
Julia Udalova, otherwise known as Falinor, is with us this month to take us through some of her recent sketchbook additions, covering cute designs for children’s games, a clumsily-built goblin city, and mysterious female heroines. Sit back, and enjoy!

“Whilst working on designs for 
goblin architecture, it came 
to me that goblins could 
even cut caves straight 
into the rock and build 
additions over them, just 
like the residents of 
the ancient city of 
Matera 
do.”
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Hi, I’m Julia (Falinor) Udalova, I currently work as a 

lead concept artist designing characters, locations 

and objects, and this is my sketchbook! 

Drawing characters, backgrounds, interface 

elements, smilies, icons, and even comics are within 

the scope of my activities in my role as concept 

artist. At present, I’m working on an on-line project 

for children, where all the characters and animated 

objects are vectorized – creating vector characters is 

also one of my many jobs. 

When designing a character for a game I find that 

you should always consider not only the age of your 

audience, the genre and the type of game, but you 

should also keep in mind how the character will be 

animated, and its movements. So to start things off 

I’d like to first of all tell you about some sketches 

and characters I’ve designed recently for a children’s 

game.

Sketchbook of 
Julia (Falinor) Udalova

http://www.2dartistmag.com
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children, but I realized that the more fantasy or 

doll-like characters just didn’t fit with the brief. 

So I decided to run with the cute baby-faced 

designs, as marked with a tick in Fig.02. 

Children’s 
Characters
Let’s consider then an on-line project for 

preschool kids and their parents. For the 

children, I had to design characters – an 

avatar for the player (a boy or girl) and several 

“quest” animals. I initially designed the girls 

as shown in Fig.01, but they were too cheeky 

and grown-up looking for small children, and 

therefore the kids using the website wouldn’t 

have been able to connect with them. 

So I went through a number of children’s 

images to do some research and came to 

the conclusion that I should keep the style 

of character and the “fidgetiness” of them, 

but simply change the age range of them to 

something much younger, and more in keeping 

with the children who were going to be using 

them.

When working on a character I quickly design 

details, components, combine ideas, and 

sometimes complete some of the designs 

if I feel they’re working. With this particular 

project, in the end I had many different types of 

http://www.2dartistmag.com
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Images of small animals for a magic world can 

come from anywhere – a dream, folk tales; they 

could be inspired by watching a cartoon … One 

thing these animals needed though, for this 

particular project, were real animal features, 

to make it easier for the young players to dive 

into an unfamiliar world. I had to be sure not 

to forget about the age of the animals, too; 

they also needed to look young in character, 

because the game was for small children, after 

all. I also went ahead and designed some 

housing for the creatures, for different climates 

(Fig.03).

You’d think that a raven design would be 

easy, but actually there are lots of different 

ravens and I had to find one that worked. The 

first version in Fig.04 looks like a pelican; the 

second like a young jackdaw. So I continued 

searching for the right design, playing with 

proportions and characteristics, and eventually 

my raven turned into more of a sly and cagey 

character, which is very much in keeping with 

the real thing! 

http://www.2dartistmag.com
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changing the natural color to something more 

fantastical (Fig.05). 

A rabbit is a cowardly and slightly silly 

character. After designing ten rabbits, I chose 

to run with a brown one. He has a discouraging 

Likewise, a squirrel is a cheeky nut beggar. In 

a magical world for small children, a squirrel 

could even be purple! The main thing I had to 

keep in mind with this one was that the basic 

appearance and characteristics remained 

recognizable as squirrel-like, even though I was 

expression and a face that completely 

corresponds to a quest which he gives to the 

player. The others are too aggressive or have 

acidic colors — a child might be frightened of 

such a mutant! (Fig.06)

http://www.2dartistmag.com
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I don’t just draw for children, though, so 

let’s now take a look at some sketches 

I’ve created for goblin architecture to 

move this article onwards!

Goblins
Goblins are stupid creatures. Their 

architecture is primitive and also slightly 

ridiculous. They use materials at hand, 

but they’re badly treated and clumsy 

looking. Goblins don’t care about beauty 

– only convenience matters (Fig.07 – 

09).

A goblin building could be constructed on a rock, to 

make it easier to defend. The mine, tavern, blacksmith 

could be settled in the same location – or perhaps 

even in rocky caves that form a small town that way 

(Fig.10).

Whilst working on designs for goblin architecture, it 

came to me that goblins could even cut caves straight 

into the rock and build additions over them, just like 

the residents of the ancient city of Matera do (Fig.11).

http://www.2dartistmag.com
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Or they could build structures of stone, with 

logs and planks, constructing massive buildings 

that look like boxes with lots of useless 

elements to them (Fig.12a-12c).

And so, from various initial ideas I started work 

on the sketch for a goblin town. At first it was 

just a spot with a pair of houses and a bridge. 

Then the spot turned into a rock and useful 

buildings began to appear. As a result, there 

appeared a blacksmith, a tower, a monastery, 

a shaft, and other necessary buildings (Fig.13 

– 14).

