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Exhibition 
Introduction

Future Nature was developed in collaboration with the Australian Museum. Designers have taken artefact’s and 
objects from the Australian Museum collection to inspire their work. Mapping the places where art, science, and 
design collide, Future Nature demonstrates how designers use their practice to increase our understanding of 
the natural world, and our place within it. The Exhibition Future Nature highlights that designers draw not only 
inspiration from nature but on an understanding of physics, mechanics, culture and sociology.

images: Vincent Buret
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This resource has been developed for secondary students studying a variety 
of subjects including Design and Technology, Visual Arts, Textiles and Design, 
Society and Culture, Biology, Social Studies and Engineering Science and 
Sciences. It sets out three key learning areas: Ways we Collect, We are 
Nature and Secrets of Making. Each learning area includes images of the 
artist works and discussion points and activities.

The focus of this Learning resource is for students to think like a designer, to 
question the world around them and to find solutions to diverse problems. 
photo credit: Eggpicnic

Syllabus links 

Design and Technology 
Outcomes:

4.1.1/2, 4.2.1, 4.3.1, 4.4.1, 5.1.1/2, 
5.3.1, 5.4.1 
P1.1/2, P2.1/2, H1.1/2, H2.1/2, 
H31/2/3

Visual Design Outcomes:

LS.3/4/5/6/7/8 
DM 2/3  
CH.1/2/3/4
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Humans have been collecting since we started to 
gather more than we need to survive. We can learn 
a great deal from collections as they tell stories 
from a particular time and place. Collections are 
often formed from an individual’s deep fascination 
with particular objects or processes.

“Collecting seemingly unrelated fragments of this 
world can be taken as the beginning of Science. 
Joseph Banks, Charles Darwin and Alfred Russell 
Wallace did not invent this practice, they simply 
practiced it with slightly more analytical eyes.” 
Thomas Rivard (Future Nature Creative Producer)

Future Nature is a modern cabinet of curiosity. 
According to the Tate Museum a cabinet of curiosity 
can be described as: “Repositories for all manner of 
wondrous and exotic objects. In essence collections 
combining specimens, diagrams, and illustrations 

from many disciplines; marking the intersection of 
science and superstition; and drawing on natural, 
man-made, and artificial worlds”.These cabinets of 
curiosity provide evidence of our strong desire to 
collect in order to understand the world around us 
and were the precurser to museums.  

 “The museums of today have evolved out of two 
apparently basic aspects of human nature – our 
curiosity and our desire to collect. A building housing 
a collection of artefact’s does not make a museum. 
A museum by today’s standards is formed from the 
sum of a building housing a collection, and the work 
of a staff in forming, preserving and interpreting that 
collection.” - Tate Modern  

Ways we  
collect
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The Australian Museum was the first Museum 
established in Australia in 1827 and houses over 10 
million species and artefacts. Up until the1870’s most 
of the specimens in the collection were on public 
display in the cabinets of curiosities.

The Australian Museum also houses numerous private 
collections; for example, Albert Chapman’s Mineral 
collection consisting of 820 specimens from all over 
the world. Chapman was encouraged by his father 
(a sea captain and amateur naturalist) to acquire 
minerals and developed a great passion for collecting. 
His collection is one of the largest private mineral 

collections in the world and includes gold quartz, 
Garnett gneiss, and the Tuscon Gems. Chapman’s 
fascination and desire to collect minerals now plays 
an important role in the way we understand minerals 
and this part of our natural history.

When you look at all the designer’s work in the 
exhibition Future Nature, you will see each of their 
unique responses to parts of the Australian Museums 
collection. We can gain a greater understanding of 
the world around us by collecting what fascinates us. 

Image credit: Australian Museum
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Inside  
Nature 
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Inside Nature offers a new view into the natural 
history museum. Digital models and drawings are 
used to project alternate visions for the Australian 
Museum’s Long Gallery that suggest shifting 
relationships between the gallery space and the 
Museum’s cultural and scientific ambitions. Inside 
Nature is a creative research project into the 
changing nature of how interior environments are 
conceived and represented.  

The work is a speculative architectural act into the 
ordering and containing of natural life, imagining new 
ways of considering the role of the museum in the 
world.  
 
