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[bookmark: _Toc35899497]1. Introduction
Throughout the development of GoGoCook, the roles and skills of each group member has changed and developed in various ways. The author was designated the role of integrating Social Media into the product in addition to handling various tasks. As the scope of the project narrows in on what needs to be done, the various contributions made by the author is made evident and will be discussed in the report. 


[bookmark: _Toc35899498]2. Tasks
This section will discuss the content in which the author was assigned to work on for the group project. These are as follows:
· The ideation of the project idea.
· Designing of the product requirements and specs.
· Evidence of requirements documentation.
· The USP of the final product.
· Analysis of the markets’ environmental and social factors.


[bookmark: _Toc35899499]2.1 Ideation
Before the project development had begun, discussions took place as to what it would entail. Team meetings were held and the idea of gamification of cooking was selected as the project idea. The idea found its roots in a group interest towards creating a game with a mission – that being education, where cooking was found to be a topic of interest among the group members.
As for the platform, smartphones were chosen as the amount of owners is growing significantly nowadays, with around 3.2 billion owners worldwide in 2019 according to Statista [1]. This provides an avenue for reaching as many people as possible.
The mission idea took form as a phone app which aims to teach cooking to users, while making it fun through aspects of gamification and useful as a utility app to existing cooks.

[bookmark: _Toc35899500]2.2. Requirements / New Product Spec
The author was tasked with outlining the requirements for the product. An initial requirements specification was created (Appendix 4.1.) to detail the path in which the project should take. The outline is split into sections that discuss the grounds for the project and an initial perceived scope given limited knowledge and research.
The document outlines the scope in a MoSCoW format (must haves, should haves, could haves, won’t haves). Requirements for the MVP are deigned as must haves, while further work on the project falls under should have. Could haves are the potential improvements that would take place if the project is on track, while won’t haves are improvements that are deferred until no other improvements can be made or they become needed.


[bookmark: _Toc35899501]2.3. Differentiation
The project’s USP is that the app encourages learning cooking with hands-on learning. Initially, the author was tasked with finalising the USP’s relevance within the field of educational games through research. In a study done by Rickelle Richards et al. [2], hands-on cooking is shown to improve the cooking skills of those who partake in a session in which people are tasked with creating dish. Participants rated their cooking skills as  prior to the task, and  after the task, showing an overall improvement in cooking skills and describing relevance to the hands-on teaching approach towards cooking.


[bookmark: _Toc35899502]2.4. Evidence of Requirements and Design Documentation
Following the Initial Requirements Specification and development of the project, the scope was further honed and included in the PID (Appendix 4.2.) where the priority table of requirements can be found from pages 50 – 58.
The main project goals are to teach cooking and make it entertain through gamification. The nature of the app can also be used to promote utility features which ease the learning process or act as a helpful tool to those who can cook.
Teaching people cooking would involve a need for recipes, each with an ingredient list and methodology, and are necessary for the MVP.
To gamify the app, a scoring system was discussed as a means of providing a positive feedback loop to the user. Timers and weighing scales typically used in cooking can be utilised in scoring the players’ performance and are necessary for the MVP. Integration of social media features were discussed as an alternative method of earning points, where the user would be prompted into sharing a picture of their food to social media and be rewarded for it.



[bookmark: _Toc35899503]2.5. Environmental & Social Factors
The author was tasked with analysing the markets’ environmental and social factors which may influence the project development. The document will be included as Appendix 4.3.
In summary, environmental factors such as global warming must be considered when creating any physical product. For the weighing scale design, an environmentally friendly material should be used to mitigate the impacts on e-waste. The application being designed should also promote recyclable packaged products, in addition to ingredients that have less impact on the environment – for example, dishes that are made using vegetables exclusively in addition to meat-based dishes.
Social factors that influence the project include the rise in smartphone ownership. A greater presence on this platform means that the project can deliver to as many people as possible. As a result of smartphones, takeout is easier than ever to get by simply placing an order, demoting the prominence of cooking and leading to a potential gap in cooking skills which the product aims to alleviate.
· 

[bookmark: _Toc35899504]3. Technical Skills Development
Throughout the development of the project, the author was tasked with integrating social media into the phone application. This section will discuss the approach taken by the author in the research and implementation of social media.


[bookmark: _Toc35899505]3.1. Research
The needs of the project dictate that the user must be able to log into a social media account and post an image captured by their phone to their profiles.
Beginning with one of the more popular platforms, Facebook, it was discovered that they offer an APK compatible with Unity, the development platform of choice. This enabled features that allowed the following:
· Logging in to a Facebook account with Read-Only Permissions.
· Logging in with Publish Permissions.
· Logging out of a Facebook account.
· Sharing a link on the timeline for a logged in account.
The ability to log into Facebook provides half the needs of the app. Posting an image to a timeline proves difficult, as currently Facebook’s policy is that they must review any content to be published beforehand. As a result, the only way of sharing a picture would be to send it to a server which Facebook may access, leading to a halt in development using Facebook’s API.
Twitter was investigated as another option for social media integration. Using an existing Twitter APK and a developer account system that provides developers with an app ID and a wide range of features to integrate, including but not limited to logging in to an account and composing tweets, this proved the better option for social media integration. The composer provided by the APK, by default, takes a screenshot of what is displayed on the phone. Research shows that it is possible to open the phone camera and display what is being seen on screen, allowing for sharing of images to Twitter feeds.


[bookmark: _Toc35899506]3.2. Development
In order to utilize the features offered by Facebook’s API, a Facebook Developer account was needed to provide the access permissions necessary for integration with the app. The author created an account by which allows Facebook to review the purposes of integrated features.
[image: ]
[bookmark: _Toc35899443]Figure 1 Confirmation of Account Creation


Following account creation, the Facebook Platform Policy [3] must be reviewed before an app may be given an ID by Facebook. Following review, the app was assigned an ID.
[image: ]
[bookmark: _Toc35899444]Figure 2 Showcase of Facebook Developers for Go Go Cook
This enables the features listed under research. Currently the app may utilise these features, however images cannot be shared directly from a phone to Facebook, as there needs to be a server hosting the images with a URL in order for Facebook to review the content prior to allowing content to be published to a timeline. This is a topic for further research and may be developed in future.
As a Twitter Developer account was necessary, the developer policy terms & conditions [4] were reviewed and an account was created. The Go Go Cook application was reviewed, and an ID was assigned as the submission passed.
[image: ]
[bookmark: _Toc35899445]Figure 3 Confirmation of Twitter Developer approval
[image: ]
[bookmark: _Toc35899446]Figure 4 Showcase of the Go Go Cook submission form

The features for displaying live camera feed to the phone screen were successfully researched and implemented, therefore leaving final integration of tweet composing as the final feature to be implemented, fulfilling the requirements set out in the scope.


