2D Design:  Biomimicry Activity 
Biomimicry: the imitation of the models, systems, and elements of nature for the purpose of solving complex human problems. 

(Reading University: What is Biomimetics? Retrieved 3 June 2012.)
Goals:

· To understand how biomimicry differs from the traditional (biomorphic) design approach

· To design or re-design an everyday object to be more inspired by the functions and patterns of nature 


· To connect art and science in a meaningful and insightful way

Think of functions that need improvement because of poor design or lack of efficiency (see brainstorm activity)

Guidelines:

· Create both a rough draft and final draft of your design to present to the class. The final draft must be on printable material (ie card stock or watercolor paper)

· Your design must be based in reality (not fiction) and informed by scientific facts…do the research!

· Keep your design somewhat simple and reasonable and do not add too many features that try to perform or replace more than 1 or 2 functions

· Create a digital rendering of your final design.

Due Date:  Fri. Feb. 9th, 2018

Biomimicry Design Challenge Grading Rubric

Group Names:  

• Group has done research and made notes that 

   puts the research in understandable language


  /10

• Group has completed the Group Brainstorm 

   Activity, including making some early design sketches

  /10

• Group has completed the design in a multi-view format

   that shows two or more perspectives in color on cardstock         /10

• Group makes a 5-minute presentation to the class to 

   explain the design and the science behind it as well as

   what function(s) the product or device will perform


  /10

Total










  /40
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