 
Materials: Digital composite images,  
pigment print on rag paper. 
Photo Credit: Justin Cawley
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Research  
and Activities

02 01 

Look closely at Justin’s 
drawings. Can you imagine 
a space in your school as 
Cawley has?  Research the 
history of your school, write 
and record everything you 
find. Respond to what you 
have found by creating and 
documenting stories and 
images that reflect your 
findings.Think about how 
you could include elements 
of your school’s history in 
drawings. 

Letting your imagination 
guide you, Draw some 
thumbnail sketches of a 
museum space for your 
school. Think about how 
you could include elements 
of your schools heritage in 
the space. Present these 
sketches to your class and 
write an elevator pitch for 
your principal based on your 
museum space proposal.
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The World And 
Everything 

In It 

by
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Representing a small fraction of the Australian Museum’s 
collection, current research and history, The World and 
Everything in It suggests how much our knowledge has 
changed our understanding of the world. The work also  
raises a warning to how this knowledge has negative impact, 
where each blank slide marks the disappearance of a species. 

The title of the work is a direct quote from Surrealist artist 
Tristan Tzara. When asked by a journalist what was the 
theme of the movement’s work, Tzara replied ‘the world and 
everything in it’. This response might also be offered by the 
Australian Museum when queried as to the contents of their 
labyrinth in the vaults, or the subject of their  
ongoing research.   
 

Materials: Image 
selection from  

Australian 
Museum archives 

and research 
departments.

Photo Credit: Vincent Burnet
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Research  
and Activities

01 

Have you ever collected 
anything? If yes, why do 
you collect? How might 
you express your identity 
through collections?

02 

Rivard refers to the 
disappearance of species. 
Research how many 
Australian species are now 
extinct and record your 
findings. Create a graphic 
display of your findings suitable 
for display on instagram.

03 

Before cameras were 
invented, Scientist 
and naturalists used 
to accurately draw the 
specimens they had observed/
studied to document what they 
had found.  
Choose an image of Rivard’s 
work from the collection. 
Sketch what you see like 
it was a scientific drawing 
from the past. Be as 
accurate as possible.
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Endemic 
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Eggpicnic have created a series of sculptures and 
drawings based on Australian fauna using indigenous 
methodologies and biodegradable materials. The  
work and its integral fabrication processes suggest  
that conservation is not just an environmental 
problem, but also an ethical challenge. Inspired by 
the Indigenous collections at the Australian Museum, 
Eggpicnic has discovered embedded knowledge in 
these artifacts and re-applied them to their work. By 
focusing on critically endangered or extinct species, 
Endemic encourages a reconsideration of nature in 
our hearts and our minds. 
 
Photo Credit: Eggpicnic

Materials: Fine art prints 
and objects comprising 
sand with natural glues 

and resins, beeswax 
with squid ink, sodium 

bicarbonate with natural 
dyes and spices, glass.  
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Research  
and Activities

01 

Eggpicnic has created 
fine art prints and objects 
comprising sand with natural 
glues and resins, beeswax 
with squid ink, sodium 
bicarbonate with natural 
dyes and spices, glass. They 
use these materials as an 
alternative to resin, food 
dyes and other materials that 
are toxic to the environment.  
 
Draw the lifecycle of a 
specific artificial resin or 
plastic. Now draw the life 
cycle of an alternative 
natural material.

02 

Discuss how the artists 
statement might add to 
your understanding of 
Eggpicnics work.

03 

Choose one animal that 
is critically endangered 
and create your own flip 
book that tells us about 
the animal.Take a book or 
notebook, on the first page 
in the bottom right hand 
corner draw the animal or 
a scene. On each following 
page draw the same animal 
or scene with a slight 
change. Keep drawing 
the animal or scene and 
continue the change page 
by page until the book 
is finished. Now flip the 
pages and watch your 
handiwork! How might you 
use this flip book to raise 
awareness of this animal’s 
conservation status?
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Humans are part of nature, interconnected with all other  
living things. We observe forms in nature and take cues  
from it. By observing and studying plants, animals, the  
elements and natural processes, we gain insight into the  
way they adapt and accommodate for changing  
surroundings. Designers, engineers and scientists alike 
look to nature in order to find inspiration to answer the 
many complex problems that exist in our world today. 
For example, Radar and sonar navigation technology and 
medical imaging was inspired by the echo-location abilities 
of bats. Within the Design and Engineering fields the 
term used to encapsulate innovations inspired by nature 
is bio-mimicry. By studying processes used in nature for 
hundreds of years we can learn how to make and create a 
better world. Nature has engineered answers for difficult 
topics such as energy consumption, climate control, 
transportation, and food production.