 

Goblins are such funny, foolish beings – and 

huge fans of beer and toys (Fig.15)!

http://www.2dartistmag.com
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Female 
Characters
Even a villain can be sexual: positive, brutal… 

A female character will look cooler if, to her 

beauty and brutality, you add a zest that makes 

her different from other heroines. For example, 

it could be a firm gaze, good posture, or 

deliberately negligence – it’s all in your hands!

General Ainia, who I painted for the Dominance 

War competition, looks tired and a little cold 

hearted (Fig.16 – 17). War is her work, and the 

portrait reflects that in her character – she’s a 

militant woman, in armor, with a firm gaze and 

a determined posture.

A heroine could even be airy, just like this fairy 

(Fig.18). The main thing is that the character 

has unique features which stand her apart 

from others. Don’t you think that a heroine with 

character and history is far more interesting 

than just another empty beautiful picture…? 

Well, that’s about it from me, I hope this insight into my sketchbook has been interesting, and I 

wish you every success with your own concepts. Thanks for reading!

Julia (Falinor) Udalova
For more information please visit

http://www.falinor.com

http://www.falinor.blogspot.com 

or contact

falinor4eg@gmail.com

http://www.2dartistmag.com
http://www.falinor.com
http://www.falinor.blogspot.com
mailto:falinor4eg@gmail.com


With the release of 3DTotal’s latest book, 

Digital Art Masters: Volume 4, we have 

some exclusive chapters for you...

This book is more than just an artwork 

book. Not only does it feature 

full-colour, full-page images, but each artist 

has given a detailed description, in their 

own words, of the creation process behind 

each piece of published artwork. And 

they’ve done it especially for this book! 

This month we feature:
 

“Walkway” 
Gerhard Mozsi

3DTotal presents the new issue of 2dartist
magazine: a downloadable monthly magazine for 

concept art, digital & matte painting for only £2.75 (approx $3.78 - €2.93)

“I’m convinced that 

an interesting and 

dynamic composition 

contributes towards 

30% of the success of 

an image!”

visit www.2dartistmag.com 
to download the free ‘lite’ issue, the full issue, subscription offers and to purchase back issues.

Interviews
Jason Seiler

Articles
Sketchbook of Julia Udalova 
Massive Black: Interview 
with Jason Manley

Tutorials
Using 3D as a Base for 2D 
Painting:  
Part 4 by Carlos Cabrera
Custom Brushes 
Part 3 - Fur and Skin Effects 
by Kirsi Salonen
Dynamic Characters 
Part 4: Dynamic & 
Exaggerated Poses 
by Mark McDonnell 
Beginner’s Guide to Digital 
Painting 
Part 4 by Nykolai Aleksander 
 
Galleries
another 10 of the best Images 
from around the world. 

Making Of’s 
Imp Vs Angel-Warrior  
by Oleg MatsokinSci-Fi City Environment 

Carlos Cabrera infuses his Google SketchUp scene with some 80’s sci-fi movie 
nostalgia in the latest tutorial of our Using 3D as a Base for 2D Painting series  

Fur and Skin Effects Custom Brushes 
Kirsi Salonen shows us how to make customized fur and hair brushes, as well as 
taking us through the process of making some interesting skin brushes

Beginner’s Guide to Digital Painting
Nykolai Aleksander takes us  through coloring from grayscale, blending methods, 
and incorporating photos into our paintings, in chapter four of the series

Dynamic and Exaggerated Poses  
Mark McDonnell teaches us a thing or two about dynamic and exaggerated poses 
for our character concepts in part four of our Dynamic Characters tutorial series

The Gallery
Hyung Jun Kim  & Alex Broeckel, 
plus more! 
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• FREE brushes
• FREE base image

Intro Text

“Quote From Arti-

cle”

Chapter 1 – July

Introducing Photoshop’s Workspace, Graphics Tablets, Screen 

Calibration, Color Profiles and the Brush Tool

Chapter 2 – August 

Canvas Settings, Scanning Drawings, Swatches, Colour Pickers,  

Colour Theory, Layers and Custom Brushes!  
 

Chapter 3 – September

Composition Rules, Sketching and Perspective, Understanding 

Light and Blocking-In. 
 

Chapter 4 – October

Colouring from Greyscale, Colours beyond Blocking-In, Blending  

Methods and Using Photos - In the fourth chapter we will learn about 

colouring a greyscale sketch or painting, how to paint with colours 

beyond blocking in, including a more in-depth approach to the actual 

process, different blending methods and the tools to use for this, as 

well as how to use photos directly in your paintings.
 

Chapter 5 – November

Quick Masks, Using the Wand Tool, Liquify Filter uses, Layer  

Masks – and Painting!
 

Chapter 6 – December

The Final Part: Finishing Touches, Filters, the Unsharpen Mask  

and Saving your Work

This Workshop Series will look at, just as the title suggests, all the things that we need to know to get us started with 

Photoshop – mainly for painting, but also for other things such as matte painting and photo manipulation, which often 

use the same tools. We will be covering all the technical aspects of the programme, as well as some technical sides 

of painting that’ll help us starting to swing the virtual brush!

