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[bookmark: _Toc152844686]Animation
The animation is titled as “Slenderman’s Woods”. The best 30 seconds of the animation is from 19 seconds in to 49 seconds.
Link to the animation -> https://www.youtube.com/watch?v=A54yE2yrKF8
[bookmark: _Toc152844687]Introduction
The theme for my animation is horror, this is because it ties into my individual project, which is to do with survival horror video games. To create a horror setting, I used a popular character in the horror video game genre being Slenderman, who is a tall white figure in a suit with no face, who is also heavily associated with forest scenery as well as pages that he leaves around the forest for his victim to take.
[bookmark: _Toc152844688]

Research
Background research for this animation mainly consisted of looking at images of related material, such as Slenderman art, images of dark forests, the types of trees found in forests, just to name a few. Pinterest [1] was an extremely useful website to use while looking for reference images, as it allowed me to easily look at a variety of relating images to help me with my idea.
Here are 2 images that inspired me when looking for reference material. Not only do these give off a vibe to help inspire me with creating my scene, but it also gives a sense of scale of Slenderman in the environment.[2]q
[3]




There was a plethora of dark images of forests on Pinterest, here are just 2 examples, giving off a dark and eerie tone. This gave me a good idea on how I may want my forest to look, with the dark lighting and slightly misty look.[5]
[4]



[7]
[6]

I decided to look at some bird eye viewed pictures of forests to see some examples of the diversion of trees you can find in a forest. I liked the look of the ones that were green and that also had some red leafed trees in them. 



	

[bookmark: _Toc152844689]Initial Idea
[image: A black figure with long legs and hands

Description automatically generated]From the beginning Slenderman was the first choice to use as a character. The setting was also to be in a forest. Although, the animation was planned to be a lot simpler. The idea was that Slenderman would be continuously walking towards the camera through the woods, while the camera was moving backwards at the same speed as Slenderman. After roughly 15 seconds, Slenderman would teleport and then the camera would turn to the side and Slenderman would be there. This idea never stuck in the end due to it being too basic of an animation to make, it didn’t have much depth or a lot going on in it.
[bookmark: _Toc152844690]Creating the Scene
I created the scene using Blender [8]. The first action I took was finding a Slenderman model to use for the animation, after looking around online, I found a high-quality textured model to use for the animation that was made by Noah Summers [9]. I decided to use this model because it was free to use and was exactly what I was looking for, it is very well detailed and realistic looking. Although exporting the model and getting the texture to apply took some time. I then had to learn how to rig using tutorials online like one made by ProductionCrate [10] on YouTube [11]. The next step I took was to find a model of a child to use as a basis to attach a camera to, and to use as scale compared to Slenderman and the other objects I’d be placing in the scene.



Once I had the characters set up, I created a plane which would be the ground. I did not want the ground to be completely flat, as that isn’t realistic, as forest terrain is usually bumpy and uneven. I had to try a variety of methods to get this done, the first few attempts being unsuccessful for different reasons.
[image: A white surface with a red dot

Description automatically generated][image: A white square on a grid

Description automatically generated][image: A screenshot of a computer

Description automatically generated]The image above is the built in clouds texture map in Blender, the dark and light patterns determine whether the plane bends upwards or downwards.
This created a terrain that I think worked greatly for what I was aiming for, as it created what looks to be a diverse and random number of dips and raises, so it doesn’t look unnatural in the scene. The images on the left show the before and after the texture is applied to the plane.
[image: A piece of paper on a grid

Description automatically generated]This is how the ground looks textured. I used a grass and a dirt texture from Poly Haven [12] to apply to the plane. I used a node and tutorial from popular Blender Youtuber Blender Guru [13] to be able to combine the two textures together to be able to place them in the same material. I wanted to do this to make the ground look more unique, you can see the dirt texture in the image to the left in the browner areas. I also used Blender Guru’s node to rotate each tile randomly, this was done to reduce tiling to make the ground look more seamless and natural.