Janine Bengus, Co-Founder of the Biomimicry Institute 
defines biomimicry as, “ The constant emulation of life’s 
genius.” Our presence within nature, amongst it and  
towards it must be continually evaluated and questioned. 

 

Inventions Inspired by nature:

We are 
nature

After hunting in the Alps, Swiss engineer 
George de Mestral’s dog was covered by 

burdock burrs. Fascinated by this, Mestral 
put one of the burrs under the microscope 

and what he discovered was a simple 
design of many hooks that quickly attach to 

fur and socks. He experimented for many 
years and eventually came up with Velcro. 

Nike has used nature as guidance for their 
famous footwear in the past. The Air Terra 
Goat-tek trail running shoe was patented 
in 1999, with an outer sole that mimics the 

foot of a nimble mountain goat. 

Engineers have studied shark skin to 
improve the way boats and even swimwear 
glide through the water. At a microscopic 

level the surface of shark skin is covered in 
slip resistant scales that reduce drag  

in the water. 

The upturned feathers at the tip 
of the eagles wing inspired the 

fuselages on the airbus 320 planes. 
This allowed airbus to reduce oil 

consumption and efficiently.
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Nature is a laboratory of the future. Coral Colony 
is a synthesis of biology, mathematics, behavioural 
studies and architecture, exploring the ways in which 
a singular organism (the coral) contributes to a larger 
ecosystem (the colony). Unity and diversity both 
play important roles in these natural processes. The 
coral’s growth patterns and behaviour are dynamic 
and adapt to intrinsic and extrinsic forces, to which 
the system responds, following and adapting in 
formalising its inscribed evolutionary code. The 

project reworks these systems and operations 
through digital fabrication, exploring the way digital 
code becomes matter and how coded matter 
initiates behavior.  
 
Materials: Three-dimensional artifacts in wood, 
Styrofoam, perspex, ceramics, wire, plaster, PLA 
plastic, powder print, LEDs, and digital media.  
Photo Credit: Vincent Buret

by
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Research  
and Activities

01 

Look up the term 
biomimicry. Find five 
examples of objects or 
services in your life that use 
biomimicry.  Then Choose 
your favorite example of 
and draw a diagram of how 
this object or service mimics 
nature. Create a presentation 
to inform your class about 
what you have learnt.

02 

Choose a natural 
phenomenon and find out 
how it occurs. Break the 
processes into stages and 
create a diagram.

03 

Draw a piece of coral or 
shell, particularly focusing 
on the repeating patterns. 
Now design a shelter for one 
person (like a tent) based on 
these patterns.
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The Phenological Clock is a graphic indicating when 
local organisms bud, bloom, emerge or migrate 
throughout the year in a specific locality. Each 
colour represents a species of plant, insect, bird 
or tree, revealing both the richness as well as the 
inter-dependence of urban ecosystems. The clock 
presents time as seasonal and local, rather than 
mechanistic and anthropocentric, focusing our 
collective attention towards the workings of natural 
systems. 

The version on display at the opening of Future 
Nature was designed and installed at the V&A in 

London; as such, it embodies the transplantation 
of foreign species to Australia that accompanied 
colonisation. Over the course of the exhibition, a 
new, local version of the clock will take the place of 
the original – featuring indigenous flora, fauna and 
natural systems.    
 
Materials: Ink jet print on clear  
vinyl sheet  
Photo Credit: Natalie Jeremijenko

by



17

Research  
and Activities

02 01 

Watch Natalie’s Ted talk 
:https://www.ted.com/
talks/natalie_jeremijenko_
the_art_of_the_eco_
mindshift 
 
After watching the Ted talk, 
write summary of what 
you think the purpose of 
Jeremijenko’s work is.

In a group of four begin 
discussing what you think 
the future urban ecosystem 
might look like. You need to 
consider matters around 
climate change, population 
and changes in social 
structure. Technology, 
bio-mimicry, re-use of 
existing objects could be 
used as starting points for 
investigations. Come up 
with a colour and or symbol 
system that can represent 
species of plant, insect, 
bird or tree. Draw a poster 
that represents this future 
ecosystem.
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Young children experience the world through 
wonderment, with curiosity and awe. This is the way the 
audience is intended to explore Future Nature. When 
we explore, play, tinker, touch and make things we learn 
from these experiences. The stories behind why things 
are made the way they are, whether it is made by us or 
is naturally occurring within nature are what form our 
understanding of the world around us. 

