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Hi, I’m Dani. I specialize in leading interdisciplinary 
research initiatives and developing socially impactful 

services, products, and system interventions that 
enable sustainable and equitable futures.

Design Strategist

DANI V. SANCHEZ



My work sits at the intersection 
between human-centered design, 
sustainability strategies, and 
business design. As such, I am 
passionate about using my work to 
break-down complex problems and 
find opportunities that can inspire 
and enable systemic change.

Design for emerging complexity.



I use design and innovation processes for social impact, 

digital, consumer goods, service, academic, and co-

creation projects. My specialties being interdisciplinary 

research, design and sustainability strategies, leadership, 

and group facilitation. 

Along the way I have worked for and with Dalberg Design, 

Parsons School of Design, Foossa, Freshkills Park Alliance, 

West Point Academy, IGES, and a series of small  

design studios.

 SKILLS 

Design Strategies & Innovation
Human-Centered Design 
Sustainability Strategies 
Leadership & Facilitation 
Interdisciplinary Research 
Systems Thinking 
Design of Business 
Applied Phenomenology 
Co-Creation 
Prototyping 
Project Management 
Futuring & Speculative Design

Communication Design
Creative & Art Direction 
UI / UX 
Storytelling 
Data Visualization 
Branding 
Illustration 
Video Editing

Language
Bilingual: English/Spanish 
Beginner: French

My Practice



Interdisciplinary 
Research

Sustainability 
Strategies

Design  
Strategies

Leadership & 
Facilitation

My approach to research 

intermixes methods from 

human-centered design, 

qualitative research, and 

applied phenomenology in 

order to bring a subjective 

understanding of human worlds 

into any designed outcome, 

system intervention, service,  

or product.

Today’s complex challenges 

present new risks and 

opportunities for businesses 

and organizations. Using 

sustainability strategies, systems 

thinking, and analysis processes 

I help find opportunities that 

address business, social, and 

environmental needs,  

resulting in the creation of 

sustainable outcomes.

Creating new social conditions 

and innovations in communities, 

cities, or corporate cultures 

requires new approaches to 

creative problem solving. To 

do this, I use human-centered 

design to frame problems, 

understand complex systems, 

imagine alternative futures, 

and develop outcomes that are 

socially impactful, sustainable, 

and scalable.

Shaping the future and creating 

systemic change requires mass 

collaboration. Whether using 

facilitation processes with 

stakeholders or leading an internal 

team, today’s leadership must 

be based on trust, empathy, and 

openness. In my practice, I draw 

inspiration from theory U and 

human-centered design processes 

to help drive individual and 

collective transformational change.

MY SPECIALTIES



Design Strategist

DANI V. SANCHEZ

Work Samples

Empowering Communities Against 
Mosquito-borne Disease Outbreaks

Social Innovation

Role: Design Strategist and UI/UX consultant

Humanizing  
Veteran Services 

Social Innovation

Role: Design Strategist and Facilitator

Reimagining the Everyday for 
Sustainable Food Transitions

Social Innovation

Role: Design Strategist, Researcher, 

Facilitator, and Designer



Empowering Communities 
Against Mosquito-borne 
Disease Outbreaks

A citizen science platform that helps 
communities reduce the outbreaks of 
mosquito-borne diseases.
Partners 

Dalberg Design, USAID Global Health 

Challenge, IGES, NASA Globe

Dalberg Team 

Daniela V Sánchez, Maria Alejandra 

Sandoval, and Pragya Mishra. 

Location 

Peru and New York 

Role 

Design Strategist and UI/UX Consultant



1. Understanding the 
problem space

4. Ideating and  
developing concepts

5. Final 
recommendations

3. Synthesizing learnings 
and co-creation

Synthesized and shared 

learnings from research in a co-

creation workshop with  

all stakeholders. 

Analyzing the original app, 

conducting interviews with 

stakeholders, and creating a 

detailed research plan.

2. Conducting  
user research

In-country research was 

conducted in Peru with 3 schools 

that covered a spectrum of 

different contexts and users that 

included teachers, parents,  

and students. 

Based on research 

findings, and, IGES and 

USAID priorities, concepts 

were developed.

Provided recommendations 

on how to structure the 

next version of the app that 

should be developed. 

Process

My Role 

1. Preparation for  
In-Country Research

2. Synthesizing Learnings

3. User Interface Design and 
Development of  
Final Outcome



“The mosquito is the greatest menace in spreading 
malaria, dengue, and yellow fever, which together 
are responsible for several million deaths and 
hundreds of millions of cases every year.”

