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Spontaneous 

Spontaneous is that part of the competition that team members really gets to shine and 
share those creative thinking skills that coaches get to see though the long-term problem 
process. Solving spontaneous problems team members get to "think on their feet" and 
quickly "think outside of the box." These problems are "TOP SECRET" and only the team 
members that enter the room get to know the secret. What's better for students than 
knowing something their parents don 't know? Teams participating in the same long-term 
problem and division will solve the same spontaneous problem, so, to ensure fairness, it is 
critical that no one discusses the problem outside of the room until after Worlds (the 
problems that are used at Regionals are also used at States and Worlds). 

The nature of the spontaneous problems varies, with each having its own set of specific rules 
that are read to the team in the competition room. Teams will have to solve only one type of 
spontaneous problem in a competition. So teams should be prepared for any of the three 
types of spontaneous problems. Teams should practice for the three common types of 
spontaneous problems as listed below. However, the team should also be prepared for the 
unexpected; this is Odyssey of the Mind . 

■ Verbal spontaneous problems require verbal responses. They may incorporate 
improvisation or dramatization. Teams are scored for common and creative responses. 

■ Hands-on spontaneous problems require teams to physically create a tangible 
solution. Each hands-on problem has its own specific scoring categories. 

■ Verbal/hands-on spontaneous problems require teams to create a tangible solution 
and include some type of verbal component, for example, creating a story about the 
solution. Teams are scored for both the tangible solution and the verbal presentation. 

Although all seven team members may enter the room, only five team members may 
participate in the spontaneous portion of the competition. Every team should assess the skills 
of its members and come to an agreement beforehand about who will compete and who 
will sit out. 

For spontaneous, be sure to practice, practice, and practice. Here are some tips from 
Odyssey of the Mind for practicing spontaneous: 

■ Teach team members to listen. They should not " think ahead" and presume what the 
problem requires; they should listen carefully until the judge finishes reading the entire 
problem. 

■ Brainstorm verbal responses. Ask the students what made them respond the way they 
did, then develop that skill further. 

■ Improvise non-traditional uses for various items. 



■ Familiarize team members with various materials and their uses. 
■ Practice building structures out of common materials such as toothpicks, paper cups 

· · ~ · Spontaneous Resources 

. -

Odyssey of the Mind homepage: 
https ://www .odysseyofthem ind .com/ 

Archived Problems from VA: 
http://va.odysseyofthemind.org/weekproblemarchive.html 

Northern Pennsylvania's Spontaneous Page: 
http://nepaootm.com/wp/?page%20id=9 

Georgia's Spontaneous Page: 
http://www.georgiaodyssey.org/wiki/spontaneous/ 

Archived Problems from AZ: 
http://lsemel.github.io/odyssey/spont/non verbal.html 

Tennessee's Spontaneous Page: 
https://tnodyssey.org/spontaneous-problems/ 

Check our website for tips and ideas: 
https://novaeastodysseyofthemind.wordpress.com/ 



Verbal Spontaneous Problem: Heroes Vs. Villains 

A. When the team members enter the room, tell them, "This is a verbal problem that requires some 
writing. The five team members who will compete please step over to the competition area (indicate 
area). The others must sit quietly in these seats (indicate seats) and watch or leave the room. They 
cannot participate in any way. " 

B. JUDGE READS TO TEAM: (Do not read material in parentheses.) 

(1) This is a two-part problem. After you complete Part I, the judge will read Part II. 

(2) In Part I, you will have 3 minutes to discuss the problem and create your solution. You 
are allowed to ask the judges questions; however, time will continue. You will be warned when 
1 minute and when 30 seconds remain. 

(3) You will divide into two groups and work at different tables (point to tables). On each 
table there is a piece of paper and a pencil. You may only talk to members of your group; 
the two groups may not talk or interact in any way. 

( 4) One group will write a list of five heroes at the table marked Heroes. The other group will 
write a list of five villains at the table marked Villains. For example, a hero might be "my 
dad" and a villain might be "my little sister." 

(After reading the entire Part I aloud, repeat items in boldface. Begin by saying, "I repeat." After reading 
boldface items say, "Begin Part I now." After the team members place their creations in the center of the table, 
remove Part I Team Copy and replace it with Part II Team Copy. Then, read Part II.) 