[bookmark: _Toc35899507]4. Conclusion
In summary, the project has met MVP requirements and tasks assigned to the author are complete. Further development on the application will take place prior to the final pitch in order to provide a strong prototype to demo.
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[bookmark: _Toc35899510]Appendix
[bookmark: _Toc35899511]Appendix 1 – Team Progress Sheets
------------------- TEAM PROGRESS SHEET -------------------------
Team Name: Tsunami Soft.
Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Whoreton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 1:
Date: 30/10/2019
In Attendance: RL, KL, AH, MK, BK. 
Apologies: DD. 
Absent: BG.
 
Team Goals: 
Developing Project sheet & Discussing Project scope.
> Individual Updates:
RL - Planned and discussed potential Weighing Scale connection methods. Created Template for all Team Progress Sheets.
BK - Discussed project scope 
MK/AH - Went over with basic ideas and concepts of the weighing scale
KL - Spelling / Grammar-checked Team Progress Sheet.
 
 
> Team discussion:
Developing Project sheet & Discussing Project scope.
> Individual Actions For Upcoming Week:
RL - Plan potential sound effects for the game, write a script based on potential menu options (Must discuss with Dan).

BK - Research how to integrate Facebook, Twitter and Instagram

MK / AH - Make a list of needed components and the total costs ready for order and find out if the facilities in uni can be used to further help with the construction and design.


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 2:
Date: 6th of November
In Attendance: BK, MK, DD, AH. RL. 
Apologies: KL.
Absent: BG.
 
Team Goals: 
Complete a PoC Survey. Have an app, logo and Mascot prepared.
> Individual Updates:
RL - Considered potential recipes
DD - Designed Mascot
KL - Researched minimal viable product
AH - Researching Scale Connectivity 
MK - Researching Scale functionality
BK - Researching social media integration / further discussed project scope
BG - No information given
> Team discussion:
 
> Individual Actions For Upcoming Week:
RL - Take PoC survey
DD - Illustration of Menus, logo and Mascot
KL - Contemplating MVP and organising prototype priorities.
AH - Design Weighing scale and discuss functionality
MK - Design Weighing scale and discuss functionality
BK - Design MVP and decide initial priorities
BG - Requires further discussion


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 3
Date: 13/11/19
In Attendance: RL, DD, KL, AH, MK, BK, BG. 
Apologies: N/A. 
Absent: N/A.
 
Team Goals: 
Complete PEST Analysis, Competitor analysis, email potential partners and finalise equipment needed for scales.
> Individual Updates:
RL - Completed survey
DD - Designed game menus
KL - Completed a Minimal Viable Product document
AH - Began writing component list for scale
MK - Began writing component list for scale
BK - Completed an Initial Requirements Specification document
BG - Completed the networking technology system research
> Team discussion:
 Discussing the beginning of product development and app features.
> Individual Actions For Upcoming Week:
RL - Email potential partners, discuss recipes with Dan.
DD - Complete Competitor analysis, discuss recipes with Rhys.
KL - T+E of PESTLE analysis
AH - Complete component list
MK - Complete component list
BK - Work on environmental and social research for PESTLE analysis
BG - Political + Legal - PESTLE analysis


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 4
Date: 20/11/19
In Attendance: All
Apologies: N/A 
Absent: N/A
 
Team Goals: 
 
> Individual Updates:
RL - Attempted to contact potential partners
DD - Completed a competitive analysis 
KL - [N/A] Took the week off for health
AH - Finalised the component list and found out how to build the scale
MK - Finalised the component list and found out how to build the scale
BK - Worked on the social & environmental sections of the PESTLE analysis
BG - Finished P&L analysis
> Team discussion:
 
> Individual Actions For Upcoming Week:
RL - Hand out completed survey and process results
DD - Design a recipe completion screen, animate mascot and buttons, Task 3.
KL - Fill in PESTLE Analysis (Technological + Economical)
AH - Finalise initial idea for scale and researched designs of competitive scales for additional ideas.
MK - Start planning on ordering the parts and make blueprints
BK - Finish developing social & environmental factor analysis (include justifications or citations where relevant), research social media implementation (look at how to post to media in app, display media content, filters for displayed content)
BG - Create a mission, objectives and values


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 5
Date: 27/11/19
In Attendance: RL, DD, KL, AH, MK, BK
Apologies: BG
Absent: N/A 
Team Goals: 
Finalise group presentation.
> Individual Updates:
RL - Planned presentation, began Gantt chart
DD - Completed finish recipe screen, excel spreadsheet for survey results, Company description.
KL - Filled in PESTLE Analysis (Technological + Economical)
AH -finalised initial idea for scale and researched designs of competitive scales for additional ideas.
Also expanded upon the initial outcome of the scale to include additional features / clients
MK - Finalised the Part list and sent the parts for order.
BK - Refined environmental & social factors, further research of social media implementation
BG - Created a mission, objectives and values
> Team discussion:
 Discussion of Gantt chart
> Individual Actions For Upcoming Week:
RL - Finalise presentation and Gantt chart, write script.
DD - Finalize assessment, write script.
KL - Finish PowerPoint presentation, including market research and unity app research
AH - finish P.P and ensure correct resources are available for final design of scale.
MK - Finish the powerpoint presentation, with details of research, the most important parts and how the scale will be created and using what.
BK - Work on powerpoint for initial pitch, continue research of social media
BG - Work on Powerpoint assignment


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 6:
Date: 4/12/19
In Attendance: All. 
Apologies: N/A. 
Absent: N/A.
 
