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Allow me to introduce myself! I am someone who is absolutely lit up 
by building solutions that are transformative and empowering! Be it 
analog or with technology - I am moved when my work supports 
someone to expand. I have a diverse blend of experiences that I 
bring to the table and I want to give you a taste of  what has shaped 
me to be the designer and researcher that would love to contribute to 
your team! 

I spent my “early” years working in the theatre, where I learned I love 
collaboration, conceptual design, visual communications and the 
power of telling a good story. 

Next I spent time working in art museums and libraries where I 
explored creating education experiences rooted in understanding the 
needs and desires of customer. 

After a good stint in public library service I moved to New York to get 
a Masters in Library and Information Science from the Pratt Institute.  
I thought I was going to develop a career in museums, but instead I 
fell in love with Cultural Informatics, which was a course of study all 
about the way people interact with information in physical and digital 
environments. I focused my efforts in human centered design, 
qualitative and quantitative research methods, and with that 
knowledge — I worked as part of a team crafting elegant solutions 
for those that matter most - the customer. It was a perfect blend of 
my experiences to date. 

While in New York I spent time working in library and museum 
archives and digital agencies. I landed for a few years at an 
educational software company where I built engaging and interactive 
systems to support a brand new approach to teaching Math for 
grades 6-8. My proudest moments were seeing students blossom in 
to Math Lovers — within a couple of weeks! 

Oh yeah, I am also a functional nutrition and lifestyle practitioner 
who designs beautiful and intuitive programs and experiences 
that help people to reconnect to their food, their bodies, and 
their natural rhythms, in order to achieve optimal health. 

In my design work and in my work as a health consultant, I 
notice that people don’t always know the root cause of their 
challenges. That’s where I come in! I excel at listening to pain-
points, being  curious, and finding patterns in the data in order to 
come up with a solution that will last —It’s often not the most 
obvious solution, but it’s an answer to the real problem. 

I am an excellent listener, have a keen eye for details, and am an 
inspiring creative collaborator. I love to synthesize all the moving 
pieces and parts into an actionable plan that leave people feeling 
focused and empowered. I approach all of my work with 
thoughtfulness, positivity and grace. 

I would love to find myself solving tough problems with smart, 
human centered designs. I believe that user friendly design is 
born from smart and actionable research with the people that 
matter most: the customer. I would love to build the bridge 
between customers and stakeholders so that both parties rise.  

And I love to build houses and gardens. I recently finished 
building my own tiny house, and already have my sights set on a 
new building project. 

This is a sampling of my work. Enjoy and please contact me with 
further questions! 

Denise 
denise@denisepasquinelli.com 

Hello! I’m Denise.

http://www.denisepasquinelli.com
http://www.183sqft.com


Projects
Amplify Math Workspace | Amplify Math Applets + Supportives | inBloom | Chartkeeper



Amplify Math 1 of 5

workspace | mobile web application

Amplify's tablet based math curriculum is the first of 
its kind. Combining a challenge based math 
curriculum with a robust ecosystem of rich media, 
dynamic math tools, interactive workspaces, and 
interactive data sharing that turn the classroom into a 
collaborative conversation.

I worked as a Lead UX designer on a fully functioning 
prototype of the Math Workspace. The Math 
Workspace supports curriculum delivery, rich 
multimedia  (photos/videos), dynamic math tools, 
handwriting, sending and receiving data from teacher 
to student, saving pertinent work objects, quick 
presentations, and more. 

This robust system was designed and implemented in a 
very short period of time in order to support a 1 week 
field test of the curriculum and the system in a live 
classroom environment. 

user experience design / user research



Amplify Math 2 of 5

workspace | mobile web application

The goal was to explore many concepts born from 
frequent classroom playtesting, an in-depth knowledge 
of the curriculum, and a mission to create a more 
conversational and interactive classroom experience. 

I worked closely with key stakeholders to quickly 
understand the needs of the system by conducting 
daily sketching and white-boarding sessions. This 
required the ability to conceptualize the complexities 
of a math lesson within the day in the classroom, the 
collaboration needed with other students, the interplay 
with the Teacher and her tools, as well as the learning 
objectives for the unit and the year. The ability to 
zoom out to the big picture while considering all the 
details was imperative.

Whiteboards were quickly turned around into 
definition documents to be passed on to development 
teams.

user experience design / user research



Amplify Math 3 of 5

workspace | mobile web application

Whiteboards and sketch sessions were quickly 
synthesized into wireframes, visual design mockups, 
and low fidelity prototypes.

At left is  a mock up of  a student view.

user experience design / user research



Amplify Math 4 of 5

workspace | mobile web application

At left is a mock up of the Teacher View for the field 
testing purposes only. The student experience was the 
priority, but with lean effort, we were able to learn 
quite a lot about the teacher experience as well.

Key questions like when is the technology serving the 
needs of the teacher? When is it a distractor? What 
moments is the app enhancing the classroom 
experience - from the teachers perspective? These 
questions informed the next phase of design - The 
experience for the Teacher. 

user experience design / user research



Amplify Math 5 of 5

workspace | mobile web application

This project was iteratively designed in a 2 week agile 
development cadence. Through white boarding 
sessions, clear communication, understanding of team 
dynamics and testing priorities, our 10 person team got 
the design built in 8 weeks.

