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 Cooking Code 
 
Project Proposal (version 1.0) 
 
 
 
Project: Coding Code 
Date(s): 05/05/2015 
Prepared by: David O’Donnell (Project Manager) 
 
Document status:  __ Draft   ✓ Proposed  __ Validated  __ Approved 
 
1. Introduction 
This document contains the proposed businessness requirement plans for 
Cooking Code as well an insight into the reseaerch, planning and testing 
phases.  
 
1.1 Purpose of This Document 
This document is intended to guide development of Cooking Code for all the 
stakeholders. It will explain the several stages during the course of the 
project: 

1. Introduction 
2. The Industry Shortfall 
3. The Project  
4. Research 
5. Planning  
6. Testing 
7. Summary  

 
1.2 How to Use This Document 
We expect that this document will be used to promote Cooking Code within 
the particular establishment by people with different skill sets. This section 
explains which parts of this document should be reviewed by the various 
types of readers. 
 

Types of Reader 
Education Department  - Sections 1, 2, 3, 4, 5, 6 & 7 
Headmaster   - Sections 1, 2, 3, 4, 5, 6 & 7 
Investors   - Sections 1, 2 & 4 (optional), 5 & 6 
Teacher   - Sections 1, 2 & 4 (optional), & 6 
Parents   - Section   1, 2 & 3 
Project Manager  - Sections 1,2, 3, 4, 5, 6 & 7 
Designers & Developers - Sections 2, 3, 4, 5 & 6 

 
 
1.3 Technical Background Required 
A good understanding of English. An understanding of how children learn as 
well as an	  appreciation of any school’s particular policies and curriculum. 
	  
1.4 Acceptance of Cooking Code Design Proposal 
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Once this document is accepted by representatives of each party of 
stakeholders, as an appropriate statement of requirements the project work 
will commence. The designers and developers will then use the proposal 
document as a guide to implementation and to check the progress of the 
project as it develops. 
 
 
 
 
 
 
 
Signed on behalf of ………………………  Signature………………………. 
 
(Company/Establishment Name)   Print Name…………………….. 
 
 
 
 
 
 
 
 
Signed on behalf of Cooking Code  Signature………………………. 
       

Print Name…………………….. 
 
 
 
 

1.5 Further Details 
For any more information on any part of the project proposal do not hesitate to 
contact me at: 
 
David O’Donnell 
Project Manager 
Cooking Code 
1 Hashtag Street 
Oxford 
London 
SW11 1BS 
 
Tel:   07557 148106 
Email:  dave@deeodee.uk  
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Section 2 – Business Outline 
 
2.1 The Problematic 
A campaign to make 2014 the Year of Code was created by an independent, 
non-profit organisation, encouraging people throughout the UK to try 
computer coding for the first time (Year of Code 2014). In February 2014 in 
conjunction with the Year of Code initiative, The Education Secretary and The 
Chancellor of the Exchequer announced that the government would create a 
£500,000 fund dedicated to the training of teachers in computer software 
coding to inspire the next generation of entrepreneurs in this technical field, 
with computer coding being integrated within the school curriculum for every 
5-16 year old (Gove & Osborne 2014). As yet there is no set curriculum 
method for delivering coding lessons, it is left to each school to find a solution 
until a standardised teaching method can be formulated.   
 
 
 

 
 
 
 
 
 
 
 
 
 
2.2 Cooking Code 
Following on from this government-backed incentive, Cooking Code is being 
developed to assist teachers deliver comprehensive lesson plans for children 
aged 5-9 years old. For Cooking Code, this is the perfect opportunity to create 
a learning package for the educational system that will benefit children and 
teachers alike. 
 
With the government pushing for all schools to offer children coding lessons, 
Cooking Code will be a product that is easy to integrate into the classroom. 
There will also be a number of tutorials on a supporting website to aid 
teachers and pupils. Our belief is not only to produce effective learning plans 
that encourage the pupils to learn and develop a new set of skills by engaging 
in fun, exciting and challenging tasks, but also for them to develop a desire to 
pursue the discipline of computer coding further.	  