Team Goals: 
Perform Assignment Presentation
> Individual Updates:
RL - Finalised Presentation
DD - Finalised Presentation
KL - Finalised Presentation
AH - Finalised Presentation
MK - Finalised Presentation
BK - Finalised Presentation
BG - Finalised Presentation
 
> Individual Actions For Upcoming Week:
RL - Perform Assignment Presentation
DD - Perform Assignment Presentation
KL - Perform Assignment Presentation
AH - Perform Assignment Presentation
MK - Perform Assignment Presentation
BK - Perform Assignment Presentation
BG - Perform Assignment Presentation


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 7:
Date: 11/12/2019
In Attendance: BK, RL, MK, AH. 
Apologies: N/A
Absent: BG, DD, KL.
 
Team Goals: 
 
> Individual Updates:
RL - Planned for beginning of production
DD - Supplied kyle with assets for game menus
KL - No information given
AH - reviewed the progression of the parts being delivered and began forming an initial start-up of the build of the weighing scale.
MK - Ordering of the final part
BK - Outlined steps to research on social media integration of Facebook
BG - Research on Arduino
 
> Individual Actions For Upcoming Week:
RL - Write script with Dan and record Voiceover for character voice
DD - Write script with Rhys
KL - Requires further discussion
AH - Begin the build of the weighing scale and ensure we as a team meet the correct targets at the given times or before hand for additional testing and earlier completion.
MK - Begin the build and coding of the scale
BK - Outline steps for implementation of other social media
BG - Creating a prototype for network connection tests
 
 


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 8:
Date: 18/12/2019
In Attendance:N/A
Apologies: N/A
Absent: BK, RL, MK, KL, AH, BG, DD.
 
Team Goals: 
Continue Development of App
> Individual Updates:
RL - On break for Christmas period
DD - On break for Christmas period
KL - On break for Christmas period
AH - On break for Christmas period
MK - On break for Christmas period
BK - On break for Christmas period
BG - On break for Christmas period
 
> Individual Actions For Upcoming Week:
RL - On break for Christmas period
DD - On break for Christmas period
KL - On break for Christmas period
AH - On break for Christmas period
MK - On break for Christmas period
BK - On break for Christmas period
BG - On break for Christmas period


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 9:
Date: 22/12/2019
In Attendance:RL, KL, BK. 
Apologies: N/A 
Absent:MK, AH, BG, DD.
 
Team Goals: 
Continue Development of App and prepare for assessment 
> Individual Updates:
RL - Assisted with testing of early prototype
DD - On break for Christmas period
KL - Assisted with testing of early prototype
AH - On break for Christmas period
MK - On break for Christmas period
BK - Assisted with testing of early prototype
BG - On break for Christmas period
 
> Individual Actions For Upcoming Week:
RL - Oversee progress
DD - On break for Christmas period
KL - Finalise early prototype
AH - On break for Christmas period
MK - On break for Christmas period
BK - Begin integration of Social media
BG - On break for Christmas period


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 10:
Date: 29/12/2019
In Attendance:RL, BK, MK, AH, DD. 
Apologies: KL. 
Absent: BG.
 
Team Goals: 
Prepare for prototype demonstration assessment 
> Individual Updates:
RL - Updated Gantt chart
DD - Updated Gantt chart
KL - Further developed early prototype 
AH - Finalised parts for scale
MK - Finalised parts for scale
BK - Continued social media implementation
BG - On break for Christmas period
 
> Individual Actions For Upcoming Week:
RL - Prepare for assessment
DD - Prepare for assessment
KL - Prepare for assessment
AH - Prepare for assessment
MK - Prepare for assessment
BK - Prepare for assessment
BG - Prepare for assessment


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 11:
Date: 5/1/2020
In Attendance: RL, BK, MK, AH, DD, KL. 
Apologies:N/A 
Absent: BG.
 
Team Goals: 
Prepare for prototype demonstration assessment 
> Individual Updates:
RL - Updated Gantt chart
DD - Updated Gantt chart
KL - Further developed early prototype 
AH - Began production of scale
MK - Began production of scale
BK - Continued social media implementation
BG - Researched scale connection
 
> Individual Actions For Upcoming Week:
RL - Prepare for assessment
DD - Prepare for assessment
KL - Prepare for assessment
AH - Prepare for assessment
MK - Prepare for assessment
BK - Prepare for assessment
BG - Prepare for assessment


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 12:
Date: 12/1/2020
In Attendance: RL, BK, MK, AH, DD, KL. 
Apologies: N/A 
Absent: BG.
 
Team Goals: 
Prepare for prototype demonstration assessment 
> Individual Updates:
RL - Preparing for other assessments 
DD - Preparing for other assessments 
KL - Preparing for other assessments 
AH - Preparing for other assessments 
MK - Preparing for other assessments 
BK - Preparing for other assessments 
BG - Preparing for other assessments 
 
> Individual Actions For Upcoming Week:
RL - Preparing for assessment
DD - Preparing for assessment
KL - Preparing for assessment
AH - Preparing for assessment
MK - Preparing for assessment
BK - Preparing for assessment
BG - Preparing for assessment


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 13:
Date: 19/1/2020
In Attendance: RL, BK, MK, AH, DD, KL. 
Apologies: N/A 
Absent: BG.
 
Team Goals: 
Prepare for prototype demonstration assessment 
> Individual Updates:
RL - Finalised Gantt chart
DD - Finalised Gantt chart
KL - Continued app development
AH - Worked on construction of scale
MK - Worked on construction of scale
BK - Continued development of social media integration
BG - Prepared for assessment
 
> Individual Actions For Upcoming Week:
RL - Prepare for prototype demonstration assessment 
DD - Prepare for prototype demonstration assessment 
KL - Prepare for prototype demonstration assessment 
AH - Prepare for prototype demonstration assessment 
MK - Prepare for prototype demonstration assessment 
BK - Prepare for prototype demonstration assessment 
BG - Prepare for prototype demonstration assessment 


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 14:
Date: 26/1/2020
In Attendance: RL, BK, KL. 
Apologies: MK, AH, DD
Absent: BG.
 
