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Questionl - Innovation

Tuesday, 19 May 2026 14:18

Innovation changes everything

Innovation means to "introduce new things, ideas or ways of doing something". [1] Through history,
innovation has changed society, from agriculture to computing to how people communicate. Many
of the technologies today only exist because earlier innovations allowed for further improvement.

(2]

Technologies are changing our world

Technology continues to evolve rapidly, with artificial intelligence becoming one of the biggest and
impactful innovations today. Al is already changing how people work and it is expected to continue
influencing many industries.

Why is creativity so important

Creativity is and important part of innovation because it allows for new ideas and solutions to be
made. As highlighted in a TED Talk, creativity encourages original thinking and it supports the
making of technologies that can solve real-world problems.[3]
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Question 2 - Ideation

Tuesday, 19 May 2026 14:20

Potential Project Ideas

The project selected for implementation is an application, and
application was selected as it aligns with the developer's skills
and interests within computing. Many personal interests
influenced the potential project ideas, including diet and
exercise, football and education.

The potential project ideas included:

e An application to track football statistics.

e Atimetable application for university studies.

e An application to help users have a healthy diet while
saving time and money.

Out of the ideas listed, the diet application was selected. This
decision was made because of an interest in supporting
individuals who are focus on completing goals. A healthy diet

FovtBdmpaciang area of life for many which is why it's
believed that this is a suitable focus for the project.

Compared to the other ideas, the diet application has greater
potential benefits, as it aims to help users to save both time
and money while encouraging healthier eating habits.
Improved nutrition can also play a part in a better overall
wellbeing, including positive effects on mental health.

The Selected Project

Project Title:

Smart Meal Planner: A Diet Management Application for
Healthy Eating and Cost Savings.

Aim:

To design and develop a mobile application that helps users
plan healthy meals while reducing food costs and saving time.

Smart Objectives:

Specific | measur | achievab | Relevant| time
able le

Research Review 5 | Achievable | Helps Complet
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existing existing through identify ed
diet and application | online how the within 3
meal sor research. |app can be |days
planning relevant made.
application. | sources.
Research Evaluate 3 | Achievable | Improves |Complet
suitable APls. using knowledge | ed
APIls and available to within 2
software API understand | days
tools for documenta | how the
the tion and project
application. technical should
resources. | flow.

Producea |Complete |Achievable |Providesa |Complet
project a project |using structured | ed
scope, scope, project project within 2
timeline, Gantt manageme | plan. weeks.
and risk chartand |nttools.
assessment | risk

assessmen

t.
Create Create a Achievable | Shows the | Complet
design system using Figma | application | ed
artefacts, |flowchart |and s design within 1
includinga |and a flowchart |and user weeks.
system Figma software. | flow.
flowchart | prototype
and Ul ul.
prototype.
Description:

The project idea is an application that helps users to track
their calories while enjoying meals of their choice. Along with
that the application will supports users in saving both time
and money by helping them to be prepared for what they
need to buy and helping them not buy more or less than

necessary.

The application will work by allowing the user to enter
keywords relating to the foods they would like to eat that
day, few days or week. The application will process these
keywords and retrieve relevant recipes through an API. The
user will then selected their meals that they want and the
application will find out exactly how much of each ingredient
is needed and then connects to a supermarket APl and finds
out how much the user will need to spend based on what
they are wanting to eat and will make them a shopping list.
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Question 3 - Research

Tuesday, 19 May 2026 14:20

Four courses were discovered in preparation for the project:

¢ Complete Figma Megacourse: Ul/UX Design Beginner to Expert — Covers Figma from beginner
level, including wireframes, user flows, prototyping and designing mobile applications. This course
will help design the interface and user experience for the application. Link:
(https://www.udemy.com/course/beginners-guide-to-prototyping-and-designing-using-figma/?
utm)

¢ Responsive UX/UI Design in Figma — Teaches the principles of good user interface and user
experience design, including responsive layouts, typography and colour schemes. This will help to
create an application that is easy to use and visually appealing. Link:
(https://www.udemy.com/course/learn-figma-web-design/?couponCode=KEEPLEARNING)