 
2.3 Timescales 
The Cooking Code project should be completed no later than June 2015 in 
order to be successfully implemented into school lessons for the 2015/16 
academic school year. To meet this deadline a strategic plan will be 
formulated with workload schedules taking into account a series of testing and 
feedback stages. 
 
 
 

Figure	  1:	  Year	  of	  Coding	  Logo	  
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Section 3 – The Project 
 
3.1 The Concept 
Cooking Code will look to address a sudden demand in the market by 
formulating a series of educational one-hour workshops.  This will be 
achieved by teaching computer coding to schoolchildren, from years one to 
four, aged 5-9 years old. The aim is for these lesson plans to consist of fun 
and ingenuitive, (a combination of ingenious and intuitive Glosbe 2014) ways 
to introduce computer coding to schools incorporating modern technologies 
within the traditional classroom learning objects. Through research and 
testing, Cooking Code proposes to design and develop interactive workshops 
that can be added to the school curriculum. 
 
The intention of these lesson plans is for the school children to learn computer 
coding through ‘cooking style’ classes. This will be achieved by using four 
technologies (ingredients) together with one of twenty instruction cards 
(recipes) to create a fun and exiting projects in a related category (themed 
dish) all under the company name of Cooking Code.  
	  
	  	  	  	  	  	  	  	  	  	  	  	  	  	  4	  Ingredients	  	   	   	   	  	  	  	  	  1(of	  20)	  Recipes	   	   	  	  	  	  	  	  	  1	  Themed	  dish	  
	  
	  

	  
	  
	  
 
 

 
 
3.2 Exemplars  
The idea of giving the children all the components to complete a specific 
project is not a new concept, having been successfully used in other products 
for generations. Cooking Code will operate on a similar concept to how Airfix 
modelling kits and cross-stitch packages are produced and marketed. The 
Airfix modelling kits come with all the necessary pieces to build the model, the 
tools required, the paint and stickers, as well as a set of clear instructions. In 
the cross stich packages there is the material, cotton, needles, frame and a 
set of clear instructions. This style of packaging will be a key selling feature 
and marketing tool for Cooking Code as it offers a unique all-inclusive 
experience.  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	   Figure3:	  Airfix	  Modelling	  Kit	   Figure	  4:	  Cross	  stitch	  package	  

Figure	  2:	  Cooking	  Code	  Attributes	  
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3.3 Unique Selling Point 
Year of Code (2014) has already attracted many associated individuals and 
business partners that are producing new and exciting computer coding 
projects such as Code Club. Therefore, it is essential to have a product that 
both stands out and appeals to the intended audience. The concept of 
producing themed ‘cooking style’ coding classes will be the unique selling 
point that propels Cooking Code to become a market leader in this field.  
	  
3.4 Primary Audience 
As each British Country offers a different teaching curriculum 
(Métais & al 2011), as well as there being a wide spectrum 
of audience differentiations within 5–16yr olds, then it will be 
imperative to narrow this demographic further. Although 
children mature in three distinctive domains of growth: 
cognitive, physical and socio-emotional according to the 
Education Development Centre (2012), there are also a 
number of other ways to organise children’s 
demographics such as age, ability or gender. This project 
will address children between year 1 and year 4 of the 
English school structure, primarily 5-9 year olds. 
	  

Figure	  6:	  Two	  possible	  primary	  audience	  members,	  Chloe-‐Mae	  Blanford	  and	  
Spencer	  Tiddlington	  who	  may	  benefit	  from	  Cooking	  Code	  

 
3.5 Possible Secondary Audiences 
 

• Training teachers to deliver the Cooking Code lesson plans. 
 

• Afterschool coding clubs 
 

• Private coding classes 
 
3.6 Teaching Styles 
For the project to be a success, it is crucial to research the teaching methods 
already used in schools within England for this demographic, as well as 
looking at alternative teaching methods used across parts of the world 
(Opdenakker & Van Damme 2006). By looking at traditional teaching methods 
as well as new or diverse teaching methods such as ‘divergent thinking’ 
(Robinson 2013), a better understanding of how to engage the children in the 
most effective manner will be established. Many Scandinavian countries have 
abandoned the traditional teaching style of ‘one to many’ and adopted a more 

Figure	  5:	  School	  age	  
groups	  taken	  courtesy	  of	  
Herok	  School	  Furnishings	  
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hands-on approach in the classroom. This has seen students excel at learning 
and these countries top the ‘best places to be educated’ polls in recent years; 
this option may be more suited and appropriate for Cooking Code to adapt.  
 
