
Allan R Habiger
(952)-715-0172 | habigerallan1@gmail.com | linkedin.com/in/habigerallan | github.com/habigerallan | Minneapolis, MN

Education

University of Minnesota 2022-2024
B.S. in Computer Science, GPA: 3.6 Minneapolis, MN
Relevant Coursework: Machine Learning, Graphics, Data Structures, Databases, Software Engineering, Web Development

Technical Skills

Languages: Python, C, C++, C#, JavaScript, TypeScript, .NET, SQL, Java, React
Frameworks & Tools: React, React Native, Node.js, Express, Next.js, .NET Framework, Microsoft SQL Server
Concepts: Test Suites, REST APIs, Documentation, Authentication, Form Validation, Reporting, Requirements Gathering,
Documentation, Agile, Scrum.

Experience

T1 User Support Lead Sept 2023 – Dec 2024
University of Minnesota OIT Minneapolis, MN

• Led Tier 1 support operations across in person, phone, and chat channels, coordinating student employees to maintain
coverage and service quality.

• Monitored phone/chat queues, network status, outages, major incidents, and after hours systems, escalating severe
disruptions to on call contacts.

• Managed the support ticket system by resolving issues, enforcing documentation standards, ensuring accurate escalations,
and tracking productivity.

• Supported scheduling, hiring, training, attendance tracking, and performance processes; automated reporting workflows using
custom Google Apps Scripts.

• Designed and implemented a data-driven student scheduling template by analyzing support-volume trends, aligning shifts
with availability, and improving peak-hour coverage.

T1 User Support Trainer Dec 2022 – Sept 2023
University of Minnesota OIT Minneapolis, MN

• Trained newly hired technicians on live shadowing, ticket review, live escalation, and hands on troubleshooting over phone,
chat, and in person support channels.

• Helped guide technicians to resolve issues involving Windows and macOS devices, Office 365, Adobe software, VPN
connectivity, Duo MFA, and university account access.

• Reinforced customer service standards, escalation procedures, and ticket documentation practices to improve resolution
consistency across the help desk.

• Created and updated internal knowledge base documentation for recurring technical issues, onboarding procedures, and
support workflows.

Projects

Othello Game Agent | C, Python
• Machine learning strategy used was a multi-objective Monte Carlo tree search with depth-cut alpha-beta pruning and
multiple weighted reward functions were used.

• Self-directed research using published papers of the current state of Othello game agents and strategy. With my own paper
wrote on my discovery.

• Test system was built in Python, the implementation of the MO-MCTS was done in C to aid in search speed.
• This implementation when run on the a depth of eight, is able to win against Google’s version on the hardest difficulty.

HABe Engine | C++23, WinAPI, D3D12, XAudio2, X3DAudio, Jolt
• A game engine with runtime lifecycle, Win32 windowing, ECS/world systems, rendering, animation, audio, assets, physic,
and event infrastructure.

• Implemented DirectX 12 graphics systems including swap chain setup, command submission, descriptor management, GPU
resources, upload paths, and render graph orchestration.

• Designed an asset cooking pipeline for meshes, textures, materials, shaders, audio, and ray tracing pipeline data using custom
binary formats.

• Developed engine-level architecture for data-driven entities, transform/camera/render/audio components, and reusable app
layers for demos, tests, and showcase builds.

Eigenmountain Generation | C++, LibTorch, GDAL, HDF5, YAML, spdlog, OpenMP
• Generates mountainous height maps by extracting the general features of a mountain and being able to generate a random
mountain from feature values. Similar to eigenfaces but for mountains, hence the name.

• Copernicus DEM GLO-30 will be used to capture elevation details of mountainous regions with 30 m coverage.
• β-TCVAE will be used to classify sanitized elevation data into multiple distinct features.
• Features will be used to generate mountains height maps through a 2D ResU-Net CNN which has a residual latent tensor to
preserve features while keeping a high depth.
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