“Stories are how we think. They are how we make 
meaning of life. Call them schemas, scripts, cognitive 
maps, mental models, metaphors, or narratives. 
Stories are how we explain how things work, how we 
make decisions, how we justify our decisions, how we 
persuade others, how we understand our place in the 
world, create our identities, and define and teach social 
values.” Pamela B Rutledge

Both storytelling and being able to share ideas in a 
clear and engaging way are integral parts of the design 
process. Often the best way to understand is to ask 
a great deal of questions. Making space for deep 

observation and wonderment is something designers, 
scientists and Engineers believe to be crucial in 
understanding the world.  By talking and discussing 
objects or systems in the everyday world it helps us to 
develop words to describe our thinking. “Wonder is the 
beginning of wisdom” Socrates 

In Future Nature, part of what is on display is the 
process of inspiration, a visual representation of the 
thought processes behind the designer work. So often 
we see only the final product of design, but often 
the most exciting part of a successful design is the 
problems that were solved along the way. Designers 
learn a great deal by making and experimenting. 

The secrets 
of making
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Situated in 2030, The Archive of Old and New Events 
presents historic artefacts from celebrations silenced 
by a changing climate as well as speculative artefacts 
from the festivities of a brave new world. What types 
of cultural phenomenon will emerge in response 
to the strange weather of the future? Will we be 
celebrating annual acts of global geo-engineering or 
dining out on tidal waves of jellyfish? 

The Archive of Old and New Events examines the 

human connections that might still remain in the 
face of drastically altered seasons and natural cycles. 
Together these collected objects materialise both 
cultural loss and the extraordinary human capacity for 
adaptation and celebration.  
 
Materials: Assorted found, manufactured and 
fabricated artefacts.  
Photo Credit: Vincent Buret

by
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Research  
and Activities

01 

Look at the futuristic items 
in The Archive of old and 
new events. Make a list of 
the items that refer to the 
past and then of the ones 
that are referring to the 
future. Now Imagine you go 
forward in time to 2030. 
Write a short story based 
on your life in 2030. The 
story should be fictional but 
include real ideas of what 
changes may have happened 
in the world. What does 
the space you live in look 
like? Who lives with you? 
What kind of animals live 
there? What is the weather 
like? How do the buildings 
accommodate for climate 
change?

02 

Now design a building of 
the future that has adapted 
to all these changes. Down 
the side of the design draw 
objects that might exist in 
this building.

03 

Artists and designers often 
refer to or are inspired by 
art or design of the past. 
Find examples of design 
that draws on stories from 
the past. Design your own 
product that is inspired 
by a narrative from your 
childhood. Ask your friends 
or family to nominate 
something that contains 
stories and memories. 
Create a presentation or 
artwork that relates to these 
objects
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The 
Clock 
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This ‘active sculpture’ has the stealth of the hour 
hand on a clock. An analogue construction, The 
Clock explores concepts of deep time and organic 
decay, both natural and accelerated. While we are 
often unable to comprehend the magnitude of the 
challenges currently facing us, The Clock allows us 
to think beyond our own brief mortality. Since 1992, 
the light in The Clock has slowly been breaking the 

carbon bonds holding the wood together. At this rate, 
the light will completely dissipate the wood specimen 
within 350 years. The ‘tock’ sits waiting to one side.    
 
Materials: Aluminium, stainless steel,  
electrics, wood.  
Photo Credit: Vincent Buret

by
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Research  
and Activities

01 

Choose a material and figure 
out how it bio-degrades and 
how long the process takes. 
Draw a diagram of this and 
present it to the class 

02 

Conduct some research 
into how light breaks down 
carbon bonds holding wood 
together. 
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Bunny 
Refugees 
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Bunny Refugees is a diorama focusing on the feral and 
the unwanted. The subject is the uninvited rabbit; 
an introduced species and misunderstood animal. 
Bunny Refugees deliberately conflates humans and 
rabbits in a cautious attempt to question who or 
what “belongs” in Australia. Visitors are invited to 
take the bunnies and release them from detention, 
photographing them in their new resettlement 
homes. The photos of the liberated rabbits will be 
posted on Instagram, where everyone page 15 can 
view the rabbit refugees living happily amongst 

us in the world. Central to Bunny Refugees is our 
discomfort with notions of the other and how we 
continue to select who or what is excluded from our 
Australian environment.  
 