- World Health Organization 

To stop the spread of infectious disease 

outbreaks USAID launched “Combating Zika 
and Future Threats: A Grand Challenge for 
Development”. 

Dalberg Design was brought in to help make 

IGES’s citizen science piloted platform “Go 

Mosquito Habitat Mapper” into a more 

engaging digital experience for 10 to 13 years 

old citizen scientists.

Context



Focused on understanding the use and 
impact of piloted app “Go Mosquito Habitat 
Mapper” in Peru. The research, served as 
a case study for the app’s potential impact 
in world-wide communities vulnerable to 
mosquito-borne diseases.

Through our research we found the following 

three main points.

1. Youth citizen scientists act as multipliers of 

knowledge in their families, neighborhoods and 

communities, engaging other stakeholders with 

the data.

2. Stakeholders and communities use the 

collected data to, on the one hand, share 

it with the global scientific community and 

guide public health policy, and on the other, to 

influence local change in the community.

3. Despite its benefits, all users found the app 

confusing to use, with too many complicated 

processes that were difficult to understand for 

children and parents alike. This confusion led to 

issues of data validity, incomplete submissions, 

and user disappointment.

Research

Research Methods: parent research 

interviews, journey maps with teachers, 

youth feedback on current app, co-

creation activities, and feedback on  

our ideas.

“Because of our meeting with the municipality we cannot use 
containers anymore in the cemetery for the flowers, now we 
have to put flowers in a green sponge. We stopped being the 
spectators and became a part of the action - by sharing our 
work with the community and involving the  
local municipality.”

- Parent, José Pardo School, Negritos, Peru



Goals for the GOMHM V2.0 

FACILITATE THE USE OF DATA BY PUBLIC HEALTH ACTORS TO PROVIDE BETTER SERVICES TO THE COMMUNITY 

Goal

Output

Intervention

Design 
Principles

Access to high quality validated data

GO Mosquito Habitat Mapper

Free to use database with 
actionable data

Gamified data collection 
process 

Intuitive user
friendly interface

Real time feedback and 
access to data

Data savvy/empowered community

Committed user and community 
influencer 

Global citizen scientist 
community

High quality 
data frequently collected  

Contextually relevant 
content/data

Educational content 
(online/offline)

Outcome 
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If the eventual outcome of the GOMHM initiative is that the public health actors can have data they can use to provide the 
community better services, then the goal of the app is to ensure collection of and access to higher quality validated data. 
With this goal in mind, the diagram below shows how the design principles can act as inputs in the development of the 
GOMHM app, and provide outputs that can help meet the goals for this app. 

Theory of Change

The eventual outcome of the “Go Mosquito 
Habitat Mapper” app initiative is that 
public health actors can have access 
to data that can be used to provide the 
community with better services.

Due to this, the goal of the app is to ensure 

the collection of and access to higher quality 

validated data. 

Furthermore, through the creation of the 

app we were able to enable and empower 

communities vulnerable to mosquito-borne 

diseases to become central actors in their 

city’s public health policy. Using gamification 

and citizen science, we engaged students, 

their families, and communities in the process 

of looking for and eliminating mosquito 

breeding sites. The community used the 

data to contact municipal government and 

change their local policy and  

community behavior.

“We went to the municipality to share the data collected with 
the mayor. The secondary students presented the data on 
where they found mosquitoes. The local municipality used to 
tell us ‘There are no mosquitoes in Negritos’. We went there 
to show them our data findings and proved them wrong. We 
did it so that the municipality would know where to focus for 
eradication and fumigation.”

- Parent, José Pardo School, Negritos, Peru

“The app informs my daughter, then she informs me and then I 
can tell my neighbor. It’s beautiful because then all of us learn 
and have the information and now we can prevent diseases 
and even talk to the mayor about it.”

- Parent, José Pardo School, Negritos, Peru



Outcome

A citizen science platform for 10 to 13 
year olds that uses gamification to guide 
and encourage the collection of mosquito 
data, connecting local communities with 
scientists and public health actors.
Mobile App  
The mobile app for citizen scientists 

introduces a gamified experience to the 

data collection and elimination process while 

following a narrative on the app. The more 

data the citizen scientists collect the more 

points they receive to move forward in  

the game.