	  

	  
The initial concept is to create lesson plans that encourage lateral and 
divergent thinking as part of the pupils’ learning experience through hands-on 
experimentation as well as set tasks. Henry Gireaux (1988) suggests notions 
for generating a new discourse in teaching methods and looks at the 
rationality of letting students understand and shape their own as well as 
others’ experiences through notions of pedagogy. By adapting this 
methodology, children may learn and teach each other as they explore coding 
through new technologies. Another intended objective and possible outcome 
by teaching in this manner, is to develop analytical and synthetic thinking in 
the pupils (House of Lords 2012).  By setting quantifiable tasks through stage 
progression methods, it should enable a clear understanding of the levels 
pupils are progressing to. A reward system may be looked at, although more 
research would be required of the benefits or disadvantages of this, as well as 
researching individual school policies concerning incentive schemes. 

 
3.7 Visual Recognition  
Many studies have been undertaken, showing convincing evidence that 
children learn well through visual recognition, colour and picture association. 
Therefore it is essential that these areas are included in Cooking Code. 
 
3.71 Easy Project Category Recognition  
With each coding category such as photography or gaming there are twenty 
individual, or group, project instruction cards. To simplify the process of 
identifying these categories, each category is colour coded and has a 
recognisable icon. As the projects are classified by skill level rather than age 
this information can also be found on the cards with difficulty levels ranging 
from one to five.  
 

Figure	  7:	  Screenshot	  of	  Sir	  Ken	  Robinson’s	  Ted	  talk	  on	  Changing	  Paradigms	  in	  2010.	  
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The project cards will be numbered from one to twenty, with one being the 
simplest project and twenty being the most complicated. By adding these 
items to the instruction cards it allows the teacher to match the projects 
quickly and effortlessly with a child’s ability. A similar colour and number 
system already exists in most school libraries, therefore this familiarity helps 
children self-assess their levels and encourages them to progress. 
 
 
 
 
 
 
 
 
3.72 Related Projects 
On each project instruction card there is also a related projects section. This 
highlights all the related projects from the same and other categories using 
similar learning objects such as books or building blocks. This system aids the 
teacher or pupil to quickly find a related project to the one they have 
completed, therefore saving time changing the base materials. 
 

 
 
 
3.8 Online Help 
Cooking Code will be fully supported at the website: www.cookingcode.uk, 
which will be live from May 2015.  
The website will offer help and guidance with the projects 
and may include some video tutorials. The site will also be 
home to our helpful Coding Chef Sisi (pronounced See See). 
There will be a member’s section with additional coding 
projects as well as a gallery where children can upload 
pictures of their own Cooking Code projects. There will be 
the chance to follow Sisi through his Coding Blog and 
related social media pages.  
Sisi will also run competition where entrants have the 
chance to win unique and personalised Cooking Code projects including all 
the components needed. 
 
Chef Sisi will become the ‘face of Cooking Code’, it will be an interactive 
helping assistant through the website similar to Microsoft Word’s office 
assistant Clippit in pre-2004 editions. However, as it helps with a specific 
topic, its ‘tablet’ body outline will change from grey to the corresponding 
project category colour. The long-term plan is to have an interactive three-
dimensional Sisi artefact that can be used in certain projects. 
 
 

Figure	  8:	  Category	  Recognition	  System	  

Figure	  9:	  Similar	  project	  system	  

Figure	  10:	  Chef	  SiSi	  
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3.9 Project Challenges 
 
3.91 Workloads Within Timescales 
The greatest challenge to the project will be the workloads within the 
timeframe. It could take a team of six designers and coders working 
approximately twelve hours a day for four months to complete all twenty 
projects for the six categories that make up Cooking Code. With this in mind 
only two completed projects will be produced for an exhibition in July 2015. So 
rather than concentrating on producing quantitative artefacts, two or three 
qualitative artefacts will be produced.  
 
