies? Yes,

One hundred (100) pOintS. those are marshmallows.
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= Spontaneous Problems

@, Practice Spontaneous problems as often as you can, even in the car . Try
to set aside a regular practice time at each meeting. An excellent resource
for problems: www.foximaging.com

A Work on listening and teamwork skills.

A Brainstorm verbal responses; identify the most creative, think of ways to
make ordinary answers more creative-e.g. Kinds of rocks, instead of stones
or pebbles, try iRock and Rolloor iRock-a-bye-Babyo or iPebbles
Flintstone 0

A Improvise non -traditional uses for various items - e.g. Uses for a paper clip.

What if you have 1000 paper clips? If your paper clip was the size of a grain
of salt or a car?

What could you do?
A Kids LOVE Spontaneous Problems!

A Practice, Practice, Practice.




Attacking the Long-Term Problem

Readé. READ t

1. Subtleties, nuances, innuendos of wording and phrases all
become evident during this process.

2. A small misreading early in the season can lead to
disappointment later on.

3. Read between the lines. Push the rules. If you have a
guestion ASK- check and use the PROBLEM
CLARIFICATIONS: see www.odysseyofthemind.com



http://www.odysseyofthemind.com

Problem

Clarifications are ODYSSEY.
IMPORTANT! OF THE MIND

To find Clarifications GO to this POMAION _coug

page:
www.odysseyofthemind.com

Rogtor Today! Odyssey of the Mind

is an international educational program that provides creative problem-solving
opportunities for students from kindergarten through college. Team members
Local Contacts apply their creativity to solve problems that range from building mechanical
devices to presenting their own interpretation of literary classics. They then
bring their solutions to competition on the local, state, and World level.
Thousands of teams from throughout the U.5. and from about 25 other
countries participate in the program.

Learn morel

Click on iClarificationsofor more
information and to find the form to
submit your team®& questions to
CCI for the official rulings on the

Long Term Problem. A

_'Learn more =|Odyssey in the News ( Watch video

(o ) > The Odyssey Angels program wants to
- challenge you to use your creative
problem-solving abilities to help some
aspect of your community that would
otherwise be overlooked. Learn more

N SECHEAVIG AHERICA An exciting documentary is airing on PBS
R iy Ak Loaming featuring Odyssey of the Mind --
. . "ReCreating America: Creativity and
H I NT Brlng a COpy Of Learning." See if your local station is

carrying it, if not send them an email
and reguest it! You can find your local
" station and its info here. Read more

P T

any clarification to the
Tournament.



http://www.odysseyofthemind.com

No Outside Assistance!
A

Outside assistance is considered help
from a coach, a parent, adult, or another child
not on the team...anyone.

Thatis, help In coming up with ideas and
help In doing the actual physical work.

Resist the impulse to elpoi you will be glad
you did! Kids are so much more creative than
adults!




It IS outside assistance If anyone:

ASUGGESTS or CHOOSES the theme, music, costumes, props,
etc.

ASUGGESTS or MAKES any part of the solution or style
materials.

AOFFERS IDEAS or solves the problem for the team.

AFILLS OUT any of the paperwork except in Division I. Division |
coachesmay ONLY record the team & answers on their
paperwork.

MSSISTS in applying makeup, hairstyling, or dressing.

PSSISTS the team in any way once they have left the staging area
judge.

MNSWERS questions addressed to the team by a judge.
ASIGNALS or assists the team in any way while they perform.

AREPAIRS, ASSEMBLES OR ADJUSTS any team prop.



What is not outside assistance?
(an equally important question)

It IS not outside assistance to:

A HELP OR PARAPHRASE for a young team what a problem
IS asking them to do.

A ASSIST Division | _with paperwork. Remember: it must be
In the team s own words.

A BRING books, resources, and other research to the attention
of the team.

A SHOP & Supply teams with a variety of materials to
experiment with.

A TEACH the team skills that they can use in solving their
problem.

A HELP ateam understand the ODYSSEY Rules & Philosophy.
A MOVE props and clear the areaAFTER a performance.




No Outside Assistance why do we

INnsist on this?

A When the students do all the work, it levels the playing
fleld (kids complete against kids.)

A Children learn by doing. The process of doing is far
more important than the product.

A Benefits come from struggling to figure something out.
We all learn more from our mistakes than our successes.

A If an adult solves the problem, large or small, it deprives
the students of the satisfaction and pride in the
discovery of an inventive solution that WILL work.

A This is the most important element of Odyssey in order
for students to reap maximum benefit from the
program.



Re adé R&BADée PROBLEM

The problem may seem overwhelming, at first.

A Break it up into smaller pieces, and take it line
by line.

A Refer the team back to it often!

Significant clarifications will be

posted online

: Check the clarifications OFTEN.
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Brainstorming

Goali to generate the maximum number of ideas.

Guiding Rules:

A Withhold criticism positive or negative - either
one can shut down the flow of ideas.

A Avoid preconceptions. -- Don't impose restrictions.

A Even a wacky idea can sometimes become brilliant
with a little thought.



