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est   onnet io
 ss   i i co

CrossDevice  Deveoent  is  no  Set
C lo  a  ro  ic l i  a la r i  ros

s l l  co  ro   ac  s  l i   
o i  r r i  assors  as  o  

g i t  --vers io

omma   g i t   t he  program

ucomma  --vers ion   a  f l ag  or  sw i tch )  ask i ng  fo r  t he  vers ion .

Usefu l  fo r  check i ng  i t ’s  ins ta l led ,  and  what  f l avor/vers ion

g i t  conf ig  --g loab l  user.name Professor Garc ia

an   g i t  conf ig   l e ts  you  conf igure  G i t  se t t t ings

ag   --g loba l   means  fo r  a l l  p ro jects  on  t h is  computer

eng   user.name  i s  a  G i t  conf ig  key  par t  o f  your  ident i ty
ae   P ro fessor Garc ia   i s  what  G i t  w i l l  record  in  commit  metadat

Th is  te l l s  G i t ,  For  ever y  repo  I  wor k  on ,  tag  my name as  ProfessorGarc ia .

g i t  conf ig  --g loab l  user.ema i l  cagarc12@uiwt x . edu

Same s t ructure  as  above ,  just  fo r  your  ema i l  address .  

G i t Hub uses  t h is  to  connect  commits  to  your  account  i f  t he  ema i l  matches ) .


ssh-keygen - t  ed25519  -C  cagarc12@uiwt x . edu

ssh-keygen

-t

ed2551
-C emai l

 The  command to  generate  a  new SS ey  a i
 S tands  fo r  tye
 I s  t he  a lgor i t hm used  modern ,  secure ,  shor t
 A  comment  usua l ly  your  ema i l )  so  you  can  recogn ize  t he  key  la ter

Th is  command says :  Ma ke  me a  new pub l ic /pr ivate  key  pa i r  us ing  t he  ED25519  
a lgor i t hm,  and  labe l  i t  w i t h  my emai l .

Beh ind  t he  scenes ,  i t  c reates  two f i l es :  

/ . ssh / i d _ed25519   t he  ia te  e  keep secret
/ . ssh / i d _ed25519   t he  l i  e  share  t h is )

cat  / . ssh / i d _ed25519.pu

Command :   ca t   shor t  fo r )  p r in ts  t he  contents  o f  a  f i le

Pat h :   / . ssh / i d _ed25519.pub   i s  t he  fu l l  pat h  to  t he  

Th is  says :  Show me t he  pub l ic  key  so  I  can  copy  and  paste  i t  i n to  G i t Hub.

ssh  -T  g i t@gi t hub .com

ss
-
g i t@gi t hub .com

This  says :  Tr y  to  connect  to  G i t Hub us ing  my saved SSH  c redent ia ls ,  but  just  
tes t  i f  i t  works  -  don ’ t  s ta r t  a  sess ion .

I f  i t  succeeds ,  G i t Hub recogn izes  your  key  and  responds .  

 Secure  She l l  -  a  p rotoco l  fo r  secure  communicat ion

 Don ’ t  s ta r t  an  in teract ive  sess ion  test  on ly
 The   you ’re  connect ing  to  -  G i t Hub ’s  SSH  i n te r face

Sar y  of  She  Synta  Re

one
----------
Comman
F lags

Arguments

F i le  Pat hs

aml
---------
 g i t ,  ssh ,  ca t

 - t ,  --g loba
 Professor Garc ia
 / . ssh / i d _ed25519

eanin
---------
 P rogram you ’re  ca l l i n
 Mod i fy  behav ior  o f  comman
 Data  t he  command uses

 Pat h  to  a  f i l e     home fo lder )
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X X X X X X X X X X X X X X X X X X X X X X X X

N/A N/A N/A N/A N/A N/A N/A N/A
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PRODUCTION (19.2 Weeks
POSTPRODUCTION (20 - 9. 6 Weeks

Senior Thesis Workshop (16 Weeks - 9.6 & 6.4 Weeks
Senior Thesis Production I (16 Weeks - 3.2 Weeks & 12.8 Weeks
Senior Thesis Production II (16 Weeks - 6.4 Weeks & 9.6 Weeks
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Launch PowerShell 

ssh perforce@10.40.14.2

bMrRW h9DsQmf

cd /opt/perforce/Ayon

ase in Terina Coans
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cd
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List your files