Team Goals: 
Prepare for prototype demonstration assessment 
> Individual Updates:
RL - Completed 2nd Recipe
DD - Completed 2nd Recipe
KL - Continued app development
AH - Worked on construction of scale
MK - Worked on construction of scale
BK - Continued development of social media integration
BG - Researched data transfer methods
 
> Individual Actions For Upcoming Week:
RL - Work on 3rd recipe
DD - Work on 3rd recipe
KL - Continue App Development
AH - Continue development of scale
MK - Continue development of scale
BK - Continue App Development
BG - Continue research into data transfer


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 15:
Date: 5/2/2020
In Attendance: RL, BK, KL, DD, AH
Apologies: MK, BG
Absent: N/A
 
Team Goals: 
Prepare for prototype demonstration assessment 
> Individual Updates:
RL - Began 3rd recipe
DD - Began 3rd recipe, Added new art assets
KL - Continued app development 
AH - Worked on construction of scale & supplier of 3D Ink. 
MK - Worked on construction of scale
BK - Continued development of social media integration
BG - Researched data transfer methods
 
> Individual Actions For Upcoming Week:
RL - Work on 3rd recipe
DD - Work on 3rd recipe
KL - Continue App Development
AH - Continue development of scale & buy necessary Ink needed for the 3D printer
MK - Continue development of scale
BK - Continue App Development
BG - Continue research into data transfer


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 16:
Date: 12/2/2020
In Attendance: BK, MK
Apologies: MK, BG, RL, KL, DD, AH
Absent: N/A
 
Team Goals: 
Prepare for prototype demonstration assessment 
> Individual Updates:
RL - Finished 3rd Recipe
DD - Finished 3rd Recipe
KL - Continued app development 
AH -  Worked on construction of scale & supplier of 3D Ink. 
MK - Further researched on the arduino
BK - Began research for further options to the user regarding social media
BG - Researched data transfer methods
 
> Individual Actions For Upcoming Week:
RL - Test 3rd Recipe
DD - Test 3rd Recipe
KL - Test 3rd Recipe
AH - Continue scale build
MK - Continue to research the arduino IDE
BK - Continue research of social media options
BG - Research data transfer methods


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 17:
Date: 19/2/2020
In Attendance: BK 
Apologies: RL, DD, KL, AH, MK, BG
Absent: N/A
 
Team Goals: 
 
> Individual Updates:
RL - Tested 3rd Recipe
DD - Tested 3rd Recipe
KL - Continued app development
AH - Continued construction
MK - Continued construction
BK - Researched various social media options to the user
BG - Researched methods
 
> Individual Actions For Upcoming Week:
RL - Implement audio
DD - Global support
KL - Continue app development
AH - Continue construction
MK - Continue construction
BK - Begin implementing a ‘Stay Logged In’ feature
BG - Continue Research methods


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 18:
Date: 26/2/2020
In Attendance: BK, MK
Apologies: RL, DD, KL, AH, BG
Absent: N/A
 
Team Goals: 
 
> Individual Updates:
RL - Record and edit script for recipe 3
DD - Created art assets
KL - Continued app development
AH - Continued scale development
MK - Arduino research
BK - Continued development of app
BG - Continued Research methods
 
> Individual Actions For Upcoming Week:
RL - Global Assistance
DD - Implement Camera function
KL - Continue app development
AH - Continue construction
MK - Continue construction
BK - Continue app dev
BG - Continue Research methods


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 19:
Date: 26/2/2020
In Attendance: BK, MK
Apologies: RL, DD, KL, AH, BG
Absent: N/A
 
Team Goals: 
 
> Individual Updates:
RL - Global Assistance
DD - Worked on Implementing Camera function
KL - Continued app development
AH - Continued construction
MK - Continued construction
BK - Continued development of app
BG - Continued Research methods
 
> Individual Actions For Upcoming Week:
RL - Global Assistance
DD - Implement Camera function
KL - Continue app development
AH - Continue construction
MK - Continue construction
BK - Continue app dev
BG - Continue Research methods


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 20:
Date: 4/3/2020
In Attendance: BK, MK, RL, AH, DD
Apologies: KL
Absent: BG
 
Team Goals: 
Finish App Development 
> Individual Updates:
RL - Created Audio script for App
DD - Worked on Implementing Camera function, Creation of new art assets
KL - Continued app development
AH - Continued construction
MK - Continued construction
BK - Continued development of social media systems
BG - Continued Research methods
 
> Individual Actions For Upcoming Week:
RL - Report completion 
DD - Implement Camera function
KL - Continue app development
AH - Continue construction
MK - Continue construction
BK - Continue Facebook integration 
BG - Continue Research methods


------------------- TEAM PROGRESS SHEET -------------------------
Team Name: 
 Team Member Names & Roles: 
RL - Rhys Lewis - Team Leader / Audio Technician / Actor 
DD - Daniel O’Dwyer - Graphics / Animations Designer
KL - Kyle Lovell - Chief Coder/Programmer
AH - Adam Horton - Weighing Scale Designer / Builder
MK - Mariusz Kalasz - Weighing Scale Designer / Builder
BK - Ben Kiddie - Social Network Integration
BG - Bartosz Galantowicz  - Weighing Scale to Mobile App Connection
 
Weekly Progress report:
Week 21:
Date: 11/03/2020
In Attendance: MK, BK, AH, KL. 
Apologies: RL, DD. 
Absent: BG.
 
Team Goals: 
 
> Individual Updates:
RL - Finalising app development
DD - Finalising app development
KL - Finalising app development
AH - Worked on scales design 
MK - Caught up with the development with Bartosz and working on a solution for data transfer via WiFi
BK - Integrated a basic twitter composer
BG - Finished scale programming
 
> Individual Actions For Upcoming Week:
RL - Finalising app development
DD - Finalising app development
KL - Finalising app development
AH - Finish the scales design and implementing the use of a 3D printer for the case 
MK - Working on the solution and report, possibly making a 3D model for the scale shell
BK - Working on the report 
BG - Finish Scale


[bookmark: _Toc35899512]Appendix 2 - Reflection
Throughout this project, the author has developed skills that encompass the following:
· Communication between peers has improved through usage of tools such as Discord to share knowledge and resources.
· Documentation skills have improved as research into PESTLE, PIDs and scopes have helped the author identify key requirements for project success.
· Utilizing third party services and tools such as APIs to enable previously inaccessible features within development of an application.
· [bookmark: _GoBack]Deadline management via Microsoft Project has aided the author and their team in meeting deadlines.


