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Biomimicry in the World of Technology

Objective:

This activity aims to introduce young learners to the concept of biomimicry and how it
inspires technological innovations. Participants will explore examples of biomimicry in
technology, understand the principles behind them, and create their own biomimicry-inspired
designs.

Target Age Group:
Ideal for children aged 10-14 years with proper adult supervision.

Materials Needed:

Notebook and pen (for recording observations and ideas)
Poster board or large sheets of paper

Markers, colored pencils, or crayons

Examples of biomimicry (images or physical objects, if available)
Optional: Access to the internet for research

Scissors, glue, and other craft supplies (for creating models)

Duration:
60-90 minutes

Procedure:

1. Introduction to Biomimicry:

o Explain that biomimicry is the practice of learning from and mimicking nature’s
designs and processes to solve human problems.

o Discuss how nature has developed solutions over billions of years of
evolution, making it a rich source of inspiration for innovation.

2. Examples of Biomimicry in Technology:
o Share examples of biomimicry in technology, such as:

m Velcro: Inspired by the way burrs stick to animal fur.

m Bullet Train: Shaped like a kingfisher's beak to reduce noise and
increase speed.

m  Wind Turbines: Designed based on the shape of humpback whale
fins to improve efficiency.

m  Gecko Tape: Mimics the adhesive properties of gecko feet to create
strong, reusable tape.

o Show images or physical examples of these technologies and discuss the
natural inspirations behind them.

3. Research and Exploration:

o Divide the participants into small groups and assign each group a different
example of biomimicry to research. Alternatively, allow them to choose their
own example.

o Provide access to books, articles, or the internet for research. Encourage the
groups to learn about the natural organism or process that inspired the
technology and how it was adapted for human use.
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4. Presentation and Discussion:

o Have each group present their findings to the rest of the participants. They
should explain the natural inspiration, the resulting technology, and how it
benefits society.

o Encourage questions and discussions to deepen understanding and spark
curiosity.

5. Creative Design Activity:

o Provide poster boards, markers, and craft supplies. Ask participants to
brainstorm and design their own technology inspired by nature.

o They should think about a problem they want to solve and look to nature for
inspiration. For example, designing a new type of clothing material inspired by
penguin feathers for insulation.

o Have them sketch their designs, label the parts, and explain the natural
inspiration behind their idea.

6. Creating Models (Optional):

o If time and resources allow, participants can create physical models of their
biomimicry-inspired designs using craft supplies.

o Encourage creativity and innovation in building these models.

Discussion and Analysis

e Nature’s Solutions:
o Discuss how nature’s solutions are often efficient, sustainable, and innovative.
o Explain how biomimicry can lead to advancements in technology that are
environmentally friendly and resource-efficient.
e The Design Process:
o Discuss the process of observing nature, identifying useful features, and
translating them into human applications.
o Highlight the importance of creativity and critical thinking in the design
process.

Key Concepts

e Biomimicry: The practice of learning from and mimicking nature’s designs and
processes to solve human problems.

e Innovation: The process of creating new technologies or methods inspired by
natural solutions.

e Sustainability: Developing technologies that are efficient and environmentally
friendly by mimicking nature.

Safety Precautions

e Supervise the use of scissors, glue, and other craft supplies to ensure safe handling.
e Encourage participants to work collaboratively and respect each other's ideas and
creations.

Conclusion
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This activity provides a hands-on experience with the principles of biomimicry and its

applications in technology. By exploring examples of biomimicry, conducting research, and
designing their own biomimicry-inspired technologies, learners can better understand how
nature influences innovation. This experiment encourages curiosity, creativity, and practical

learning, making the concepts of biomimicry and technology accessible and engaging for
young learners.
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