Outcome Information Architecture



Outcome Mid-fidelity Wireframes



Outcome Game Stages and Structure
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App stage-by-stage breakdown

Goal

Rewards
system

Challenge 
level

1. On-boarding 2. Identify breeding 
habitat

3. Collecting and 
counting sample

4. Identifying 
larvae

5. Elimination of 
breeding site

6. See feedback from 
the data collected

Intro/
tutorial

Players start their journey as citizen 
scientists in a basic lab. Here they can 
start collecting scientific data by 
capturing breeding sites in their 
community. Using an illustrated menu 
the player selects the type of habitat 
that is being observed. 

Players will be guided through the 
collection process of a water sample 
from the observed habitat. Here 
they will report to the app the 
number of larvae, pupae and adult 
mosquitoes present in their sample. 

Players will proceed to take pictures 
of the larvae by using their micro lens 
and camera. Users will compare their 
larvae body shape with some 
comparative images in the app. When 
the mosquito type is identified the 
user is rewarded.

Players access the data they have 
collected and the rewards they have 
earned. Players can also access their 
avatar and customize it by 
exchanging points for features or 
the missions library to engage with 
unlocked quick games and missions.

Players select a language, are 
welcomed to the app and are 
introduced to their mission as 
citizen scientists. Here they set-up 
their account and create their 
profile avatar. Then, they start 
playing the introductory level. 

Players are encouraged to eliminate 
the breeding site that was found for 
more points. They inform if the type 
breeding site can be eliminated or not. 
If yes, players upload a photograph to 
confirm habitat elimination. If not 
then they move on to the next step 
with tips on how to mitigate mosquito 
borne diseases. . 

- Earn points by identifying and 
documenting a breeding site. 

Information needed: geotag, type of 
breading site, habitat description and 
site photograph. 

- Earn points by counting and 
reporting number of larvae, pupae 
and adults mosquitoes in the 
sample. 

- Earn points by identifying the type of 
mosquito captured. 

Information needed: type of syphon, 
pecten, anal brush and scales. 

- Visualize the level achieved, points 
collected, medals collected and 
future missions and points to collect. 

- Create your own avatar and learn 
about features that can be 
unlocked through the game..
- Earn points by setting-up phone’s 
camera and geolocalization.

- Earn points by eliminating the 
found breeding site. 

Information needed: photo of 
eliminated site. 

Geotag: 3 points
Type of breading site: 5 points 
Habitat description: 3 points
Site photograph: 10 points
Per site: 1 explorer medal

Larvae: 5 points
Pupae: 5 points 
Adult mosquito:5 points

Vector: 40 points
Non-vector: 1 health medal 
Per identification: 1 scientific eye  medal

Setting-up camera: 
10 points 

Setting up geolocalization: 
10 points
 

Photo of eliminated site: 
30 points + 1 protector medal 

Cannot eliminate breeding site: 
10 points + 1 knowledge medal

Medium
21-30 points / 1 scientific medal

Low
5-15 points / 0 medals

High
31+ points / 1-2 scientific medals

NoneLow
1-20 points / 0 scientific medals

Medium
21-30 points / 1 scientific medal

- What types of breeding sites 
mosquitos prefer and how to 
identify a natural breeding site 
from an artificial one. 

-  How to take a sample for 
identification.  
- Video on the life cycle of the 
mosquito

- Introduction to the 3 vectors and 
why is important to identify them. 
Explain importance of non vectors. 

None- How to take a picture, set-up 
camera and activate 
geolocalization.

- How to eliminate a breeding site 
or mitigate mosquito breeding in 
larger bodies of water. 

None

- Reward count earned at this 
stage, Encouragement and positive 
reinforcement for accomplishing 
this stage. 

-  Rewards earned at this stage, 
accumulated rewards. Positive 
reinforcement for not finding 
larvae. 

-  Rewards earned at this stage, 
accumulated rewards, rewards to 
come. Positive reinforcement for not 
finding a vector.

- Connected to notifications of 
unlocked games, missions and avatar 
features. 

- Rewards count for introductory 
level, congratulations and 
encouragement to start their 
scientific journey. 

- Rewards earned at this stage, 
accumulated rewards. Tips on how 
to mitigate mosquito borne disease if 
site cannot be eliminated. 

Feedback
screen

This diagram outlines the different components of the game mapped to the stages of the app, and the introductory and 
closing content needed to engage the user.  

App 
stages



Reimagining the  
Everyday for Sustainable 
Food Transitions

A look at the challenges climate change 
presents for everyday life and the need 
for both reflection and practicality when 
building sustainable transitions.
Partners 

International Research Institute for Climate 

and Society, Columbia University, The 

Department of Nutrition and Food Studies  

at NYU.