In Part II: 

(5) You will have 1 minute to think and 4 minutes to give responses. You are not allowed to 
talk to each other. Speak loudly and clearly. Once time begins it will not be stopped. You 
should not repeat a response that has already been given, and you are not allowed to skip your 
turn. If one member of the team is stuck, the team is stuck. 

(6) You will receive 1 point for each common response and 5 points for each creative response. 

(7) Each of you has seven cards. You will take turns in order. After you give a response, you 
will place one of your cards in the container. 

(8) Your problem in is to give a response that includes a hero and a villain that explains why 
they are a hero or a villain. For example, you might say "My Dad is a hero because he 
made my little sister stop hogging Netflix." 

(9) Part II will be over when time ends or when you have used all of your cards. 

(After reading all of Part II aloud, repeat the items in boldface. Begin by saying, "I repeat. " After 
reading boldface items, say "Begin Part II now.) 



Heroes vs. Villains -- page 2 of 4 --

, C. FOR JUDGES ONLY: 

. . 
1. Judges should discuss and practice solving the problem before the first team competes. You may 

make decisions that are uniform to each team . 

• 2. Practice reading the problem out loud before the first team competes. When reading to the teams, 
illustrate the problem by indicating items and portraying actions. 

3. Place two copies of the Team's Copy of the problem in full view of all team members before 
reading the problem to them. They may use this as a reference. Place list answer sheets and 
pencils on separate tables. Be sure there is enough for all teams. 

4. Before Part II begins, give each team member a set of seven unnumbered cards. Each set should 
be different from the others, such as different colors, marked with different shapes, etc. Make 
sure team members surrender a card after each response. 

5. Place the container within reach of all team members. Make sure it is large enough to hold all 35 
cards and that it has an opening large enough to accept the cards. 

6. If there are fewer than five team members competing, record the number of team members on 
the scoresheet. For each successful round of responses, the unassigned card will be worth 1 
point. For example: There are 4 team members; one set is unassigned; the team gives all of its 
response in 5 rounds. The unused set of cards will be worth 5 points (1 point per round). If time 
ends before all team members respond the team will receive 1 point for each round completed by 
ALL team members for the unassigned set. 

7. Be sure to give exactly 3 minutes for Part I. Warn the team when 1 minute and again when 30 
seconds remain. Give the team exactlyl minute to think and 4 minutes to respond in Part II. 
Team members responding as time ends can finish and be scored. 

8. Score 1 point for each common response and 5 points for each creative response. 

9. When teams are making their lists, allow anything that they consider a hero or a villain-it 
doesn't have to be movie or comic related, but it can be. 

10. Examples of Common Responses: 
• Statements that don't make sense and/or are sentence fragments. 

• Statements that have little or no association between the two words. 

• Basic/expected statements that simply use the two words without adding much description. 

• Not using the two list items in the statement. (If it's a matter of not using an article or 
qualifier such as "a" or "the," allow it and score as usual.) 

11. Examples of Creative Responses: 

• Original or humorous statements. 

• The use of homonyms, double entendre, plays on words, etc. 

• Unexpected or humorous connections/associations between the words. 

• Interesting descriptions that add more than just a basic statement. 

• Building on each other's statements to tell a story. 

NOTE: If the team gives a response very similar to a previous one, count it as common. Do not ask team 
members to explain their answer, or to give a different response. You should ask a team member to repeat a 
response only if you did not hear it. Time continues. 
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_ Team's Copy 
Verbal Spontaneous Problem: 

Heroes vs. Villains Part 1 

(1) This is a two-part problem. After you complete Part I, the judge 
will read Part II. 

(2) In Part I, you will have 3 minutes to discuss the problem and create 
your solution. You are allowed to ask the judges questions; 
however, time will continue. You will be warned when 1 minute 
and when 30 seconds remain. 

(3) You will divide into two groups and work at different tables. On 
each table there is a piece of paper and a pencil. You may only talk 
to members of your group; the two groups may not talk or interact 
1n any way. 

( 4) One group will write a list of five heroes at the table marked 
Heroes. The other group will write a list of five villains at the table 
marked Villains. For example, a hero might be "my dad" and a 
villain might be "my little sister." 