• Free Brushes

This series of tutorials aims to show some of the methods and processes used to design and develop characters 

from initial thumbnail sketches through to a final concept. The series will be divided into five parts and will focus on 

the general design methods commonly used by character artists. It will begin with quick sketching techniques used to 

suggest ideas and develop a theme before moving onto creating variations once a subject is established. The third 

instalment will culminate in a finished concept design, after which we will move onto the importance of posing your 

character and the impact this has on their personality. The series will conclude with a chapter dedicated to choosing 

suitable eye levels and camera views to best convey an emotional state or emphasise a storyline.

Chapter 1 | Thumbs & Silhouettes

Chapter 2 | Visual Brainstorming – Variations on a Theme

Chapter 3 | Speed Painting & Concept Design

Chapter 4 | Dynamic And Exaggerated Poses 

Chapter four will move onto the topic of posing characters and the importance this has in 

relation to personality and adding a dynamic to your designs. Choosing a suitable posture 

and using exaggeration can make all the difference and this is where we gain an insight into 

the importance of such topics when trying to describe a characters inner nature. 

Chapter 5 | Camera Placement, Framing, Fore-shortening & Distortion

“...this process of gesture drawing 

is cross-platform – from animation, 

illustration, film design, 

storyboarding, concept design, 

visual development, character 

design and everything in-between. 

It’s the root of all things. It’s the 

first step and the last adjustment 

to any amazing illustration...“…
Author of The Art and Feel of Making It Real: 

Gesture Drawing for the Animation and 

Entertainment Industry, and with a client list 

including Walt Disney, Pixar, Sony as well 

as many other impressive companies, Mark 

McDonnell takes time out from his design work 

to teach us a thing or two about dynamic and 

exaggerated poses for our character concepts 

… As well as a little something about the 

importance of growing a beard!

The more you are 

willing to make 

hair brushes, the 

more natural the 

results should 

become, since fur 

is such a massive 

and complex 

structure…”

• Free Brushes

An artist’s brushes have always been a vital part of any painter’s set of tools, and remain the 

single asset that links paint with canvas. As such, they are crucial to how we view and interpret 

an artwork, and they afford the artist with a means through which to convey an idea or feeling. 

This has always been true throughout the history of art, and is no less important within a digital 

context. Software such as Photoshop and Painter essentially combine and fuse paint, canvas 

and brushes into a single tool. However, within this complex set of “tools”, brushes retain certain 

autonomy with their own, distinct set of parameters and presets, offering artists the freedom to 

affect and vary the way paint is applied. This principle of customizing brushes forms the focus of 

this set of tutorials, and aims to show how individual artists exploit these techniques to achieve 

some interesting results!

This tutorial series will revolve around the use of 3d as a starting point for digital painting. In particular we will 

explore the value of Google SketchUp, a free program enabling users to quickly build 3d environments using 

a set of intuitive tools.

This technique is used by many contemporary artists and is used as a quick and effective way of establishing 

correct perspective as well as offering a moveable camera in order to experiment with compositions.

As a 3d package SketchUp is easy to learn and does not require hours of training and as an artist wishing 

to draw complicated scenes, this approach can prove a valuable starting point for producing a template on 

which to paint over.

“I’ve envisioned a 

sci-fi scene like the 

ones we used to see 

in the cinema back in 

the 80s.”

• Free Brushes

• Free Base Image

If you haven’t heard of Jason Manley, we’re sure you’ll have heard of his company Massive 

Black; it’s one of the premiere entertainment art and animation studio in the world with 

branches in San Francisco, Shanghai and Bangkok. As you can imagine Jason is an incredibly 

busy guy, but at long last we managed to caught up with him to bring you this interview.  

“Comes back to that 

old saying...”Do what 

you love and the 

success will come”.”

This Month we Feature:

Hyung Jun Kim

Lubos de Gerardo Surzin

Minjuan Zhong

Ghassem Farhany

Matt Ellis

Kenichiro Tomiyasu

Kian Kiani

Sasha Podgorny

James Wolf Strehle

Alex Broeckel

Julia Udalova, otherwise known as Falinor, is with us this month to take us through some 

of her recent sketchbook additions, covering cute designs for children’s games, a clumsily-

built goblin city, and mysterious female heroines. Sit back, and enjoy!

“Whilst working on designs for 

goblin architecture, it came 

to me that goblins could 

even cut caves straight 

into the rock and build 

additions over them, just 

like the residents of 

the ancient city of 

Matera 

do.”

From drawing caricatures of his grade school history 

teacher, to drawing caricatures for The New York 

Times, Jason Seiler’s career has gone from 

strength to strength over the last couple of 

years. We recently caught up with him to 

discover more about the art of caricature, 

his fascination with ducks and who his 

dream caricature subject would be.  

“What I try to 

do is capture a 

person’s essence; 

I try to capture 

their character. By 

exaggerating and 

pushing elements 

of truth, I enhance 

both the subject’s 

likeness and 

essence”

http://www.2dartistmag.com