Field testing was a huge success. Both in terms of 
academic performance and design validation.

user experience design / user research



Amplify Math
applets + supportives

Applets are small apps/games designed to illustrate 
core math concepts in a fun and engaging way. Applets 
are intended to be used in class, and are often 
complimented by the use of robust math tools and in-
class instructions. 

Pictured is a supportive called Number Machines that 
introduces students to prime numbers in a fun and 
engaging way. 

Number Machines is one of many small supportives 
that I have designed to function within the ecosystem 
of Amplify Math.

user experience design 



inBloom
web application

Illustrated at left is just one of many design documents 
developed for user facing elements of the inBloom 
system. 

inBloom was a secure data infrastructure funded by 
the Gates Foundation. It was designed to bring 
cohesion to the fragmented educational information 
market as well as create an application platform for 
independent software vendors to develop and easily 
deploy educational management, assessment and 
curriculum apps to millions of PreK-12th grade 
teachers and their students. It was sometimes coined 
“the app store for the public education space”. 

While the infrastructure was being built across 12 
agile development teams, the design team worked to 
create dashboard applications that would showcase the 
robust possibilities of the data.

user experience design / user research



Chartkeeper 1 of 2

mobile attendance application

Chartkeeper is a free iOS app from Amplify, designed 
to help teachers organize student information on a 
digital seating chart.  Orient students in any classroom 
configuration, take attendance, record participation, 
add notes, and flag students for follow-up - all on an 
iPad.

The product started as an experiment in lean 
development practices while showcasing the early 
abilities of the inBloom platform (see previous page).

It was built by a cross-functional, but geographically 
distributed team (2 developers + 2 designers + 1 
researcher) from idea to Apple's App Store in 6 
weeks. 

user experience / user research



Chartkeeper 2 of 2

mobile attendance application

Chartkeeper is a free iOS app from Amplify, designed 
to help teachers organize student information on a 
digital seating chart.  Orient students in any classroom 
configuration, take attendance, record participation, 
add notes, and flag students for follow-up - all on your 
iPad.

The product started as an experiment in lean 
development practices while showcasing the early 
abilities of the inBloom platform. 

It was built by a cross-functional, but geographically 
distributed team (2 developers + 2 designers + 1 
researcher) from idea to Apple's App Store in 6 
weeks. 

user experience / user research



Processes
User Research | Lean UX | Ideation | Service Design | Agile Development



User Research
I've implemented research regimes to inform early 
design phases of a product, as well as measure 
usability and performance during iteration. 

 At left, is an exercise  conducted with teachers, aides, 
and administrators, designed to prioritize the 
information architecture for a dashboard application 
and uncover whether those diverse users required 
unique dashboard configurations. 



Lean UX
In early phases of new product development I've 
designed experiments to validate assumptions around 
product features, draft design principles, and validate 
design decisions early and often.

At left are slides from a research report that fueled the 
Chartkeeper design. I observed and interviewed five 
classroom teachers and one administrator to glean 
insights for future products and features.



Lean Usability 
Testing
Usability testing is effective throughout the product 
development lifecycle, though I find it to be most 
effective when fine tuning product features that will 
work effectively and delight customers. In order to 
move from usability observations, to actionable 
product changes on the backlog, a lean usability 
testing framework was required. 

At left are screenshots of a usability testing framework 
I love to use when I am rapidly collecting data (at 
times as part of a team) and  quickly turning around 
actionable reports. This tool allows for multiple people 
to observe a usability test and input their observations. 
The outcome is a lean testing tool that collects data in 
a detailed way, provides a an at-a-glance view,  and 
allows for quick synthesis that can be shared  with the 
rest of the product team that day. 



Interviews + Outputs
I am adept and designing, conducting, synthesizing, 
and reporting on qualitative interview sessions. In fact, 
interviewing is my favorite method for understanding 
the motivations and drivers of the users. 

At left are slides from research findings deck that was 
presented to the product development team and the 
client.  Findings, suggested refinements, and quotes 
from the participants were woven together to help all 
parties understand become more intimate with the 
mental models of the users, as well as understand what 
was most emotionally significant for a user when 
engaging with the product. 

*screens intentionally masked to protect 
confidentiality.



Synthesis + Team 
Alignment
I am adept and designing, conducting, synthesizing, 
and reporting on research. 

I have used research to clarify audience and provide 
audience insights, inform product direction, align 
internal teams on roadmap priorities, and to inform 
page level design decisions. 

At left are a few examples of synthesis in action. 

Internal Alignment on 
Product Direction + Priorities

Synthesis process for 
large qualitative study

“Quick + Dirty” card sort exercise 
to align on information architecture



Ideation
I have expertise in designing collaborative 
workshops to expose ideas quickly and get 
everyone on the same page. I approach design 
with inclusivity and curiosity, so that all players 
involved on a project can feel like they are free to 
contribute. 



Service Design
I like to understand the whole 
landscape when it comes to designing 
products and services. 

At left we are engaging in a service 
design exercise, mapping student and 
teacher needs throughout the course of 
the day. This map takes into account 
environmental distractions and 
mediators that occur in a day and that 
could be mitigated or enhanced with 
the use of appropriate technologies. 



Agile 
Development
I've participated in planning efforts 
on large agile builds, and helped 12 
development teams, across three 
locations, iron out process analytics 
while implementing agile UX.