Team's Copy 

Verbal Spontaneous Problem: 

Heroes vs. Villains Part 2 

In Part II: 

(5) You will have 1 minute to think and 4 minutes to give responses. 
You are not allowed to talk to each other. Speak loudly and clearly. 
Once time begins it will not be stopped. You should not repeat a 
response that has already been given, and you are not allowed to 
skip your tum. If one member of the team is stuck, the team is 
stuck. 

(6) You will receive 1 point for each common response and 5 points 
for each creative response. 

(7) Each of you has seven cards. You will take turns in order. After 
you give a response, you will place one of your cards in the 
container. 

(8) Your problem in is to give a response that includes a hero and a 
villain that explains why they are a hero or a villain. For example, 
you might say "My Dad is a hero because he made my little sister 
stop hogging Netflix." 

(9) Part II will be over when time ends or when you have used all of 
your cards. 



A. When the team members enter the room, tell them, "This is a verbal/hands-on problem. The 
five team members who will compete please step over to the competition area (indicate area). 
The others must sit quietly in these seats (indicate seats) and watch or leave the room. They 
cannot participate in any way. " 

B. JUDGE READS TO TEAMS: (Do not read material in parentheses.) 

(1) You have 1 minute to think and 5 minutes to respond. You may ask the judges questions; 
however, time will continue. You are not allowed to talk to each other at any time. 

(2) You will receive 1 point for each common response and 5 points for each creative 
response. 

(3) There are objects on the table (point to bottles). You can use as many of them as you 
wish in your responses, but you may not damage them or put them in your mouth. 

( 4) Each of you has 7 cards. You will take turns in order. After you give a response, you 
will place one of your cards in the container (point to container). 

(5) Speak loudly and clearly. Once time begins, it will not be stopped. 

( 6) You should not repeat a response that has already been given, and you are not allowed to 
skip your turn. If one member of the team is stuck, the team is stuck. 

(7) You will be finished when response time ends or when you have used all your cards. 

(8) Your problem is to say something about the objects or improvise with them and 
show ways they could be used. For example, you might say, "I drink a lot of water 
out of bottles like that'; or you might tap the bottle and say, ''I could use this as a 
drum." 

(After reading the entire problem aloud, repeat the items in boldface. Begin by saying, "I 
repeat. ") 



. . . ... 

C. FOR JUDGES ONLY: 
Bot!led Up - page 2 ·of 2 -

1. Judges should discuss and practice solving the problem before the first team competes. Make any 
necessary decisions and or notes. All decisions must be applied uniformly to all teams. 

2. Practice reading the problem out loud before the first team competes. When reading to the teams, 
illustrate the problem by indicating items and portraying actions. 

3. Place two copies of the Team's Copy of the problem in full view of all team members before you 
read the problem to them. They may use the copies for reference during the competition. 

4. Place a group of empty plastic bottles on the table. Try to get different sizes and colors. Be sure 
to have replacement bottles in case one or more is accidentally damaged. 

5. Give each team member a set of seven unnumbered response cards. Each set should be different 
from the others, such as different colors, or marked with different shapes, etc. Make sure team 
members surrender a card after each response. 

6. Place a container within reach of all team members. Make sure it has an opening large enough 
and that it can hold all 35 cards. 

7. If there are fewer than five team members competing, record the number of team members on the 
scoresheet. For each successful round of responses, the unassigned card will be worth 1 point. 
For example: There are 4 team members; one set is unassigned; the team gives all of its response 
in 5 rounds. The unused set of cards will be worth 5 points (1 point per round). If time ends before 
all team members respond the team will receive 1 point for each round completed by ALL team 
members for the unassigned set. 

8. Be sure to give exactly 1 minute to think and 5 minutes to respond. Timing is critical. Team 
members responding as time ends may finish and be scored. 

9. Score: 1 point for each common response, 5 points for each creative response. 

10. Examples of Common Responses: basic descriptive statements about the bottles or basic 
drinking movements; statements that do not make sense; statements that are similar to a previous 
one; no connection to an action and response; vague responses (e.g. drumming). 

11. Examples of Creative Responses: statements that show a team member is imaginative; 
statements that make sense and build on a previous statement; humorous statements; puns; 
unusual responses, responding directly to the bottles, improvising with the bottle(s) during the 
response in an unusual or humorous way tapping it and using it as a drum, pretending to look 
through it as a telescope), combining multiple bottles into one response, humorous or interesting 
connections to bottles and improvisations; specific responses (Chad Smith rocking with the Chili 
Peppers). 

