
"Sustainability is not just a trend, it's a necessity.
Let's create a better future with Ferula Communis!"

Designing Sustainable Crafts
with Ferula Communis

Exploring STEAM Education, Art, and Bioeconomy Concepts

Introduction to
Ferula Communis

The Ferula Communis
plant, also known as
the giant fennel or
ferula, is a species of
flowering plant in the
carrot family.
Its sturdy sticks can
be used to create a
variety of crafts,
promoting STEAM
education, art, and
construction skills.
This project aligns
with the learning
objectives of
developing traditional
furniture and toys, as
well as introducing
students to
bioeconomy
concepts.

What is
Bioeconomy?

The bioeconomy
concept refers to the
use of renewable
biological resources,
such as plants, to
create sustainable
products.
In this project,
students will learn
about the
bioeconomy and its
relation to traditional
crafts, including
sustainable materials,
renewable resources,
and eco-friendly
practices.

Learning
Objectives and

Success Criteria

The learning
objectives for this
project are to design
and create crafts
using Ferula
Communis plant
sticks, develop
STEAM skills,
understand the
concept of
bioeconomy, and
promote creativity,
problem-solving, and
critical thinking.
The success criteria
for this project
include design,
construction,
creativity, STEAM
integration, and
bioeconomy
understanding.
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Traditional
Furniture and

Toys

The Ferula Communis
plant sticks can be
used to create
traditional furniture
and toys, such as
chairs, tables, and
dolls.
Students will design
and construct these
crafts, incorporating
STEAM principles and
bioeconomy
concepts.

Implementation
Steps

Introduction:
Introduce the project
and its objectives to
the students.
Material Collection:
Collect Ferula
Communis plant
sticks and other
necessary materials.
Design Phase: Have
students design their
crafts, using STEAM
principles and
bioeconomy
concepts.
Construction Phase:
Have students
construct their crafts,
using the materials
and tools provided.
Evaluation Phase:
Evaluate the students'
crafts, using the
success criteria as a
guide.
Reflection Phase:
Have students reflect
on their learning and
set goals for future
projects.

Conclusion

By following these
guidelines and
implementing the
project, students will
develop a deeper
understanding of
STEAM concepts, art,
and construction,
while promoting
traditional furniture
and toys, and
introducing them to
bioeconomy
concepts.
This project aims to
inspire creativity,
problem-solving, and
critical thinking, while
promoting
sustainable practices
and the use of
renewable resources.
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