Team 

Daniela V Sanchez and Lauren Atkins

Location 

New York 

Role 

Design Strategist, Researcher, Facilitator,  

and Designer



1. Understanding the 
problem space

2. Defining the area  
of opportunity

5. Ideating & developing 
design principles

6. Refining prototypes  
and testing

Secondary and primary research 

(cultural probes, expert and user 

interviews, exploratory research, 

and workshops).

4. Defining strategies & 
area of opportunity pt.2

Synthesis of research and 

insights into personas, journey 

maps, and design principles.

Synthesis of research, system 

mapping and identifying 

leverage points.

3. Understanding the 
human-experience

Primary research using design-

led-research and  applied 

phenomenology methods 

(touchstone tours, ethnographic 

research, interviews, etc...).

Developing and testing 

low-fi prototypes 

internally and externally.

Iterating, testing, and 

developing final prototypes 

and frameworks.

Process

My Role 

1. Interdisciplinary Research

2. Leadership & Facilitation

3. Sustainability Strategies

4. Visualization &  
Systems Thinking 

5. Development of  
Final Outcome



Curious about the gap between high-level 

sustainability strategies and civil society, 

my team and I decided to build an R&D 

project that focused on this disconnect. In 

particular, we looked at the experience of 

climate change in our everyday lives and at 

how we could drive a sustainable transition 

that would take into account the emotional 

and practical challenges of facing climate 

change and evolving sustainable lifestyles. 

Disciplines: applied phenomenology, 

organizational change, sociology, 

sustainability strategies, and  

design-led research

Research Methods: Cultural probes, 

role-play games, workshops, literature 

reviews, expert and user interviews, and 

exploratory research.

Context



Our research revealed the following three 

main points:

1. The pressure of “living sustainably” 

combined with the belief that there is 

nothing to be done about climate change 

creates a collective cycle of entrapment 

and inaction. This cycle can however be 

overcome if climate change is situated in 

the everyday.

2. When looking at the everyday, engaging 

individuals with food practices has the most 

potential for impactful individual agency.

3. Food at the individual level is an area that 

represents often contradicting values, 

with food choices being more frequently 

dictated by values related to present 

concerns versus more future-oriented and 

removed values.

Research

Research Methods: applied 

phenomenology, design ethnography, 

interviews, touchstone tours, journey 

mapping, and personas.



Outcome 1

A dining experience, an omni-channel 
platform, and a new approach to 
transformational change for civilians 
transitioning to sustainable practices.

1. DINING EXPERIENCE  
 
A monthly dinner series that uses 

embodied learning and staged 

performances to create new spaces for 

conversations around sustainability and 

food practices. 

 

Ultimately, the experience fosters 

empathic engagement and community-

building, allowing guests to connect 

with each other and delve into deep 

conversations around previously  

“taboo” subjects.



Outcome

2. OMNI-CHANNEL PLATFORM 

 

A mobile platform and website called 

‘At Our Table’. The platform uses a 

shopping list tool as a loose framework for 

alleviating anxiety around food choices. 

By providing alternatives based on the 

users values, the app overtime links what 

people care about in the present to 

sustainable concerns. 

 

Additionally, the app allows for users 

to join a team, fostering peer-to-peer 

connections and opportunities for 

emotional support.
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Outcome

3. NEW THEORETICAL APPROACH 

 

The project’s research findings have 

resulted in a new approach for engaging 

with civilians for climate change and 

sustainable transition strategies. 

 

In short, when civilians are asked to 

transition to sustainable lifestyles they 

face issues with cognitive dissonance and 

deep emotional challenges that shatter 

their understanding of what makes up 

their world. An understanding of this 

experience and the inclusion of civilian 

emotional and practical challenges into 

high-level strategy is therefore necessary 

and crucial. 

3



In order to cultivate effective civilian 

engagement for sustainable transitions it is 

necessary to understand the individual and 

collective experience and perception of 

sustainability in the everyday. 

Cultural and social spaces for conversation 

and reflection, for example, are crucial 

pieces in establishing a large scale transition. 

However, reflection alone is not enough and 

must be accompanied by practical tools 

that help transition society from new shared 

perceptions to collective action. 