NOTE: If a team member gives a response very similar to a previous one, count it as common. Do not 
ask team members to explain their answer, or to give a different response. You should ask a team 
member to repeat a response only if you did not hear it. Time continues. 



. 
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Verbal/Hands-On_ Spontaneous Problem: 

Bottled Up 

( 1) You have 1 minute to think and 5 minutes to respond. You may 
ask the judges questions; however, time will continue. You are 
not allowed to talk to each other at any time. 

(2) You will receive 1 point for each common response and 5 points 
for each creative 
response. 

(3) There are objects on the table. You can use as many of them as 
you wish in your responses, but you may not damage them or put 
them in your mouth. 

( 4) Each of you has 7 cards. You will take turns in order. After you 
give a response, you will place one of your cards in the container. 

(5) Speak loudly and clearly. Once time begins, it will not be 
stopped. 

(6) You should not repeat a response that has already been given, and 
you are not allowed to 
skip your tum. If one member of the team is stuck, the team is 
stuck. 

(7) You will be finished when response time ends or when you have 
used all your cards. 

(8) Your problem is to say something about the objects or improvise 
with them and show ways they could be used. For example, you 
might say, "I drink a lot of water out of bottles like that'; or you 
might tap the bottle and say, "I could use this as a drum." 



Hands-On Spontaneous Problem: HANGING BRIDGE II 

A. When the team members enter the room, tell them, "This is a hands-on problem. The five team 
members who will compete please step over to the competition area (indicate area). The others must 
sit quietly in these seats ( indicate seats) and watch or leave the room. They cannot participate in any 
way." 

B. JUDGE READS TO TEAMS: (Do not read material in parentheses.) 

(1) You will have 8 minutes to solve the problem. The judge will warn you when 2 minutes 
and when 1 minute remains. You are allowed to ask the judges questions and talk to each 
other at any time. 

(2) There is a table with two blocks (point to blocks) and bridge materials for you to use to 
solve the problem (point to items). Nothing else can be used. There are items for you to 
hang from your bridge (point to items). 

(3) Your problem is to build a bridge across the two blocks. The bridge will support items 
that you hang from it. Only the bridge materials are allowed to be used to build your 
bridge and to hang the items. 

(4) You are allowed to move the blocks, but they must rest on the table. 

(5) You will hang the items so they dangle below the level of the bridge. Items are only 
allowed to touch the materials that connect them to the bridge. If an item touches anything 
else including the table, blocks, or a team member, it will not receive score. 

(6) When time ends your bridge must span the two blocks and support at least one item 
hanging from it to be eligible for score. It is not allowed to touch anything else except 
the bridge materials. 

(7) Competition is over when time ends, you run out of bridge materials, or when you tell the 
judges you want to be scored. 

(8) You will be scored as follows: 

(a) You will receive 2 points for each inch between the blocks connected by the bridge 
while it supports an item hanging from it. 

(b) You will receive 3 points for each item hanging below the level of the bridge. 

( c) You will receive 1 to 10 points for the creativity of your solution. 

( d) You will receive 1 to 15 points for how well your team works together. 

(Repeat items in boldface. Begin by saying, "I repeat.") 
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Hanging ]!ridge - page 2 of 2 -

1: Judges should discuss and practice solving the problem before the first team competes. 
Make any ne~essary ~~cisions and or notes. All decisions must be applied uniformly to 
all teams. 

2. Practice reading the problem out loud before the first team competes. When reading to 
the teams, illustrate the problem by pointing to items. 

3. Place two copies of the Team' s Copy of the problem in full view of all team members 
before you read the problem to them. They may use them as a reference during the 
competition. 

4. Place two 6" x 12" blocks on a work table. Teams may place them any distance apart and any 
orientation. On the same table, place these items to hang: 

5 coins, 3 marbles, 4 ping pong balls, 2 small toy cars. 

5. On a second table, place a set of these materials for each team: 

2 pieces of masking 
tape, 8" long 

1 paper napkin 

3 rubber bands 

3 paper clips 

* Yellow label on these items. 