[bookmark: _Toc35899514]Appendix 3 – Additional Documents
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Section 1 - Initial Requirements Specification
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Section 1 - Initial Requirements Specification
This section aims to cover the following topics:
·   	What our product “Go Go Cook” is,
·   	Who is our target audience,
·   	What are our objectives,
·   	How does the product set out to achieve our objectives
 
[bookmark: _Toc35894359][bookmark: _Toc35894759][bookmark: _Toc35894913][bookmark: _Toc35899516]1.1. What is Go Go Cook?
Go Go Cook is an application / game designed for smartphones which allows users to cook alongside audiovisual instructions. Completing a recipe is followed by a prompt to share a picture of the resulting dish to social media. The theme of cooking is gamified due to points which are awarded to the user for following instructions, as well as using a timer and WiFi connected weighing scale correctly. Having activity on their social media posts give a bonus. Points can be redeemed for rewards as an incentive to keep playing and learn new recipes.
 
[bookmark: _Toc35894360][bookmark: _Toc35894760][bookmark: _Toc35894914][bookmark: _Toc35899517]1.2. Who is our target audience?
The group of people this game is designed with in mind are students or young adolescents with a desire to cook. The theme of the game however is suitable for all ages.
[bookmark: _Toc35894361][bookmark: _Toc35894761][bookmark: _Toc35894915][bookmark: _Toc35899518]1.3. What are our objectives?
There are three key missions our game sets out to accomplish:
1.     The act of cooking can be seen by some as a chore, or not very enjoyable. This game aims to make the experience more enjoyable.
2.     It is important to maintain a healthy lifestyle, particularly when it is being juggled with studies or a job. This game aims to encourage experimenting with a variety of dishes, ranging from complex to simple dishes.
3.     For those who can already cook, the game will aim to make the job easier by acting as a simple meal planner or cooking assistant.

[bookmark: _Toc35894362][bookmark: _Toc35894762][bookmark: _Toc35894916][bookmark: _Toc35899519]1.4. How will we accomplish our goals?
Discussed in the first few weeks of project brainstorming sessions, the following is a list of requirements that our product sets out to have:
1)  To make cooking more enjoyable, the app sets out to gamify it through a number of key avenues:
a.  The chicken mascot, Henry, will help the user and give praise when tasks are completed successfully.
b.  The game awards points for following instructions correctly. This is verified by using a WiFi compatible weighing scale to check the amount of ingredients as the user cooks, and points are awarded depending on how close the user is to the required amount of ingredients.
c.  A timer can be used to measure time spent cooking ingredients, and award points based on how soon the timer is stopped after it goes off. This keeps the user on their toes.
d.  Posting pictures of meals to social media is optional, but if the user does so, points can be awarded depending on how much activity there is on the post they make.
e.  An in app social feed is available once an account is linked. Users can see what dishes friends have posted to social media.
f.  An interface that allows users to comment, like or share posts seen through the in app feed.
g. Points are used to show how well the user cooked. If a certain threshold is met, the game gives them a good rating, and Henry will praise them.
h. A point leaderboard will also rank the players’ highest score for a dish among friends, encouraging competition.
i. When a dish is completed, the user will be able to spend points earned on new features for the app (different mascot appearances, new UI types, and more).

2)  The user is encouraged to have a balanced diet, while keeping their dish choices interesting. This is done through the following:
a.  A variety of dish recipes, ranging from simple to complex will be provided.
b.  Recipes will accommodate different budgets.
c. Recipes not tried yet will award more points on first completion to encourage experimentation.

3)  The game is also designed to assist those who already cook, utilizing such methods as:
a.  Acting as a simple meal planner by having a calendar which allows recipes to be added, arranged by different allocated time slots e.g. add recipe “Spaghetti” to meal planner, insert into “Monday” slot.
b.  The user can flag a recipe as a favourite, which will be added to an easy access list whenever they are uncertain as to what they will cook.

[bookmark: _Toc35894363][bookmark: _Toc35894763][bookmark: _Toc35894917][bookmark: _Toc35899520]Section 2 – Minimum Viable Product
This section will cover the requirements outlined in Section 1.4, and determine which are bare minimum, high priority needs for the initial product to function and achieve the objectives set out in Section 1.1. Each requirement will be discussed briefly, followed by a functional / non-functional requirement label, and a priority rating, using the MoSCoW method (Must have, Should have, Could have, Won’t have).

[bookmark: _Toc35894364][bookmark: _Toc35894764][bookmark: _Toc35894918][bookmark: _Toc35899521]2.1. Priority Table
	Requirement 1.a
	The mascot, Henry, talks to the user by reading out instructions and giving praise when tasks are complete.

	Non-Functional Requirement
	Priority: Could have


 
	Requirement 1.b
	A weighing scale connects to the users’ phone, transmitting the current value of weight.

	Functional Requirement
	Priority: Must have


 
	Requirement 1.c
	A timer tracks how long ingredients have been cooking.

	Functional Requirement
	Priority: Must have


 
	Requirement 1.d
	The user can upload a picture of their food to social media through the app.

	Functional Requirement
	Priority: Could have


 
	Requirement 1.e
	An in-app social media feed, pulled from linked accounts, will display posts from friends’ accounts uploaded through Go Go Cook.

	Functional Requirement
	Priority: Could have


 
	Requirement 1.f
	An interface is provided to the user which allows them to comment, like or share posts seen through the in-app feed.

	Functional Requirement
	Priority: Could have


 
	Requirement 1.g
	Henry will rate the users’ performance based on the points they obtained through their cooking performance.