Next it was time to create the trees, I wanted some variety in the designs of the trees, so I decided to make three different types of trees, with different stems and leaves. 
[image: A tree with white leaves

Description automatically generated with medium confidence]The first attempt at creating a tree was used with a built in Blender add-on called Sapling Tree Gen, this allowed me to tweak some settings to be able to create the kind of tree I was looking for. It worked well, until I realised each tree consisted of over 300,000 thousand faces. This was far too much as it started to cause performance issues when laying all the trees out.
Here is how the tree looked like, Although I think it looks more realistic than the trees that ended up being used, it was far too unoptimised.
[image: ]
[image: A wire-frame image of a telephone pole

Description automatically generated]








I decided the next method I’d try was to make the tree from scratch myself. I did this by extruding a cylinder out multiple times. The next step then was to create the branches, which I did by creating multiple loop cuts, then extruding out the faces, you can see how the tree looks on the right.
[image: ][image: A tree with red and yellow leaves

Description automatically generated]To create the leaves, I used a PNG of a leaf, to get the PNG to go all around the tree branches, I created a vertex group and made it so only the branches were part of it. Then, I increased the amount to 100. You can see in the image to the left the red areas indicate where the objects should go. Creating a tree via this method made it so each tree only had 1,100 faces, a considerable amount less than the last tree I created.

[image: A tree with no leaves

Description automatically generated][image: A group of trees with different colors

Description automatically generated][image: A group of trees in a row

Description automatically generated]The images to the left are the different trees I created for the project (the above being textured view, below being rendered view). I created three diverse trees of different sizes and colours to give the scene some more variety. As well as this, I also created another tree to go in the centre which can be seen on the right, which is a dead tree with no leaves on it. I wanted this tree to stand out from the rest as this is the tree that Slenderman interacts with. 





Even with the reduced face count within each tree, after copy and pasting a good number of trees, my Blender started to experience performance issues. I got around this by creating an instance of the trees. This allowed me to copy the trees as many times as I wanted, and the object/face count wouldn’t go up, as virtually one of the trees acted as the host for the rest of the group. I also disabled shadows for all of the tress, as the shadows made the scene incredibly dark.








[image: A black background with white stars

Description automatically generated]The penultimate step I took to complete the scene was to create a night sky. To do this, I browsed online for a good tutorial, and I eventually found one by Serol Games [14] which worked nicely for what I was going for. It created a very nice dark stary sky. It also gave off some light, which was essencial, so my scene wouldn’t be completely pitch black. I wanted a stary night sky to make the sky more attrictive and more pleasing to look at.

[image: A person in a suit and tie

Description automatically generated]
[image: A video game screen with trees and snow

Description automatically generated]

[image: A foggy day in the woods

Description automatically generated][image: A group of trees in a field

Description automatically generated]Finally, the last step left to do was create the fog. I wanted to include fog in my scene as it’s a great way to add more atmosphere into a scene, fog creates mystery and amplifies the scariness to an area. Not only that, but the fog also acted as a barrier for the edge of the map. Due to the map not being extremely large or having any rises, you can see where the map ends easily as there is nothing blocking the camera from seeing it. With the fog implemented, it makes it near impossible for the camera to notice that the map ends in most portions of the animation.









[image: Fog in the woods at night

Description automatically generated][image: A group of trees at night

Description automatically generated]As you can see in the examples above, the fog makes a huge difference in helping to conceal the boarders of the scene, as well as amplifying the horror atmosphere.












[bookmark: _Toc152844691]Creating the Animation
[image: Cartoon child with short red hair

Description automatically generated][image: A cartoon of a person next to a tree

Description automatically generated][image: A cartoon character standing next to a post

Description automatically generated][image: A cartoon of a child with red hair

Description automatically generated]To begin animating, I had to figure out what starting points I wanted for both characters, I knew I wanted the camera perspective to be hiding behind a tree, and then Slenderman would emerge, but I had to decide which tree and angle I wanted to use. I decided to place the character behind the tree shown in the images to the left because I felt it gave the best viewing angle of all the trees, as there is a of dip from where Slenderman is coming from (from the right). I preferred to watch it from this angle as if it was from the other side, Slenderman would be past the dip, and his legs would be covered by the terrain. I wanted Slenderman to be fully in frame for the animation, so you can see all his movements clearly, opposed to if the ground would cover some of his lower body. I then had Slenderman approach from a tree from the far right, so the camera would easily be able to follow him from the right side until he reaches the centre tree. I had to animate all of Slenderman’s movements, as the eyes are always on him. But when it came to the child, there was no need to rig or animate them as the animation is in first person. To give the effect of the child crouching or look upwards or side to side, I would just move the body down and rotate the entire model. 