5 cotton swabs 

2 small paper cups, 4 - 6 
oz. 

2 plastic straws, cut in 
half 

2 plastic spoons 

20 toothpicks 

2 pieces of string, 6" 

1 paper plate 

2 unsharpened pencils* 

2 pipe cleaners 

6. Be sure to give the team exactly 8 minutes to solve the problem. Warn the team when 2 minutes 
and 1 minute remains. 

7. Only the items that are supported by the bridge and hanging below it when time ends are eligible 
for score. Any items that fall off during judging still count for score. Hanging items may be 
combined in any way. If a hanging item touches the bridge in a way that does not help to support 
it, score as usual. Do not judge until the team leaves the room. When scoring the distance 
between the blocks, measure the inside distance (see Figure A below). If no item is hanging from 
the bridge when warning time arrives, remind them team it must hang one item. If no item is 
properly hanging the team will receive zero score for 8(a) and (8b). 

8. When judging creativity of the solution, assess the team's strategy, especially how they 
use the materials and how they connect the bases, hanging items, and how they are supported by 
the bridge. Was there risk-taking involved? When scoring how well the team works together, 
consider the extent that all team members are involved in coming up with ideas, working on the 
bridge, placing the items, etc. 

9. If it is obvious that the team does not understand the problem, provide information to clarify the 
problem's intent and its limitations. Do not help teams solve the problem, but you should help 
confused teams understand the problem. 

□--◄ ►D 
Figure A: Measure from the inside edge of the 
block, not the back of the blocks. Be consistent 
for each team when measuring. 



liands-On Spontaneous Problem: 

Hanging Bridge II 

(1) You will have 8 minutes to solve the problem. The judge will warn you 
when 2 minutes and when 1 minute remains. You are allowed to ask the 
judges questions and talk to each other at any time. 

(2) There is a table with two blocks and bridge materials for you to use to 
solve the problem. Nothing else can be used. There are items for you to 
hang from your bridge. 

(3) Your problem is to build a bridge across the two blocks. The bridge will 
support items that you hang from it. Only the bridge materials are allowed 
to be used to build your bridge and to hang the items. 

( 4) You are allowed to move the blocks, but they must rest on the table. 

(5) You will hang the items so they dangle below the level of the bridge. Items 
are only allowed to touch the materials that connect them to the bridge. If 
an item touches anything else including the table, blocks, or a team 
member, it will not receive score. 

(6) When time ends your bridge must span the two blocks and support at least 
one item hanging from it to be eligible for score. It is not allowed to touch 
anything else except the bridge materials. 

(7) Competition is over when time ends, you run out of bridge materials, or 
when you tell the judges you want to be scored. 

(8) You will be scored as follows: 

(a) You will receive 2 points for each inch between the blocks connected 
by the bridge while it supports an item hanging from it. 

(b) You will receive 3 points for each item hanging below the level of the 
bridge. 

(c) You will receive 1 to 10 points for the creativity of your solution. 

(d) You will receive 1 to 15 points for how well your team works 
together. 



Spontaneous Ticket 
What you get when you check in on day of competition 

Tickets are color coded based on the problem 
Check the information when you get it to make sure that it is correct 
Make sure someone on the team knows your name and the membership number 
When the judge picks up your team from the holding room, they will read the team member names to make sure 
that they have the correct team 
Make sure your cell number is on it in case we need to reach you 
Give the ticket to the judge to keep 

ADMISSION ONE: SPONTANEOUS TICKET 

PROBLEM_.;, _______ : DIV 

School --------------------
Membership# ________________ _ 

Team Member Name(s) _____________ _ 

Coach Name ________________ _ 

Coaches Gell Phone# __________ _ 

SPONTANEOUS TIME --------
PRESENT THIS TICKET AT THE BOTTOM OF THE STAIRS AT 

COACHES: 
• One coach can accompany 

your team up to the holding 
room . 

• When the team goes back 
w ith the judges, please exit 
down the stairs . Coaches 
should wait at the bottom of 
the stairs by the library to get 
your team . 

• Remind your team: Do not 
talk about your 
Spontaneous problem! You 
do not want to give another 
team an unfair advantage. 

This is the time that you check in at the 
bottom of the stairs at West Potomac. Do 
not check in before that time 