	Functional Requirement
	Priority: Could have


 
	Requirement 1.h
	An in-app leaderboard for highest overall score and highest score per dish is available to the user.

	Functional Requirement
	Priority: Should have


 

	Requirement 1.i
	An in-app storefront allows users to spend points earned through completing dishes on new game features

	Functional Requirement
	Priority: Should have


 

 
	Requirement 2.a
	The game has a variety of dish recipes available to the user, ranging from simple to complex recipes

	Functional Requirement
	Priority: Must have


 
	Requirement 2.b
	The game offers filters for budget types.

	Functional Requirement
	Priority: Could have


 
	Requirement 2.c
	Upon first completion of a recipe, more points will be awarded to the user to encourage experimenting with new dishes.

	Non-Functional Requirement
	Priority: Could have


 
	Requirement 3.a
	The user has access to an in-app calendar function, which can be used to easily schedule dishes to a day and time

	Functional Requirement
	Priority: Could have


 
	Requirement 3.b
	The user can flag recipes as a favourite, which adds it to an easy access “Favourite Recipe” list.

	Functional Requirement
	Priority: Could have


 

 
[bookmark: _Toc35894365][bookmark: _Toc35894765][bookmark: _Toc35894919][bookmark: _Toc35899522]2.2. Minimum Viable Product Requirements
Using the priority table, we can see that at the bare minimum, our product must be able to allow the user to select a recipe. One to three recipes of varying difficulty will provide some modest variety.
During cooking, the app should be able to read the weight values given off by the weighing scale in order to verify the user has included the correct amount of ingredients.
A timer should be available to track the time in which ingredients have been cooking. Once the timer runs out, the user should be alerted that the ingredients are done.
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[bookmark: _Toc35893230][bookmark: _Toc35894367][bookmark: _Toc35894767][bookmark: _Toc35894921][bookmark: _Toc35899524]Background
Millennials and younger generations are growing up not being taught cooking in school nowadays, and many studies such as the FEAST Invalid source specified. show that these groups of people understand that a lack of culinary education is impactful, as seen on page 16. Cooking may not be as important as other subjects, however it is an ideal extracurricular subject. 
[image: ]
[bookmark: _Toc26182186][bookmark: _Toc26182141][bookmark: _Toc35899447]Figure 5 Pie Chart of Questionnaire Results for Question 2. Source: Invalid source specified.

[image: ]
[bookmark: _Toc26182187][bookmark: _Toc26182142][bookmark: _Toc35899448]Figure 6 Pie Chart showing results of Questionnaire Questions 8, 9. Source: Invalid source specified.
Additionally, those who may already have cooking ability may not find it enjoyable, and resort to eating ready meals or ordering takeout. This may result in an overall less healthy diet. As such, our project aims to address these issues by providing an avenue for cooking education and entertainment.


[bookmark: _Toc35893231][bookmark: _Toc35894368][bookmark: _Toc35894768][bookmark: _Toc35894922][bookmark: _Toc35899525]Objectives
The lack of cooking education inevitably leads to many seeking a means of cooking education, possibly through means such as specialised classes, mentoring, online tutorials, guides, etc. A key avenue that can be utilised to teach is through smartphones. An application, free to those seeking a way of learning that isn’t constrained by being anywhere or doing anything. Only a phone is required to access the knowledge necessary to prepare dishes.
However, to many a drive to learn may not be enough of a push to download the app and begin cooking. An element of entertainment may bring people to keep learning, and even enjoy cooking and the perks it brings.
To those who may potentially know how to cook and don’t care for entertainment value the app provides, elements of cooking assistance will be implemented to help maintain an existing drive to cook.
In summary, our objectives aim to:
1. Create an app that teaches cooking.
1. Make cooking fun, utilising ‘gamification’.
1. Provide utility to people who can already cook.


[bookmark: _Toc35893232][bookmark: _Toc35894369][bookmark: _Toc35894769][bookmark: _Toc35894923][bookmark: _Toc35899526]Scope
This section will discuss potential solutions to the three objectives discussed on page 2. The MoSCoW criteria method Invalid source specified. will be used to highlight key needs for our project to succeed in the form of a priority table. Must haves are necessary for the minimum viable product. Should haves are goals that are met only once must haves are implemented. Could haves are potential systems that will improve the application but aren’t necessary for the objectives to be met, and therefore may not be implemented. Won’t haves are requirements that won’t be met with the MVP, but are potential future developments.

[bookmark: _Toc35893233][bookmark: _Toc35894370][bookmark: _Toc35894770][bookmark: _Toc35894924][bookmark: _Toc35899527]Education
For the app to teach cooking, it is expected that the user has access to a list of recipes, each detailing method and ingredients used. Other useful tools for learning would be to have the method voiced over and include other accessibility tools (e.g. colour-blind settings).

[bookmark: _Toc35893234][bookmark: _Toc35894371][bookmark: _Toc35894771][bookmark: _Toc35894925][bookmark: _Toc35899528]Gamification
To give our app the sense of ‘gamification’ and fun for the user, we will be implementing a scoring system for cooking performance. Better cooking performance rewards more points. A timer will award points based on how long the user cooks an item, and a weighing scale can track the amounts of items being cooked. Another way to award points could be an optional social media share button, where posting a picture of your food to media will award points. A scoreboard could rank the users’ dish among others for friendly competition. Additionally, an in-app storefront can be included to allow users to spend points on items that alter app features (e.g. new colour schemes, alternate themes).


[bookmark: _Toc35893235][bookmark: _Toc35894372][bookmark: _Toc35894772][bookmark: _Toc35894926][bookmark: _Toc35899529]Utility
Utility options aren’t necessary for the app to function but are desirable to include for future development. Some such features may include a meal planner, being able to find or mark favourite recipes, and the ability to make and add to a list of custom recipes. A pause menu for the app can be included, should users need to stop cooking, want to restart or choose a new recipe. Additionally, the ability to view a feed of exclusively Go Go Cook material from social media in a new window could be implemented.