¢ Flowcharts and Process Mapping — Introduces the techniques used to create flowcharts, user
journeys and process maps. This course will help to clearly demonstrate how users interact with
the application and how data flows between the app, recipe APIs and supermarket APIs. Link:
(https://www.udemy.com/course/process-mapping-masterclass/?utm)

The course that has been selected is the 'Complete Figma Megacourse: Ul/UX Design beginner to
expert'. This course has been selected because it provides the knowledge and skills needed for the
project.
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Question 1 - Scope

Tuesday, 19 May 2026 14:19
Proposed solution

The proposed solution is the design of a mobile application that helps users to plan their meals while
managing their calorie intake and food budget. Users will enter the types of foods that they would like to
eat, the application will then retrieve recipe suggestions using an APIs of multiple recipe websites. Once
the meals are selected by the user, the application will generate a shopping list and calculate the total cost
by connecting to the supermarket APls. The application will also display calorie information for each meal
to support healthier heal planning.

Technologies and Resources

The project will require access to a computer or a laptop to complete the research design and
documentation. Figma will be used to create a user interface design and an interactive prototype of the
application. Lucidchart will be used to produce a flowchart that will represent how the user navigates
through the application, within Lucidchart there is a Al assistant feature, this feature will be used to
support the creation of this flowchart.

Microsoft OneNote will be used to complete the project documentation and Microsoft forms will be used
to create a survey so that feedback on the idea and prototype can be collected from potential users. The
feedback provided will be used to evaluate the application design and find potential areas for
improvement.

Online learning resources will be used to improve the skills required to use Figma efficiently, this will be
done using Udemy. Research around supermarket and recipe APIs will also be conducted for a clearer
understanding on how the application would retrieve recipe suggestions, macros information, ingredient
details and shopping costs.

Project Timeline and Task Schedule

The project will be completed over a period of around 2.5 months, from the 19th May 2026 until the 31st
July 2026. During this period of time, the project will progress through the planning, research, design,
evaluation and documentation stages. Each stage is broken down into the following:

¢ Planning - Making a clear plan, defining the project scope and making sure that all potentials risks
are mitigated. - approximately 2 weeks

e Research - Gaining a clearer understanding of how the application could work by researching similar
applications and relevant technologies and suitable APIs - approximately 1.5 weeks

¢ Design - Creating a design to show what the application will look like and how it will be navigated. -
approximately 2.5 weeks

¢ Evaluation - Reviewing and collecting feedback and making any potential improvements. -
approximately 2 weeks

¢ Documentation - Completing the project report, reviewing all the work and preparing to submit the
project. - approximately 1.5 weeks(allowing extra time for unforeseen circumstances).

On the following page a Gantt chart will be shown to go into more detail.
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Question 2 — Gantt chart

Friday, July 10, 2026 2:08 PM
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Activity

Project Planning
Learn about innovation

Create an idea

Complete project proposal -

Create SMART objectives -
Evaluate risks [ ]

Research & skill development

Find sultable learning course -

Complate project proposal R

Research exist meal plan applications -
Research recipe and supermarket APls -

create user flow diagram -
design Ul screens on Figma “
create an interactive prototype _

Evaluation

review and refine design

gather feadback

make final design improvements

complete project report '
Extra time for unforeseen circumstances _

final review and proofreading -
submit project .
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Question 3 — Risks and Challenges

Friday, July 10, 2026 2:10 PM

Risk/Challenge

Mitigation

Iliness or personal circumstances may delay
progress

The project schedule will allow for unexpected delays.

Limited experience using Figma.

Online tutorials and Udemy courses will be completed
before beginning the design work.

Technical issues, such as software or
hardware failures, could interrupt work.

Technical safety measure will be put in place, to make
sure all data and work is backed up.

Work as part of the apprenticeship may
impact the time available to complete the
project.

A project time line will be followed to balance work
responsibilities and the project.

The project may take longer than expected.

A project timeline will be followed to ensure each
stage is completed on schedule

Changes to the project scope may increase
the work

The project requirements will be clearly defined at the
start and reviewed regularly to avoid unnecessary
changes.