Generate Ideas!

A Go for quantity. ik ol
A More answers will generate better answers.
A Encourage "Piggy-Backing".

A Can ideas be combined? Expanded?
Enhanced?

A Consider all ideasi even wild and zany ones.

A The more ideas generated, the more likely it is
that your team expressed some very creative

ideas



Listen

A Never assume anything.

A Don't jump to conclusions.

A Entertain and understand all the |deas before
deciding on your approach.

A Concentrate on the problem.

A Be objective.

A Encourage team members to listen to each
other.




COACH CAN and SHOULD Ask Questions,
lots of questions!

A What, specifically, do we do next?
A Can we rewrite the problem in our own words?
A Do we have the skills to accomplish our goals?

A Do we need to do research to gain the
nackground we need to solve the problem?

A Will field trips help us "see" examples of what
we want to do?

A Why did it break there? ® ¢
A What could the team do differently? \v
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ﬁ 2 Learn HOW to ASK guestions:

Avoid Limiting Use Open -ended

Questions Questions (allowing the

(and steering from coach): team to be creative):

Can you sew alion How can you make

costume? someoneseemto be a
Lion?

Can you use (item) to solve| What exactly does this

that problem? need to do? How can you
cause that to happen?

Do you want some glue to |How might you fasten

put those things together? |those things together?




Learn to answer a question with a

guestion:
5. Team asks: 7 Coach responds: ;
L >
3 — u
Do you think this glue will How can you find that out?

work?

Should we put more yellow in | What does your team think?
the tree?

Why did the vehicle wheel Let® look at it. . .
come off? Why did the what do you think
structure break? Why wona happened?

this stand up?




The Idea Is to
STIMULATE the flow of Ideas!!!

Notto INFLUENCE the
Ideas!



The Coach can help the team:

1. Determine the ideas to be developed/ tested.
2. Bring in experts, guest speakers, etc.

3. Go to museums, plays, hardware stores, building centers,
craft stores, etc.

4, Develop a prioritized master checklist.
5. Assign the tasks. Which team members will:
-Write scripts?
-Design and construct scenery?
-Develop elements of the
long term solution?
-Create costumes?
Determine existing team talents/skills.

Develop a time line (working back from the competition
date, decide deadlines.)

~N o



Outline the presentation

A Beginning i grab the attention of the judges and the

audience.

A Middle i tell the story. Get your message across. Complete

your objectives.

A Ending 1 leave a good, lasting impression. Leave the
judges feeling good about what they have just

seen.

Begi

nning

Middle

Complex does not necessarily equal creative. There is a beauty
Inherent in simple solutions to difficult problems.



Now add some Style: __,

The team creates t hi
and enhances the theme
with music, artist
Impressions, color,
shapes in scenery

and costumes paralleling
the main character, the
Gnome.




Developing Style:

A Style should be kept in mind throughout the
process of solving the long term problem. It
can evolve from the solution.

A Brainstorm the "Free choice(s) of the team".

A Record the ideas on a flipchart as =

\ N
they develop. C\o?\@
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AHINT: Don @& wait until the end of the
season to look at the STYLE FORM.



Odyssey Day!
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Odyssey Day! (usually a November Saturday
morning) Is a time for teams to develop skills
they can use during the Odyssey Season.
Topics vary each year but we have workshops
on Spontaneous, costume making,
brainstorming, theater skills,

the possibilities of JUNK,
propulsion, balsa and more.




Spontaneous Scrimmages

Many towns hold spontaneous

scrimmages (they fill up fast) so students can try a variety of
problems in tournament -like conditions (the only time coaches
can watch!)

A scrimmage provides different spontaneous problems for teams
to try.

*Often coaches volunteer to be judges for a scrimmage, please
consider helping.

*There are significant benefits for a coach
to see how 612 different teams
solve the same problem.




Each team isrequired to supply a

JUDGE for the Tournament

~ Judges

~ validate the

students

hard work
and

creativity.




Your Judge needs:

A To attend a half day Saturday training, usually in February or
early March.

A To know that training is IMPORTANT! The problems are
complex and all of the judges need to fully understand the
problem and each Judging position is carefully planned. All of
the Judges need to be on the same page.

A To work all day at the tournament.

A Judge can be a parent*, many of our judges are however, but if
S0, make sure your judge is aware and know in advance that
judges will NOT be able to watch their child

perform at the tournament . Each judge must be
consistent throughout the day for every team. So if you thought

Barney, the purple dinosaur, was creative at 9 am, you need to
score it the same way, even if you see or hear it 22 times!!



Each team Is required to supply a
Volunteer for the tournament

A An adult Volunteer to work ¥ day an position for
which they do not need training. Jobs include runner,
door monitor, room monitor, parking attendant, etc.

A Volunteers, even if they work the shift during their
child s performance will be allowed to leave to
watch the performance.

A FYI, our Board members, our Problem Captains, our
judges, like our coaches, all volunteer their time to
make Odyssey happen!




THEY COUNT ON ALL OF OUR JUDGES AND VOLUNTEERS!