Conclusion



Humanizing   
Veteran Services

Prototyping transformational change for 
West Point Academy, and humanizing 
Veteran Services.
Partners 

The New York City Department of Veterans 

Services, West Point, Foossa

Foossa Team 

Daniela V Sanchez, David Colby Reed,  

Lauren Atkins, and Lee-Sean Huang

Location 

New York 

Role 

Design Strategist and Facilitator



1. Planning & Prepping 
for 10 day challenge

4. Reframing challenge 
& Ideation

5. Final recommendations 
and reflections

3. Workshops & 
Learnings

Workshops centered on building 

empathy, interviews with 

transitioning veterans, and the 

development of  

research insights.

Conversations with stakeholders 

and the creation of a detailed 

plan for the 10 day challenge.

2. Intro to Design  
and Problem

Two-day introduction to design 

for cadets, followed by an 

introduction to the  

problem space.

Based on research 

findings the challenge 

was reframed and 

concepts were developed  

for stakeholder testing.

Final recommendations for 

DVS were developed and 

communicated. Furthermore, 

cadets and faculty reflected on 

the potential use and benefits of 

design within their organization.

Process

My Role 

1. Planning and development 
of activities and workshops

2. Facilitator & Educator

3. Design Strategist Mentor



“At first, I was extremely skeptical of the idea 
that empathy had any place in problem-solving. 
However, this trip showed me that empathy is 
not just a nice idea but a real skill that can yield 
powerful insights.”

- Cadet Dillon Biggs

 
In August 2017, Foossa collaborated with NYC 

Veterans (The New York City Department 

of Veterans Services ,  also known as DVS) , 

and a group of West Point (the U.S. Military 

Academy focused on developing leaders 

in the U.S. Army) cadets, faculty and staff 

to better understand and address the 

challenges faced by people in the military 

transitioning back to civilian life. 

The collaboration was kicked off at West Point 

with two intensive days of workshops that 

focused on using human-centered design for 

creative problem-solving.

Context



Outcome

A list of recommendations for DVS, a 
10-day immersive experience focused on 
design thinking for West Point cadets and 
faculty, and a transformational  
change prototype.

While the immediate outcome of the project 

was the development of the 10-day immersive 

experience focused on human-centered 

design for West Point cadets and faculty, the 

project also led to two additional outcomes. 

1. A list of recommendations to improve  

DVS services(The Department of  

Veterans Services). 

2.  The 10-day experience in itself acted 

as a prototype for long-term collective 

transformational change at West Point 

and DVS, specifically pointing to the 

potential use of human-centered design 

as the means to help create new mental 

models and drive empathy, mental agility, 

adaptability, and resiliency from  

Army leaders.

 “This unique experience was eye opening for me. Through 
dialogue around creativity and identity, I discovered a lot about 
myself and what I aspire to be. I came to learn that helping 
people and taking chances are two ideas that I will live by.”

- Cadet Delaney Marbach



Other Projects & Experience

Sound the Mound; Transforming 
Consumer Habits

Social Innovation

Role: Design Strategist and Project Manager

Currently, I am working with Parsons, The New School 

for Design, and the Freshkills Park Alliance to help 

engage high school students around the U.S. with their 

consumer habits’ impact on sustainability. To do so I am 

leading a series of sustainability-centered workshops 

in collaboration with Freshkills Park and local high 

schools. At the moment I’m in the process of translating 

the workshop’s learnings into a modular and playful 

curriculum toolkit that can be accessed and used by 

high schools’ nationwide. 

My Past  
Experience

Communication Design

Roles: Art Director, Creative Director, and 

Communication Designer

In the past, I have worked as an Art Director and 

Communication Designer, leading the development, 

campaigns, and branding design of various new small 

businesses. In addition, I have also created work 

that expands from user interfaces to campaigns and 

motion graphics for companies like Siemens, CAF 

the Development Bank of Latin America, Discovery 

Communications, HBO, and Psychologies Magazine.

Futuring the Effects of A.I. on Human 
Emotional Intelligence

Futuring / Speculative Design

Role: Design Strategist and Researcher

A.I. will play a significant role in shaping the way we 

express our emotions and view our own intelligence. 

Using futuring methods, my team and I looked into 

what could be the possible effects of A.I. towards 

our own human emotional intelligence. Inspired by 

Nick Bostrom’s five paths of A.I. development, we 

took current trends on A.I. and extrapolated possible 

future outcomes. Ultimately, the project resulted in the 

creation of a short-film that prompts a debate, raises 

questions, and challenges conditions and structures in 

the current development of A.I.
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DANI V. SÁNCHEZ

Design for emerging complexity. 

Thank You