[image: Walk Cycle Inspiration]I animated Slenderman’s movements by doing each frame at a time, the longest part to animate was the beginning walking cycle where the child is watching him from behind the tree. To help animate the walking cycle, I used an image I found online to follow, which is the image to the right.[15]

Although, I wish I didn’t follow it so heavily, as it uses a somewhat exaggerated walk style, whereas what I would’ve wanted for Slenderman was a slower more sinister walk.
I decided to make the animation first person as it can help amplify horror, it can make the audience more on edge due to not knowing what could be behind you, it has more room to be scarier. As well as this, I feel it’s better to have a horror animation be first person as it makes the audience more immersed as they are the eyes of the character, whereas if it was a fixed camera angle, a lot of the atmospheric elements would be instantly lost.
Throughout the animation runtime, I wanted to keep the camera view always moving, as if the camera was to stay still through long periods of motionless, it would look unnatural and unrealistic for the camera to be completely still. This is why I decided to try mimic a breathing effect in the animation, most prominently seen in the first half of the animation. I did this by constantly moving the camera up and down and to the side slightly, to give the effect that the character you are watching the perspective of is breathing.
[image: Slender: The Eight Pages Pictures | Rocky Bytes]After watching Slenderman, he turns to look at the child after placing a page on the tree. The child hides then after a few seconds looks back to the tree to find Slenderman has disappeared. This is meant to cause some tension as the audience may be wondering where Slenderman has gone, and he can be behind the character at any point.
Slenderman places a page on the tree because the pages in the forest trope is become widely popular with media surrounding Slenderman, popularised by a game called “Slender: The Eight Pages” [16], where the aim of the game is for the player to collect all 8 pages before Slenderman catches them. [17]

After the child runs up to the tree, they grab the page, but then let go. It was planned that the child would pick up the page, then drop it after seeing Slenderman. Although, I couldn’t get the page or arm to follow the model without breaking previous animations, without being able to attach the arm to the model successfully, I couldn’t find a way to animate the arm moving with the model without it looking weird and unnatural. So, I had to scrap the idea of the character picking up the page.(In-game screenshot of Slender: The Eight Pages)


(In game Screenshot)






[image: A cartoon arm with nails attached to a tree

Description automatically generated][image: ][image: ]The images above are from the same frame, the one on the left is showing the behind the scenes of the frame, and the one on the right is what the camera sees. As the model wasn’t rigged, I had to import the model a second time, and delete all of it except for the right arm to rig. I couldn’t rig the model already there as it would break all previous animations, and the entire model to be rigged was unneeded. Using a separate arm worked better than I thought it would’ve, as it’s basically impossible to tell its not the real arm.
[image: A tree with snow on it

Description automatically generated]The rest of the animation is animated with no more new tricks or by doing anything differently, until near the end. When the character hits the tree, as they’re falling, I moved down the fog box so that once they hit the ground, there will be no more fog in vision. I did this because I felt the fog clouded up too much of the screen once the character was on the ground, and the scene looked overall cleaner with it gone.




The same frame, only difference is one has the fog removed.


[image: A tree with many branches and leaves

Description automatically generated with medium confidence]



After Rendering Changes
After the animation had rendered, I imported it into Shotcut to make some final tweaks. Firstly, I added an ambient soundtrack to the animation, to give it some more atmosphere. As well as this, I added a 2 sound effects. The first one being for when Slenderman spots the child, and the second is when Slenderman is seen standing right next to the child, this is to increase the tension in the animation. Lastly, I added a blur, fade to black effect, and an audio fade out at the end, to make it look like the character is losing consciousness after hitting the tree.
[image: A cartoon of a monster with a hand up

Description automatically generated with medium confidence] 
[bookmark: _Toc152844692]Final Result
Overall, I am pleased on how the animation turned out, it fits the theme of horror well, due to it being first person, as well as using the popular horror figure Slenderman, and the scene having a dark atmosphere to it. 


[bookmark: _Toc152844693]What I Learned
I learnt many skills creating this animation, such as how to create instances in Blender to help with performance. How to use vertex groups, how to create a simple sky, how to create fog. Another one is how to distort a plane to create terrain. For the animation side, I learnt how to rig a model in Blender. This was my first time doing it, as well as it was my first time animating in Blender, so I had to learn how to do all the basic stuff like keyframe and how to move the rig. As well as how to use cameras and to export animations.
[bookmark: _Toc152844694]What I Would Do Next Time
Due to now having some experience animating in Blender, I’d be able to get the ball rolling far faster, as I wouldn’t need to research all the beginner actions such as how to keyframe and rig a model. If I was to redo this animation, I would firstly change Slenderman’s walk to be slower and creepy/sinister. As currently I used a default walk, which doesn’t suit the scene very well. A smaller change I’d make is to make the movements all around smoother. Next would be to figure out how to make the child pick up the page without breaking the previous animations, to complete what was originally meant to happen in the animation. The final step I would change would be to add more sound effects into the animation, such as breathing and footsteps, this would further immerse the audience.
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