    Long listing forma

Print working director

Change director

Find a file in the databas

View contents of a file


    View line number

Download files from the interne

Get basic information about the O

    Displays the release number of the O

Clears termina

in She an She Scritin

If we are using any major operating system, we are indirectly interacting 

with theshell. While running Ubuntu, Linux Mint, or any other Linux 

distribution, we are interacting with the shell by using the terminal. In this 

article we will discuss Linux shells and shell scripting so before 

understanding shell scripting we have to get familiar with the following 

terminologies

erne

Shel

Terminal

erne

erne

in

in Distritio

in Min

Unt

ins Torva

The kernel is a computer program that is the core of 

a computer’s operating system, with complete 

control over everything in the system. It manages 

resources of the Linux system like - File, Process, I/

O, and Device management

Linux system  ernel  GNU system utilities and 

libraries  other management scripts  installation 

scripts

OS that includes the Linux ernel. Additional 

components like a package manager, an init system, 

GNU tools, libraries, and so much more can be 

included. Distros are designed for a variety of needs.

Distro designed for personal computers


Distro based on Debian, designed to have regular 

releases, a consistent user experience and 

commercial support on both desktop and servers. 

Composed mostly of free and open-source 

software

Responsible for the development of the Linux kernel.


She

she

AS

CS

S

A shell is a user program that provides an interface for the 

user to use operating system services. Shell accepts human-

readable commands from users and converts them into 

something which the kernel can understand. It is a command 

language interpreter that executes commands read from 

input devices such as keyboards or from files. The shell gets 

started when the user logs in or starts the terminal

Bourne Again SHell - Default login shell 


C SHell - Syntax and usage similar to the the language 

orn SHell - Base for the POSI Shell standard spec

Each shell does the same job but understands different 

commands and provides different built-in functions.
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Installed Python 3.9.13

Installed Python 3.9.13 via Powershel

Download

Invoke-WebReuest 

-Uri "https://www.python.org/ftp/python/3.9.13/python-3.9.13-embed-amd64.zip" 

-OutFile " env:USERPROFILE Downloadspython39. zip

Extract it

dest  " env:USERPROFILE ToolsPython39

New-Item -ItemType Directory -Force -Path des

Expand-Archive -Path " env:USERPROFILE Downloadspython39. zip" -DestinationPath des

ou Should have this now

C UsersthearToolsPython39python.e x

Tell Poetry to use it

poetry env use " env:USERPROFILE ToolsPython39python.e xe

PS CProgram Filesnputayon -launcher poetry env info --pat

CProgram Filesnputayon -launcher.ven

PS CProgram Filesnputayon -launcher & "CProgram Filesnputayon -launcher.venvScriptsActivate.ps1

ayon-py3.9) PS CProgram Filesnputayon -launcher . /tools/manage.ps1 buil

httsocsocercoestosetinstainvvirtaiationsort

so reoot

Set up early access A ON server and desktop application


To get everything up and running you will need

AON - The heart of the pipeline that all other tools tal k t

Aaddons -  temporary repository holding the default configuration of all addons

- Des ktop application that takes care of the pipeline integrations on artist workstation

Install Poetry - in ayon-launcher directory

(Invoke-WebReuest - Uri https://install.python-poetry.org -UseBasicParsing).Content  python -



Added user to Docker - Confirmed connection - Restarted 




mustafa_ jafarCommunity manager / Pipeline TD


13 Jan


Hello, A ON is a modular system where you need to install addons to have more features.


Typically, a local A ON instance deployment is:


Deploy ayon-docker locally.


Login to your server and connect it to ynput cloud.


Update pipeline to latest release.


Once you finish these setups, you’ll have your A ON server with default configuration and then you can start creating a project and learning about the system.












mustafa_ jafarCommunity manager / Pipeline TD


13 Jan


we introduced the Update pipeline to latest release to help users get started and configure their A ON instance easily.


Connecting your A ON instance to ynput cloud is free.
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Carlos Garcia

PORTFOLIO

carlosgarcia.works

CONTACT

San Antonio, TX

theartofcarlos@gmail.com

(210)279-5903

EXPERIENCE

PROFESSIONAL

University of the Incarnate Word

Instructor & Modeling Concentration Coordinator


Redefined Modeling Curriculum, ensuring alignment with industry standards.

