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Project Description 

The major aim of our project was to link the human experience to that of other living things by learning about 
biomimicry.  From the beginning we backwards planned our project as our final goal was to have students 
participate in a design challenge while also working within a virtual medium. Students were to work in groups 
with a sister school and students would be using a varity of technological platforms to communicate, share, 
create, research, design and produce inventions inspired by nature.  

 

What Went Well 

The four teachers involved in this project have collaborated together in the past and as, we had a good 
working relationship.  The time that we spent together on this project was used efficiently as we had a like-
minded vision, a clear understanding of the QEP and knowledge of what appeals to our target audience. We 
feel that this project was successful in getting kids to think about how we can solve human problems by 
imitating natural solutions as the homeroom teachers were able to deliver a lot of the planned curriculum and 
we also were able to set up a virtual presentation through the Biomimicry Institute in California who also 
helped extend the curricular concepts and student understanding.  

 

Challenges 

Unfortunately, we were not able to complete our project and are hence handing it in unfinished.  After the 
December school holiday, the government of Quebec extended school closures which made it difficult to 
continue working on our project as teachers were switched to online learning with specific time allowances for 
subjects that favored core curriculum (Math, English, French) and we would not have been able to supervise 
students working within a virtual platform had they been working on this project with students from another 
school.  When we did return to in person teacher, the Western Quebec School board put a freeze on all 
workshops and teacher release days due to the growing number of COVID related teacher absences until 
further notice.  By mid March we were told that we could try to start booking release days however that was 
only on the assumption that the office could find substitute teachers and also not guaranteeing that teachers 
could take the same day off, all of which has impeded our progress.  I contacted the LCEEQ to discuss if the 
project deadline could be extended (because at this point our team was roughly two and a half months behind 
out intended timeframe and schedule) but was told the April 30th date had not changed. Please see the PDF 
titled “CMN with LCEEQ” which documents the email response I received. I was told to told that there would 
be no penalty for not completing the project but still needed to complete the final report.  After discussing the 
options with our team it seemed to make the most sense to just end our project as our final goal would not be 
achievable and teachers were now concerned with focusing their attention towards end of year exams and 
core curricular assessments.  

 

 

 

 

BIOMIMICRY – The Medium is the Message 



Goals 

The major learning goal was for students to understand their connection to the world around them and to use 
biomimicry as inspiration to help solve human problems.  While the project did not end up incorporating all of 
our intended virtual and technological exchanges teachers were still able to present the concept of 
biomimicry, teach a majority of the lessons, and students will continue to make a final design project, however 
it will not incorporate virtual teams and will be completed after the official PDIG end date.  

 

Project Outcomes 

Using the Biomimicry Institute’s Curriculum as a guide, we were able to decide as a team which units were 
most suitable for our students and which activities, videos, lessons would provide them the best samples and 
engaging options in order to discover how humans can look to nature as inspiration for problem solving.  
Students were able to participate in many of the introductory lessons and challenges, and complete final 
innovation projects that allowed them to use their imagination to connect to the outside world. Again, the 
project was ended prematurely due to COVID restrictions, however the main goal of learning to see 
engineering through the lens of nature was still achieved.  

 

Reinvestment 

Biomimicry is not just a lesson that should be taught and forgotten, it is the future of engineering.  As human 
problems, like famine, drought and climate change continue to impact our world we need to look to nature to 
drive sustainable solutions for human problems. Nature recycles all materials, nature is resilient to 
disturbances, nature optimizes rather than maximizes, nature uses only the energy it needs, nature rewards 
cooperation, nature relies on diversity, nature lets form be dedicated by function. If we are to progress as a 
species it cannot be without attachment to nature. Reinvestment in this project needs to be commonplace, a 
paradigm shift, not a lesson in a textbook.  Students today need to be innovating for the future in connection 
with the earth.  Once exposed to biomimicry it is a concept that is hard to ignore and opens our minds to 
search within nature for solutions to human problems. While our students did not fully participate in this 
project the way we wished, the exposure to this concept has laid the foundation for students to further take 
part in the annual global design challenge run by the Biomimicry Institute. It also allowed both students and 
teachers a chance to reconnect with nature and most importantly to learn from it. 

 

 

 