Materials: 709 plastic wind-up rabbits, skins, 
skeletons and other rabbit artefacts from the 
Australian Museum, digital media, chart. 
Photo Credit: Vincent Buret

by
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Research  
and Activities

01 

Find another introduced 
species in Australia that is 
considered to be a pest. 
Collect images and stories 
related to this species and 
use this to tell a visual story 
through Instagram. Allow 
curiosity and wonder, to 
lead this story. Collecting 
and creating stories to 
inspire wonder   is  your 
goal. Share one of these 
stories with a small group 
& explain your process of 
inspiration.
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Key People

Thomas Rivard

Thomas A Rivard heads Lean Productions, a multi-disciplinary practice 
making urban interventions, buildings and bringing together diverse 
collaborators in the pursuit  
of the impossible and the improbable. His work in the fields of public art, 
performance, architecture, film, installation and media is dedicated to 
re-imagining the links between provocative cultural acts and the urban 
environments in which they thrive.

Sue Anne Ware

Sue Anne Ware is Head of the School of Architecture and Built 
Environment at the University of Newcastle. She has produced over 
100 research outputs and more than 30 major exhibitions and creative 
works. Her work is notable for its contribution to a growing discourse in 
landscape architecture underpinned by design activism and research. 

EggPicnic

Eggpicnic is a collaborative collective merging design with conservation. 
Their work is dedicated to raising ecological awareness and pointing the 
way towards different ways of living. Founded by Camila De Gregorio and 
Christopher Macaluso in 2009, Eggpicnic communicates complex socially 
conscious ideas and stories through illustrations, handmade art-toys and 
exquisitely crafted objects. Central to their work is a concern with wildlife 
extinction.

Dagmar Reinhardt & Alexander Jung

reinhardtjung are practising architects, researchers and educators. 
reinhardtjung develop design-research through design studios, 
exhibitions and in cross-disciplinary work, with a focus on relationships 
between generative design, acoustic simulation,  
structural engineering, digital fabrication and spatial programming.

Justin Cawley

Justin Cawley is a designer whose work addresses the subject of the 
microcosm within the discipline of architecture. He is a graduate of the 
School of Architecture at the University of Sydney and has worked with 
award winning architects Bates Smart. 
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Keith Armstrong

Keith Armstrong has specialised for 20 years in collaborative, hybrid, 
new media works with an emphasis on site-specific and interactive 
installations, alternative interfaces and art-science collaborations. 
His ongoing research focuses on how scientific and philosophical 
ecologies can influence and direct the design of interactive 
artworks.

Natalie Jeremijenko

Natalie Jeremijenko’s work is in the emerging field of socio-ecological 
systems design, a practice crucial to understanding our place in the 
world. Her work uses public attractions and participatory research 
spectacles that challenge us to reimagine our collective relationship to 
natural systems. The works redesign energy, food and transportation 
systems, increase soil, aquatic and terrestrial biodiversity and improve 
human and environmental health.

Allan Giddy

New Zealand born sculptor Allan Giddy works in Sydney as one of Australia’s 
foremost proponents of sustainable energy systems. Allan’s pioneering use 
of alternative energy systems and light in ‘time-based sculpture’ began 
in 1992. Since then, his practice has expanded into the public domain, 
specifically publicly-sited ‘active sculptures’ aimed at reinvigorating public 
space.

Tega Brain &  
Jodi Newcombe

Tega Brain is an artist and engineer whose work rethinks the infrastructures 
that structure our relationship with environmental systems. Tega creates 
site-specific installations, speculative services and information visualisations. 
Jodi Newcombe is an artist, curator and creative producer specialising in 
cultural responses to environmental challenges. Jodi is Director of Carbon 
Arts, an organisation working to facilitate an increased role for artists in 
generating awareness and action on climate change.
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Glossary
Acoustic simulation  
An acoustic model is used in Automatic Speech 
Recognition to represent the relationship between an 
audio signal and the phonemes or other linguistic units 
that make up speech. The model is learned from a set 
of audio recordings and their corresponding transcripts. 
Created by taking audio recordings of speech, and 
their text transcriptions, and using software to create 
statistical representations of the sounds that make up 
each word.