Recruited, interviewed, and onboarded additional modeling faculty.

Provided comprehensive advising to students as their core Faculty Advisor and Instructor.

Designed, Created, and Instructed modeling course content for all cohorts and productions.

Faculty Advisor providing comprehensive academic and career advising to students.

08/2022 - Present

343 Industries

3D Character Modeling
- Contract

Projects Include: Halo Infinite


Work closely with the Character Art Lead and Character artists to create believable sci-fi armors

Created armor sets for the customization content for Season 5 & 6 "Cyber Showdown" operation 
launch specifically for the Chimera Spartan Core. 

Demonstrated expertise in utilizing Maya and ZBrush creating hard-surface armor utilizing 343I’s 
internal Crease Set workflow

06/2023 - 08/2023

BioWare


Lead Character Artist - Contract


Projects Include: Star Wars the Old Republic



Worked closely with Tech Art and Leads to push the Modernization efforts for the 3D Character Art 
Pipeline


Created Platinum Armor Sets for the Monetization Team 


Converted ILM Character Assets to SWTOR’s character specifications


Directed internal character team to maintain new practices and onboarded junior artist.

08/2021 - 11/2021

Qualcomm

Lead Character Artist - Character Supervisor


Clients Include: Unity, Epic, Framestore, International Outsource Studios, National Advertising Agencies

Projects Include: Fortnite Mobile, PUBG Mobile, Carbon Core: Brawl, Reign of Amira, Foundation


Developed internal Cinematic/Marketing/Real-time character pipelines 


Directed internal character team to maintain consistency throughout multiple development cycles


Created and Optimized 3D characters for runtime on various platforms and devices

 06/2018 - 01/2022


Merge Labs, Inc						           


Lead Character Artist - Contract


Product Launched: The Merge Cube



Created characters and props for AR/VR projects


Optimized characters for runtime on several devices and platforms 


Textured utilizing Substance Painter for both Unity and Unreal.


Asset setup in Unity including Mesh, Skeleton, Shader/Material, and LOD setup.

05/2017 - 10/2017

Spoon Designs, LLC						            


3D Character Artist and Generalist


Projects and Clients Include: The Walking Dead: March to War, Los Alamos National Laboratory, Retail 
Me Not, Justice Media Labs



Modeling Supervisor on Several Projects

Developed pipeline for various Real-Time and Pre-Rendered content

Optimized game assets for Unity ported projects


Physically Based Rendering (PBR) utilizing Substance Painter and Quixel Suite


Asset setup and integration within Unity and Unreal Engine

11/2013 - 08/2017

Booz Allen Hamilton

3D Character Artist and Generalist


Hard-Surface asset creation for military tech simulations and games 


Optimized game assets for Unity ported projects


Textured utilizing Substance Painter and Quixel Suite


Asset setup and integration within Unity

05/2015 - 12/2015

Walt Disney Animation Studio

3D Character Artist - Talent Development



Sculpted character for feature ready production pipeline


Optimized character with production ready topology


Look Development for both Characters and Props


Developed a short-film from concept to final film

06/2015 - 08/2015

EXPERIENCE

ACADEMIC

EDUCATION

Class Creatives, Inc

Vice President and Instructor

09/2019 - 12/2021

Kajaani University, Ketunpolku, Finland         		           	           


Part-time Instructor (Spring)


09/2019 - 05/2020

University of the Incarnate Word

Master of Game Development (MGD), Game Environment Arts

Bachelors of Fine Arts (BFA), 3D Animation and Game Design

08/2023 - Present

01/2013 - 08/2017


San Antonio, TX

theartofcarlos@gmail.com

210.279.5903

PORTFOLIO


password: CG3D24
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EXPERIENCE

PROFESSIONAL

University of the Incarnate Word

Instructor & Modeling Concentration Coordinator - Character Modelin

Redefined Modeling Curriculum, ensuring alignment with industry standards.

Recruited, interviewed, and onboarded additional modeling faculty.

Provided comprehensive advising to students as Faculty Advisor and Instructor.

Taught various courses in Character Modeling and Environment Art in our Modeling Concentration.

Designed, Created, and Instructed modeling course content for all cohorts.