[bookmark: _Toc35893236][bookmark: _Toc35894373][bookmark: _Toc35894773][bookmark: _Toc35894927][bookmark: _Toc35899530]Priority Table
The requirements will be detailed in tabular form, using the following format:
	Requirement Number
	Details of requirement

	Functional / Non-functional
	Priority (must / should / could / won’t have)



The tables will be split up into the following key areas: 
1. Requirements for application peripherals,
1. Software requirements
1. Educational aspects
1. Gamification aspects
1. Utility aspects

[bookmark: _Toc35893237][bookmark: _Toc35894374][bookmark: _Toc35894774][bookmark: _Toc35894928][bookmark: _Toc35899531]Application Peripherals Requirements
	Requirement 1
	A weighing scale connects to the phone app

	Functional requirement
	Must have



	Requirement 2
	The connection established between the phone-scale will be done over WiFi

	Non-functional requirement
	Could have



	Requirement 3
	The scale reads the current weight value and transmits this over an established phone-scale connection

	Functional requirement
	Should have




[bookmark: _Toc35893238][bookmark: _Toc35894375][bookmark: _Toc35894775][bookmark: _Toc35894929][bookmark: _Toc35899532]Educational Aspect Requirements
	Requirement 1
	An in-app timer will allow users to track how long they have been cooking an item

	Functional requirement
	Must have



	Requirement 2
	There will be a list of recipes for the user to choose from

	Functional requirement
	Must have



	Requirement 3
	Each recipe will have a section detailing the method of preparation

	Functional requirement
	Must have



	Requirement 4
	Each recipe will have a list of ingredients, informing the user of what is needed for preparation

	Functional requirement
	Must have



	Requirement 5
	The mascot, Henry, will voice the method as the user proceeds through the stages of preparation

	Functional requirement
	Could have





[bookmark: _Toc35893239][bookmark: _Toc35894376][bookmark: _Toc35894776][bookmark: _Toc35894930][bookmark: _Toc35899533]Gamification Aspect Requirements
	Requirement 1
	A point tracker can be implemented to measure how well the user cooks a dish

	Functional requirement
	Should have



	Requirement 2
	Points are awarded to the user for utilising the in-app timer

	Functional requirement
	Should have



	Requirement 3
	The amount of points awarded by the timer is dependent on how close to the time limit the user stops the timer

	Non-functional requirement
	Could have



	Requirement 4
	Points are awarded to the user for using the scale

	Functional requirement
	Should have



	Requirement 5
	The amount of points awarded for scale usage is dependent on how accurate to the needed ingredient amount the user is

	Non-functional
	Could have



	Requirement 6
	Points are awarded to the user for sharing a post to social media.

	Functional requirement
	Could have





	Requirement 7
	Points are awarded to the user depending on how much activity they have on their social media posts

	Non-functional requirement
	Won’t have



	Requirement 8
	Upon recipe completion, Henry will congratulate the user

	Functional requirement
	Could have



	Requirement 9
	Depending on the score of the user on recipe completion, Henry will comment accordingly (e.g. a new high score will see Henry give glowing praise)

	Non-functional requirement
	Could have



	Requirement 10
	If the recipe a user completes is their first completion of that recipe type, they receive bonus points

	Functional requirement
	Should have



	Requirement 11
	A scoreboard can be implemented to display users’ current points

	Functional requirement
	Could have



	Requirement 12
	The scoreboard can also track the users’ high score for each dish type

	Non-functional requirement
	Could have





	Requirement 13
	The scoreboard will rank the users’ dish high score against each of their friends’ scores

	Non-functional requirement
	Won’t have



	Requirement 14
	An in-app storefront will allow the user to spend points they have earned on new app features

	Functional requirement
	Could have



	Requirement 15
	The storefront can provide new cosmetic alterations to Henry, in addition to new themes for the app

	Non-functional requirement
	Could have





[bookmark: _Toc35893240][bookmark: _Toc35894377][bookmark: _Toc35894777][bookmark: _Toc35894931][bookmark: _Toc35899534]Utility Aspect Requirements
	Requirement 1
	An in-app calendar can be implemented

	Functional requirement
	Won’t have



	Requirement 2
	The calendar will allow the user to insert a link to a dish recipe into a day slot

	Non-functional requirement
	Won’t have



	Requirement 3
	The user may flag a recipe as a “favourite”

	Functional requirement
	Could have



	Requirement 4
	The user can filter the recipe list by dishes marked as “favourite”

	Functional requirement
	Could have



	Requirement 5
	The user can create their own recipe lists

	Functional requirement
	Won’t have



	Requirement 6
	Recipes marked as favourite can be implemented into custom lists

	Non-functional requirement
	Won’t have



	Requirement 7
	The user can create their own recipes by using provided templates

	Functional requirement
	Won’t have





	Requirement 8
	The user may pause the app at any moment

	Functional requirement
	Should have



	Requirement 9
	Pausing the app displays a pause menu

	Functional requirement
	Should have



	Requirement 10
	The pause menu has the option to restart at a checkpoint

	Non-functional requirement
	Could have



	Requirement 11
	The pause menu allows a user to exit to the main menu

	Non-functional requirement
	Should have



	Requirement 12
	The pause menu can bring the user to a “settings” menu

	Non-functional requirement
	Could have



	Requirement 13
	A settings menu is available to the user

	Functional requirement
	Must have



	Requirement 14
	The settings menu will allow the user to access volume options

	Non-functional requirement
	Should have





	Requirement 15
	The settings menu will provide colour-blind options

	Non-functional requirement
	Should have



	Requirement 16
	The user has the option to link social media accounts to the app

	Functional requirement
	Could have



	Requirement 17
	Finishing a dish will allow a user to “share” a dish to linked social media

	Functional Requirement
	Could have



	Requirement 18
	Sharing the dish will prompt the user to take a picture of their dish to post

	Functional requirement
	Could have



	Requirement 19
	The photo to be posted will be accessed by selecting an image from the phones’ gallery

	Non-functional requirement
	Could have



	Requirement 20
	A body of text can be entered to accompany the post to be shared

	Functional requirement
	Could have



	Requirement 21
	The user can view an in-app feed of social media posts

	Functional requirement
	Won’t have





	Requirement 22
	The in-app social media feed will find posts marked with “Go Go Cook” metadata (e.g. tags)

