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Peer Review of Project Designs
Physical Intelligence Quotient: Consider what is involved in learning a movement, e.g. to swim—acclimating to the water, learning to float, learning to put your head in the water, learning to kick etc. 

What was involved in learning to use this device? How easy or hard for you was it to use the device? Why? 

Specifically, what feedback was involved in learning to use the device? How did you know your use of the device was improving (besides the obvious, such as number of reps, what felt different as you improved)?
Beyond general fitness (strength, flexibility, aerobic capacity), and in terms of physical intelligence, what is special about what the use of the device affords? (e.g. whole body coordination, proprioceptive feedback etc.)
Usability:
What modifications would make the design more accessible, more engaging, and/or more valuable for a user? 

Does the design lend itself to other uses, other movement possibilities? How might the versatility of the device be enhanced (give specific examples)? 

Making it Tick:
From an engineering perspective, what are the potential obstacles in realizing this design? How might these be avoided?

What are the critical next steps in the design process? What general suggestions do you have on the design, materials, prototyping, etc.? 