Research resources may not provide all the
information required

Multiple reliable sources will be used to ensure
enough information is available throughout the
project.
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Q1- development methods

Tuesday, 19 May 2026 14:19

There are several development methods that can be used to plan and manage a project. Two methods
that are commonly used are the Agile method and Waterfall model. Both of these provide a structured
way to complete projects, but they have difference in how changes and improvements can be manage
throughout the development.

The Waterfall model has a sequential approach, which means that each stage of the project must be
completed before moving on to the next stage.[4] those stages normally include:

e Requirements

e Design

¢ Implementation/Development
e Testing

¢ Deployment

e Maintenance

- o’ Software Engineering
E Design

.| Development

Deployment

Maintenance

(5]

Approaching a project with this method helps provide a clear structure and allows the project to be
planned in detail from the start. However, the downside to the Waterfall model is that changes can be
difficult to be made once a stage has been completed.[4]

The agile method uses what is called an iterative approach. An iterative approach is where a project is
completed through smaller stages, each of those stages being called an iteration. Each iteration involves
planning, designing, reviewing and improving the work being produced. Unlike the Waterfall model,
Agile allows for changes to be made throughout the whole project based on feedback and new
requirements.[6]
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4

Testing

(7]

For this project agile has been selected as the most suitable development method because the
application is focused on design and the user experience the use of agile allows for all the design
decisions to be reviewed and improved throughout the project. Feedback from users can be used to
identify areas that can be improved before the final design is completed.

The agile approach also supports this specific project timeline by breaking the work into smaller tasks.
This makes the project easier to manage and allows progress to be watched throughout each stage.

Overall, the agile mythology will be used over the waterfall model because it provides the flexibility
needed for this design based project where improvements and changes are going to be made regularly
throughout the development of the project.
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Q2- document and describe some project design work

Tuesday, 23 June 2026 11:12

To support the design of the smart meal planner application two artefacts have been produced.
Those artefacts are a system flow chart and an interactive Figma prototype.

The first design is a system flow chart, this has been created to show how the application will
function. The flow chart shows how they user will navigate from entering their food
preferences, then to receiving recipe suggestions using recipe APls, selecting their meals and
generate the shopping list with a total cost using supermarket APls. The creation of the flow
chart helps to visualise the applications processes and find out how each component interacts
with each other before any development is to take place.

The second design is an interactive Figma prototype, this demonstrates the user interface and
how the application can be navigated. The prototype includes a starting page this page
introduces the user to the application. The next page, the craving page, allows the user to select
the types of foods they would like to eat. The following page shows recipe suggestions that the
user can choose from, along with the nutritional information and prices.

The next page shows the users weekly meal plan and shows how many days are covered based
on the meals that have been selected. This page is followed by a shopping list page which shows
the total cost as well as the price of each item on the shopping list. The shopping list also allows
a user to mark off the items as they are shopping.

The last page is a summary page. This page displays the total amount of money that will be
spent for the week, the total calories that will be consumed, the number of meals planned and
the total number of items that ought to be purchased. Lastly, the users are given the option to
save their meal plan or start the planning process from the beginning.

Both of these designs represent clearly the design of the application. They both allow for
feedback and potential future improvements.
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Q3- screenshot some practical implementation
Tuesday, 23 June 2026 11:12
This screenshot below shows the implementation of the flow chart made in lucid chart, this flow chart

shows the workflow of the application from user inputs to the generation of the shopping list and it's
pricing.

Notily user whah

Usner antars foods Prusent Uner smbects
.—- tor the wees weeby weal mows fo the Tk ozedspiad
imuple types) autions sk o d e

The following screenshots show the completed Figma prototype, they show all the pages talked about in
Q2. The screenshots provide a visual understanding of how the user can navigate through the
application.

!Q‘

Smart Meal
Planner

Plan Track - Save

Eat well. Spend less.

Plan healthy, balanced meals tailored to your
preferences, track your calorie goals, and cut down
your weekly food bill — allin one place.

£  Personalised to your food preferences
&  Track calories across the full week

£  Live pricing fromTesco & Asda

Get Started >

Free touse - No account required

Starting page
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€ Back Step20ofé

What are you craving?

Choose the foods and diets you enjoy — we'll build
your plan around them.

Q Searchfoods...