08/2022 - Present

343 Industries

3D Character Modeling
- Contract

Projects Include: Halo Infinite


Work closely with the Character Art Lead and Character artists to create believable sci-fi armors

Created armor sets for the customization content for Season 5 & 6 "Cyber Showdown" operation 
launch specifically for the Chimera Spartan Core. 

Demonstrated expertise in utilizing Maya and ZBrush creating hard-surface armor utilizing 343I’s 
internal Crease Set workflow

06/2023 - 08/2023

BioWare


Lead Character Artist - Contract


Projects Include: Star Wars the Old Republic



Worked closely with Tech Art and Leads to push the Modernization efforts for the 3D Character Art 
Pipeline


Created Platinum Armor Sets for the Monetization Team 


Converted ILM Character Assets to SWTOR’s character specifications


Directed internal character team to maintain new practices and onboarded junior artist.

08/2021 - 11/2021

Qualcomm

Lead Character Artist - Character Supervisor


Clients Include: Unity, Epic, Framestore, International Outsource Studios, National Advertising Agencies

Projects Include: Fortnite Mobile, PUBG Mobile, Carbon Core: Brawl, Reign of Amira, Foundation


Developed internal Cinematic/Marketing/Real-time character pipelines 


Directed internal character team to maintain consistency throughout multiple development cycles


Created and Optimized 3D characters for runtime on various platforms and devices

 06/2018 - 01/2022


Merge Labs, Inc						           


Lead Character Artist - Contract


Product Launched: The Merge Cube



Created characters and props for AR/VR projects


Optimized characters for runtime on several devices and platforms 


Textured utilizing Substance Painter for both Unity and Unreal.


Asset setup in Unity including Mesh, Skeleton, Shader/Material, and LOD setup.

05/2017 - 10/2017

Spoon Designs, LLC						            


3D Character Artist and Generalist


Projects and Clients Include: The Walking Dead: March to War, Los Alamos National Laboratory, Retail 
Me Not, Justice Media Labs



Modeling Supervisor on Several Projects

Developed pipeline for various Real-Time and Pre-Rendered content

Optimized game assets for Unity ported projects


Physically Based Rendering (PBR) utilizing Substance Painter and Quixel Suite


Asset setup and integration within Unity and Unreal Engine

11/2013 - 08/2017

Booz Allen Hamilton

3D Character Artist and Generalist


Hard-Surface asset creation for military tech simulations and games 


Optimized game assets for Unity ported projects


Textured utilizing Substance Painter and Quixel Suite


Asset setup and integration within Unity

05/2015 - 12/2015

Walt Disney Animation Studio

3D Character Artist - Talent Development



Sculpted character for feature ready production pipeline


Optimized character with production ready topology


Look Development for both Characters and Props


Developed a short-film from concept to final film

06/2015 - 08/2015

EXPERIENCE

ACADEMIC

EDUCATION

Class Creatives, Inc

Vice President and Instructor

09/2019 - 12/2021

Kajaani University, Ketunpolku, Finland         		           	           


Part-time Instructor (Spring)


09/2019 - 05/2020

University of the Incarnate Word

MGD in Game Environment Arts

BFA in 3D Animation and Game Design

08/2023 - Present

01/2013 - 08/2017


San Antonio, TX

210.279.590
theartofcarlos@gmail.com

PORTFOLIO
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D ARTIST Dear Hiring Team

Im Carlos Garcia, and I am genuinely thrilled to apply for the 3D Designer role at MrBeast. With a 
diverse background spanning various facets of the 3D industry, including roles at Qualcomm, BioWare, 
and 343 Industries, where I contributed to projects like Star Wars, PUBG, and Halo Infinite, I bring a 
wealth of knowledge and experience to the table

Throughout my tenure at these companies, Ive had the opportunity to lead teams, push creative 
boundaries, and contribute to high-profile projects. My experience across different pillars of the 3D 
industry, including game development, feature animation, and technology, has honed my skills in 
various workflows and pipelines

While my expertise primarily lies in game development and technology, its important to note that I am a 
full-stack 3D developer with a strong foundational knowledge of all aspects of development for both 
real-time and pre-rendered content. Despite being known as a 3D character artist in my public identity, 
I have a deep understanding and can execute at a high level in all subject matters in the realm of 
modeling

