
Definitions 

A function is the purpose of doing something—what it does.

Some examples of functions include: protect, build, move, and capture.

A strategy is how a function gets done.

Some examples of strategies include: poison, stack, swim, weave, quills, and web.

To design using biomimicry, match a function—what you want to do—with possible 

strategies for how to do it.

Definitions 

A function is the purpose of doing something—what it does.

Some examples of functions include: protect, build, move, and capture.

A strategy is how a function gets done.

Some examples of strategies include: poison, stack, swim, weave, quills, and web.

To design using biomimicry, match a function—what you want to do—with possible 

strategies for how to do it.

CREATIVIDAD SILVESTRE  •  WILD CREATIVITY  /  Oregon Museum of Science and Industry

CREATIVIDAD SILVESTRE  •  WILD CREATIVITY  /  Oregon Museum of Science and Industry


