Fantastic

Animals

Inspire students to design new inven-
tions—part tool and part animal—that
are both playful and functional.

Do vour students know that prickly waed burrs inspired
the imeantion of Velcro? That the t2lephans raceiver is
based on the structure of the human eardrum, ar that
studying bats in flight could ane day lead to batter airplane
navigation? Designers and scientists are always obhserv-
ing the natural warld for ideas and inspiration. In 8 process
called Bicrmirmicry, they apply what they l2arn from nature
to design a batter and more sustainabls warld

Classroom Activity: Natural Inventions

Share the "Design™ poster in the center of this issue, and ask students to imagine a world where
characteristics from living creatures are combined with useful tools. Designer Bafael Ezguer was
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inspired by Picasse's bird vase to populate the poster with just such bizarre, imaginary creatures

DESIGM CHALLENGE:

Design combinas the functional {how
samething works) with the playhu
(what makes us laugh or surprisss our
s=ns=5). Hava children imaging and
design a8 naw invention: part toal and
part animal. What kinds of marvalous
things could it help them do?

THE DESIGN FPROCESS:
sStudy the many special charactaris-
tigs that help animals l&ap, run, swing,

swim, grab, or fly. [Just to names a few!)

sldentity, sketch, and dascribes a spe-
cigl characteristic that inspires you
such as the ability of 3 snake ta slither
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= Combina this charactenstic with a

maching ar toal to help you ast a
jab dona. (How could oetopus arms
inspire a battar construction crans?
How would gecko feet inspire new
shoss for safer rock climbing?)
ustrate ar create a collags or madel
of your invenfion. Does it have &
special name?
Creata an advertisement for yvour
creature invention to promota bow it
works and what it can da.
Wite & story ar myth about your
creature, sharing how its special fea-
fures cragte a batter world and lead
foowork, play, and adventurs,
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