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GRADEMARK REPORT

FINAL GRADE

/100

GENERAL COMMENTS

Thanks for the submission Shaun. Overall you
have fulfilled the brief with the presentation and
animations shown.

Animation work shown uses a rig that has been
skin weight painted and keyframe based
animation applied.

Animation has a good level of character with the
use of extra props constrained to main model.

Good base of research shown throughout
presentation with reflections on issues that have
arisen throughout project and solutions given.
Well done.

L!J A voice comment was left for this paper.
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