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Comment 1

good
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Comment 2

what about distance etc.  Those graphs would be helpful
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KNOWLEDGE AND UNDERSTANDING
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ANALYSIS

PRACTICAL APPLICATION AND DEP.

3

SKILLS FOR PROFESSIONAL PRAC.

36

Good use of references here. Key topics identified
and researched. Nice to see ref to Euler's original
work.

A very good understanding demonstrated. Verlet
covered, good, although you could have walked
through an example calc to demonstrate the
method. Plane class results could be better
discrebided and results documented.

Some good work here - detailed discussion of
results and epsilon errors, but only Velocity
graphed - a missed opportunity here. Code design
and implementation reflects the problem. Testing
quite thorough. No need to document failed tests
if they later pass.

Again, some good work here. The plane class and
sphere collision could be better documented.

Well structured. Abstract should summarize your
report and include brief results/ findings. REfs
good.