Vegetarian High Protein Fish
Vegan Low Carb Quick Meals

Budget Friendly

Selected preferences

Chicken, Pasta

See Recipe Suggestions >

Craving page

< Back Step3ofé

Recipe Suggestions

3recipes matched your preferences

o Chicken Pasta

Grilled Lemon Herb Chicken

420kcal ® 25min £ £4.20

Vegetarian

-

Recipe page
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€ Back Step4ofé

Your Weekly Plan

3 of 7days planned

oo Spiced ChickenRice ... P B
520kcal £ £3.90
TUE Creamy MushroomP... 2 o

580kcal £ £310

Crilled LemonHerb C...
420keal £ £4.20

THU No meal planned

FRI No meal planned

SAT No meal planned

SUN No meal planned

T Generate Shopping List

Weekly plan page

< Back StepSofé

Shopping List

08 items checked

Estimated Total

£9.75

wbrived from Teeco & Asds o

PRODUCE Shema
Cucumber £0.30
%
Chestnut mushrooms £1.00
2009
1shallcvt £0.20
:.ernon £0.40
Fres_h rosemary £0.60
2sprigs
Garlic £0.20
3cloves

MEAT & FISH )
Chicken thigh £1.80

Shopping list page
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(9

Plan Complete!

Your health Here's your snapshot

N £

Total Calories Shopping Cost

1,520 kcal £9.75

507 avg per day Based onTesco pricing
=)

Meals Planned Ingredients

3 meals 18 items

4 daysunplanned Across all meals

YOUR PLANNED MEALS

Mon  Grilled Lemon Herb Chicken 420 kcal
Tue Creamy Mushroom Pasta 580 kcal

wed  Spiced Chicken Rice Bowl 520kcal

v Finish & Save Plan

< StartOver

Summary page
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Evidence of project management tools

Tuesday, 19 May 2026 14:20

plan.tomsplanner.com

& TOM’S PLANNER
B O B « @ 3 V @ Q @ § @ @ @ G
2026
May June
A‘:ﬂ\fﬂy =] 2930310102030405060708091011121314151617 18192021222324252627.

Learn about innovation
Create an idea
Complete project proposal .

Create SMART objectives -
Evaluate risks -

Find suitable learning course -
Complete project proposal _

Research existing meal plan applications -
Research recipe and supermarket APls -

Create user flow diagram -
Design Ul screens on Figma _

Dreate an interactive prototype

I

I

Review and refine design
Gather feedback

Make final design improvements

I

Complete project report

Extra time for unforeseen circumstances
Final review and proofreading

Submit project

Project:

Date:

x

Project Number

r

Toms planner was used as a project management tool.
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Screenshots for course engagment

Friday, July 10, 2026 2:16 PM

Starting the course

FIGMA

COURSE

Have you ever wanted to design apps, websites and interfaces
that look professional, feel

Course content +. Al Assistant Overview Q&A Notes Announcements Reviews _earr

Section 1: Introduction A

0/4|57min

[CJ 1. Welcome & Course Overview

Completion of introduction

Section 1: Introduction ~

4/4|57min

1. Welcome & Course Overview
2. Introduction to User Interface Design and User Experience Design
3. Design Thinking and User Needs

B 4. UI/UX Principles

2] 10min

Completion of Important section for the project.
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Section 3: Prototyping
11/ 11| 2hr 26min

Completion of section interested in

12. Color Theory in Practice
=] Bmin

13. Creating a Moodboard
[z 20min

14. Typography Made Simple
2] 10min

15. Smart Design: Auto-Layouts
(2] 10min

16. Components
=] Tmin

17, Ul Kits

=] Bmin

18. Guides

(2] 8min

19. Tools: Pen & Brush
21 12min

20. Navigation Interactions
=] 10min

21. Setting Up Flows
] 6min

Section 8: Bonus: Learn about UX
747 | 2hr 25min

53. Introduction to the Content
=] 3min

54. Overview of UX Design

=] #imin

55. 7 Key Factors of User Experience
2] 36min

56, Mind the Empathy Gap

[£] 33min

57, Research Overview
=] Fmin

58. Conducting Surveys
[=] 12min
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