	Non-functional requirement
	Won’t have





[bookmark: _Toc35893241][bookmark: _Toc35894378][bookmark: _Toc35894778][bookmark: _Toc35894932][bookmark: _Toc35899535]Constraints
Constraints are the factors which hinder a projects’ progress. The issues which stand out are as follows:
1. Resources
0. Lack of software
0. Lack of hardware
0. Lack of funds
0. Absence of necessary facilities
1. Time
1. Development of systems may fall behind
1. Order placements may not arrive
1. Incorrect scheduling
1. Changing deadlines
1. Personnel
2. Too few or many
2. Lack of necessary skillsets
2. Complacency
2. Illness
1. Product development
3. Developed systems may not meet expectations
3. Requirements may fall out of scope
3. Additional requirements may be demanded
3. Methodologies employed (may take time to learn)
1. External constraints
4. Legal requirements (e.g. laws, regulations, deals)
4. Stakeholder risk tolerance


[bookmark: _Toc35893242][bookmark: _Toc35894379][bookmark: _Toc35894779][bookmark: _Toc35894933][bookmark: _Toc35899536]Authority
This section will outline the types of stakeholders for the project. Two groups will be discussed in the stakeholder analysis, with potential issues included:
1. Internal stakeholders (e.g. dev team, organisation)
1. External stakeholders (e.g. consumers, potential partners)
For each group, a power / interest grid will be provided.


[bookmark: _Toc35893243][bookmark: _Toc35894380][bookmark: _Toc35894780][bookmark: _Toc35894934][bookmark: _Toc35899537]Stakeholder Analysis

[bookmark: _Toc35893244][bookmark: _Toc35894381][bookmark: _Toc35894781][bookmark: _Toc35894935][bookmark: _Toc35899538]Internal Stakeholders
1. Development team (must not be overworked)
0. Team leader
0. Graphics designer
0. Application development lead
0. Social media integration developer
0. Weighing scale developer
0. Weighing scale designers
1. Project sponsor (must be informed of important project changes)
1. Module tutors (project must be valid to count towards final grade)
1. Other project teams
1. Top level management (project must not 
4. Dean
4. Chancellors
1. Course head (project must represent values of the course well)
1. Product testers (product must be in reasonably functioning state)
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[bookmark: _Toc26182188][bookmark: _Toc26182143][bookmark: _Toc35899449]Figure 7 Power / Interest Grid of Internal Stakeholders

[bookmark: _Toc35893245][bookmark: _Toc35894382][bookmark: _Toc35894782][bookmark: _Toc35894936][bookmark: _Toc35899539]External Stakeholders
1. Customers (product must cater to needs)
1. Competitors (product should not plagiarise)
1. Suppliers (must not misuse services in development of project)
2. Weighing scale manufacturers
2. Software owners (e.g. Unity Technologies)
2. Delivery services
1. Potential project partners (must offer something of value to warrant partnership)
1. Google store (product must meet guidelines)
4. Management
4. Storefront curators
4. Support
1. Regulators (product must not violate set rules)
5. Unions
5. Government
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[bookmark: _Toc26182189][bookmark: _Toc26182144][bookmark: _Toc35899450]Figure 8 Power / Interest Grid of External Stakeholders


[bookmark: _Toc35893246][bookmark: _Toc35894383][bookmark: _Toc35894783][bookmark: _Toc35894937][bookmark: _Toc35899540]Resources
The resources at our disposal include the following:
1. Funds (approximately £100)
1. Equipment
1. Hardware (weighing scale, computers, Arduino, smartphones)
1. Software (unity, visual studio, Microsoft office)
1. Time	
2. MVP deadline is the week of Friday 17th
2. Final product deadline is 25th March
1. Personnel (seven team members)
Funds will be used to secure additional hardware (i.e. scale, Arduino). University or personal devices will be utilised in the development of the equipment. Each team member was given a timespan in which they may accomplish their objectives. A Gantt Chart was designed by the team showing the time allotted for each project member per objective:
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[bookmark: _Toc26182190][bookmark: _Toc26182145][bookmark: _Toc35899451]Figure 9 Gantt Chart outlining time management plan
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[bookmark: _Toc26182191][bookmark: _Toc26182146][bookmark: _Toc35899452]Figure 10 Network Diagram detailing the critical paths within the project objectives
As seen in Figure 6, the critical path (red line) relies on the art, app and weighing scale being fully functional on time, otherwise the original deadline will not be met as a result of delays. 
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Environmental & Social: Ben

References:
https://pestleanalysis.com/what-is-pestle-analysis/
https://www.professionalacademy.com/blogs-and-advice/marketing-theories---pestel-analysis
https://blog.oxfordcollegeofmarketing.com/2016/06/30/pestel-analysis/

Social Factors - Identify emerging trends in populations to understand developing needs / wants

· The rise of smartphones [1] have made ordering takeout easier than cooking at home. Takeout can be expensive to those who do not budget. Our app aims to provide recipes that encourage cheaper spending.
· Fast food chains are ever present in today’s society [2], providing quick yet potentially unhealthy solutions to any meal of the day. We aim to encourage healthy cooking where possible.
· Veganism and vegetarianism are becoming more popular [3]. Due to this rise in diet consciousness, the recipes we provide will include some vegetarian or vegan alternatives.
· The target audience, students, are usually quite busy working / studying / tending to other responsibilities. This may reduce the drive they have for cooking, which our app aims to combat by making it more fun.

Environmental Factors - Identify factors that impact the environment e.g. carbon footprints, ethically sourced, local agriculture

· People are more conscious of their carbon footprint nowadays [4], and many know that reducing animal product consumption may help with this. Recipes provided by the app will suggest alternative ingredients.
· Some food may be seen as ethically improper to prepare e.g. dog or horse meat, battery farmed produce. Our selection of recipes will not recommend food that may be seen as unethical.
· Whether or not a particular item has recyclable packaging may influence food purchases. Our app will promote recycling where possible to reduce waste, thus reducing users’ carbon footprint.
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