Adaptation  
A strategy or characteristic that an organism has 
evolved in response to a pressure from its environment. 
For example, birds that gather nectar from deep inside 
a flower will have long beaks. 

Anthropocene 
The time from the 18th century until now, in which it is 
possible to see the effect that people have had on the 
environment and climate (= weather conditions)

Biodiversity  
The number and types of plants and animals that exist 
in a particular area or in the world generally, or the 
problem of protecting this 
 
 
Bioinspiration  
A methodology in which biological systems-processes 
and elements are studied to draw analogies to be 
applied to human design and industrial challenges

Biomimicry  
Using the characteristics of living things or natural 
systems as inspiration for the design of human-made 
products or systems. 

Collaborative 
To work with someone else for a special purpose: Two 
writers collaborated on the script for the film. 
 
 
Conservation  
The protection of plants and animals, natural areas, 
and interesting and important structures and buildings, 
especially from the damaging effects of human activity

Cross-disciplinary  
Linking two or more fields of study

Digital fabrication  
Digital modeling and fabrication is a design and 
production process that combines 3-Dmodeling 
or computing-aided design (CAD) with additive and 
subtractive manufacturing. Additive manufacturing 
is also known as 3-D printing, while subtractive 
manufacturing may also be referred to as machining. 
 
 
Ecology 
The relationships between the air, land, water, animals, 
plants, etc., usually of a particular area, or the scientific 
study of this
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Form and shape 
Are areas or masses, which define objects in space. 
Form and shape imply space; indeed they cannot exist 
without space. There are various ways to categorize 
form and shape. Form and shape can be thought of as 
either two-dimensional or three-dimensional. Two-
dimensional form has width and height. 
 
 
Function  
An activity that is natural to or the purpose of a person 
or thing: bridges perform the function of providing 
access across water 
1.1[MASS NOUN] Practical use or purpose in design: 
building designs that prioritize style over function 

Hybrid  
A plant or animal that has been produced from two 
different types of plant or animal, especially to get 
bettercharacteristics:The garden strawberry is a large-
fruited hybrid. The animal looks like a hybrid of a zebra 
and a horse. 

Infrastructures  
The basic systems and services, such as transport and 
power supplies, that a country or organization uses in 
order to work effectively: 
 
Interfaces 
A connection between two pieces of electronic 
equipment, or between a person and a computer: My 
computer has a network interface, which allows me 
to get to other computers. The new version of the 
program comes with a much better user interface (= 
way of showing information to a user) than the 
 
Living collection/ Lab 
To date there exists no agreed upon definition of the 
concept of a Living Lab. Essentially A Living Lab has 
the endeavour to support the innovation process for 
all involved stakeholders, from manufacturers to end-
users, with the potential users in the centre in their real 
world context. It has been defined as a methodology, an 
organization, a system, an arena, an environment, and/
or a systemic innovation approach. 

Microcosm  
a small place, society, or situation that has the same 
characteristics as something much larger.

Nature (natural)  
An object or system that has not been created by 
humans. 
 
 
Structural engineering 
Structural Engineering is concerned with the 
research, planning, design, construction, inspection, 
monitoring, maintenance, rehabilitation and demolition 
of permanent and temporary structures, as well as 
structural systems and their components. It also 
considers the technical, economic, environmental, 
aesthetic and social aspects of structures. (https://
www.engineersaustralia.org.au/structural-college/
what-structural-engineering)

Sustainable 
Describes an object or system that uses resources 
in a way that doesn’t deplete them or change them 
permanently. A sustainable process is one that 
can continue in a cyclical way because it doesn’t 
significantly alter the environment that allows the 
process to go on. 

Terrestrial 
Relating to the earth 

Wonderment  
A state of awed admiration or respect 
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        Biomimicry in Engineering

http://tryengineering.org/lessons/biomimicry.pdf

Biomimicry: Nature as Model, Measure, and Mentor

http://tinyurl.com/pyrupa8

Biomimicry Examples

http://biomimicry.org/biomimicry-examples/

Biomimicry Resource Toolkit for K-12 educators:

http://ben.biomimicry.net/curricula-and-resources/youth-curricula/resource-toolkit-for-k-12-educators/

Biomimicry for Education:

http://biomimicry.info/index.htm 
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