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BIO.CODES are the dig i ta l  strategies that are able  to translate the l i fe  that surrounds us in to 
form. F i rst ,  an in troduct ion wi l l  be made to Parametr ic Design ’s contex t ,  contemporary  
appl icat ions and methodologies.  A fterwards ,  through the gami f i cat ion of  cards to choose 
from,  each group ’s assignment wi l l  be de f ined based on a chal lenge quest ion to answer ,  w i th  
the ir  t ype of  art i fact ,  a b io logical  source  of  insp irat ion ,  an algor i thm and a dig i ta l  fabr icat ion  
method .   
 
 
 

METHODOLOGY 
 
 
M A I N  G O A L S  
 
The main goal  o f  the BIO.CODES workshop is for the part ic ipants  to be able  to appl y  
b io learning along wi th parametr ic tools on the ir  pro jects,  whi le  a lso  fo l lowing a thorough 
methodology in  i ts  deve lopment .  The  “ Input”  phase  is  focused on the anal ys is  and 
morphological  interpretat ion o f  the natural  context .  Then on the “Code”  phase,  they ’ l l  be  
programming the i r  d ig i ta l  concept for the f ina l  “Output” ,  which wi l l  be the presentat ion o f  
the ir  resul ts .  
 
 
E X P E C T E D  O U T C O M E S  
 
The f inal  resul ts wi l l  then gather a l l  o f  the group’s BIO .CODES created with in the workshop 
that translates the ir  own inputs in to a model  ready to be prototyped at  the ir  l ocal  fabr icat ion 
lab.  
 
 
G R O U P ’ S  P R O F I L E S  
 
HIPSTER: creat ive and design focused 
HACKER: technical  and problem sol ver  
HUSTLER:  p lanner and publ i c speaker  
 
 
G A M I F I C A T I O N  C A R D S  
 
TYPE:  panel ,  sculpture ,  pavi l ion…  
BIO:  sand ,  stones ,  palm trees ,  tradi t ional  pat terns… 
CODE:  voronoi ,  metabal l ,  venat ion… 
FAB:  metal  laser cutt ing ,  CNC wood mi l l ing ,  3D pr int ing…  
BIOME: aquat ic ,  tundra ,  desert ,  forest…  
 
 
C H A L L E N G E  Q U E S T I O N  
 
“How can a {TYPE} be created by the  inspirat ion in  {BIO} ,  programmed with  the algor i thm 
for  {CODE} and dig i ta l l y  fabr icated wi th {FAB} ,  resul t  in  the {B IOME} bio .code?”  
 
For example :  
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“How can a {PANEL} be created by the inspirat ion in  {TREES} ,  programmed with the 
algor i thm for  {VENATION} and dig i ta l l y  fabr icated with {WOOD MILL ING} ,  resul t  in  the  
{FOREST} bio .code?”  
 
 
 

PROGRAMME 
 
 

01 .   Workshop introduct ion  
02.   De f in i t ion of  each  group ’s { input}  
03.   Programming of  the i r  generat i ve  {code}  
04.   F inal  presentat ion of  the {output}  

 
 
 

INSTRUCTORS 
 
 
S E L V A G E N  
 
Braz i l i an  of f i ce that specia l i zes in  generat i ve and parametr ic design by programming 
technological  so lut ions deepl y  inspired by  nature and i ts own in te l l i gence.  As wel l  as work ing 
in  the  educat ional  f ie ld to teach advanced computat ional  tools .  With pro jects internat ional l y  
renowned in  I ta l ian and Chinese awards,  and publ i cat ions in  the biggest  design/archi tecture 
websi tes.  As for Se l vagen’s instructors ,  PAULO CARVALHO and LISSA SARUHASHI ,  are both  
arch i tects ,  computat ional  designers and Cert i f i ed Rhino  Specia l i s ts .  
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