As someone who believes fervently in the power of new media, particularly platforms like ouTube, I 
was particularly excited to see MrBeast hiring a 3D artist. Traditional media is becoming a thing of the 
past, and I firmly believe that ouTube is not only the present but also the future of media. The ability to 
reach millions of people worldwide with engaging and impactful content is unprecedented, and I am 
eager to be a part of this movement

I am a lifelong learner at heart and truly love a new challenge. The prospect of transitioning into a new 
space excites me, and I am enthusiastic about the opportunity to learn and grow alongside the talented 
individuals at MrBeast

I believe that my skills and expertise can be effectively applied to this new space, and I am confident in 
my ability to make a meaningful contribution to the team. I am dedicated to excellence and have a 
passion for creativity, and I am eager to bring these ualities to the Mr Beast family

I am genuinely enthusiastic about the possibility of joining the MrBeast team and contributing to its 
innovative and impactful content. Thank you for considering my applicationI am eager to bring my 
passion for creativity and my dedication to excellence to the MrBeast family

Warm regards
Carlos Garcia

04/2024 SENIOR ARD SURACE ART 
OUTSOURCIN SPECIAIST

theartofcarlos@gmail.com


password: CG3D24
San Antonio, TX

210.279.5903

Dear Hiring Team

I am excited to express my keen interest in the Destiny Senior Hard Surface Art Outsourcing Specialist 
position at Bungie. With a robust background in various pillars of the 3D industry, including roles at 343 
Industries, BioWare, Qualcomm, and Walt Disney Animation Studios, I am eager to bring my expertise 
and leadership to your esteemed team

While I have recently transitioned into education and thoroughly enjoy it, I remain committed to 
maintaining my presence in all pillars of the 3D industry as much as possible. My most recent tenure at 
343 Industries this past summer reflects this commitment, as I had the pleasure to work in the 
Gameplay Model Shop on the armor team, producing armor for seasonal releases. Throughout this past 
year, I have also maintain practice and secured a recurring contract with the United States Air Force 
Academy, where I manage and built a small team to develop and support the entire Art Direction and 
Production for games built in Unity

At Qualcomm, I led and developed alongside our internal Character Art team and served as the focal 
point of contact for our outsourcers, overseeing the production of assets and ensuring alignment with 
project reuirements. This e xperience has euipped me with strong communication s kills and the ability 
to provide clear feedback to external art vendors at each stage of both 2D and 3D production

Furthermore, my ability to take direction well and maintain positive relationships with internal teams and 
external vendors has been instrumental in delivering successful projects within tight deadlines. I am 
particularly excited about the prospect of standardizing naming conventions and file organization, as 
well as integrating assets with oversight on complex assetsa challenge that I am eager to tac kle 
head-on and one that I’m currently addressing within the academic setting. I recently conducted a pilot 
case study on the beneficial effects of Agile Methodologies in the classroom. By implementing a 
combination of SCRUM and anban framewor ks, my aim was to alleviate burnout, stress, and anxiety 
among students, euipping them with practical time and pro ject management skills to navigate both 
production challenges and personal obstacles effectively

My time in education has not only been utilized in the classroom but also in the development of a new 
unified pipeline in our department. Working closely with my Program Coordinator and Programming 
Faculty, I have worked to curate an industry-standard pipeline in the academic setting, spearheading 
the documentation, integration, and use of a Unified Pipeline across disciplines. Additionally, as the 
lead of the Modeling Concentration, I have worked to onboard new adjunct instructors and full-time 
faculty by fleshing out the onboarding process to facilitate a smoother transition into the classroom 
from the industry

While my recent pivot to education has broadened my skill set and perspective, my passion for game 
development and my proven track record in hard surface art remain unwavering. I am confident that my 
combination of industry experience, leadership skills, and commitment to excellence make me an ideal 
candidate for this role

Thank you for considering my application. I am eager to discuss how my skills and experiences align 
with the needs of the role and contribute to the success of Bungie. I look forward to the opportunity to 
speak with you

Warm regards
Carlos Garcia

04/2024
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https://en.wikipedia.org/wiki/GNU
https://github.com/ynput/ayon-docker
https://github.com/ynput/ayon-addons
https://github.com/ynput/openpype
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