This can be managed through careful planning; with the aid of project 
schedules to ensure timescales are met. If timescales were to become too 
much of a factor easier to implement, or fewer, instruction cards could be 
produced. 
 
3.92 Technology Costs 
With so many technologies being used on different projects, the initial outlay 
could be costly. It will be important to purchase these technologies in stages, 
designing all the relevant projects around them before purchasing the next 
technology.  
 
To keep costs to a minimum some technologies might need to be hired in 
order to test their capabilities, then purchased when contracts are negotiated. 
 
This issue may also be the case for schools, so it is important to offer different 
packages at a variety of prices, this will be determined by the technologies 
used for each category. 
  
3.93 Learning New Computer Languages  
For different projects and technologies a variety of computer languages 
maybe required especially when building the supporting software such as a 
website and a potential phone application.  
 
These languages are being learnt through courses on www.Lynda.com, 
therefore it is imperative to learn the essential languages first; and then, if 
time permits, languages such as Xcode for building the phone app. It will also 
be important that only one language is used for all the projects, so that the 
children can learn and develop this further themselves. 
 
3.94 Clear and Precise Instructions 
It is essential to use unambiguous language on the instruction cards so that 
the chosen demographic can quickly and easily understand it. For young 
children this should be accompanied by relevant images to reinforce the 
instructions. 
 
This can be done with careful thought and planning. If a project is extremely 
large or difficult it might be split it into three or four mini projects. 
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Section 4 – Research 
	  
4.1 Initial Research 
Using Edward de Bono’s 6 thinking hat method a 
structural plan can be formulated to look at the 
achievability of Cooking Code for the design, production 
and usability stages as well as any audience research 
that may be necessary (De Bono, 1987). 
 
  Green – Creative 

• A chance to produce something new and exciting 
that may shape future education. 

• Colourful an 
• Playful artefacts to experiment with.  
• Create themed lesson plans, similar to cooking classes. 
• Produce visual effects as well as use sound and light. 

 
White – Objective/Factual 

• £500,000 investment fund for Year of Code projects. 
• Government adding computer coding to the national curriculum. 
• Not many current teachers have coding experience. 
• Computer technologies have become more accessible and less expensive. 

 
Blue – Process  

• Research teaching methods, technologies and the potential audience base. 
• Pitch concept, receive feedback and produce a project proposal. 
• Plan and schedule the processes, check ethics and purchase technologies. 
• Design – test – develop – test - produce – test – implement - test. 

 
Black – Cautious   

• Ethical issues, legislation and individual establishment guidelines could cause 
issues. 

• May not possess all the skills necessary to complete the necessary tasks. 
• Timescales could be too short for the workloads involved. 
• Products required could be outside of personal budget as well the schools’ 

one. 
 
Yellow – Benefits 

• An opportunity to be part of the movement to get children coding. 
• Introduce children to different teaching methods in the classroom 

environment. 
• Help make school fun through new technologies. 
• Learn and experiment with new technologies in the development stage. 

 
Red – Feelings  

• Excited about developing a new curricula activity. 
• Enthusiastic about becoming innovative and imaginative in the design and 

production. 
• Fearful of not having skills required, timescales being met or having the 

correct budget. 
• Optimistic about creating my best piece of work yet, both aesthetically and 

rewardingly.    
 
 

Figure	  11:	  De	  Bono’s	  
Thinking	  Hats	  
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4.2 Ethics and Legislation 
In	  order	  to	  do	  any	  user	  testing	  phases	  with	  young	  children	  in	  England,	  a	  series	  of	  
ethical	  questions	  must	  be	  answered	  in	  both	  a	  student	  capacity	  and	  following	  
individual	  school	  and	  government	  protocol	  which	  includes	  the	  mandatory	  
Disclosure	  and	  Barring	  Service,	  DBS	  checks	  (DBS	  2014)	  when	  working	  with	  
children.	  	  This	  can	  often	  be	  a	  lengthy	  process	  that	  needs	  to	  be	  organised	  as	  
quickly	  as	  possible	  as	  not	  to	  slow	  down	  the	  development	  stages	  later	  in	  the	  
process.	  There	  may	  also	  be	  a	  possibility	  that	  the	  project	  cannot	  continue	  until	  a	  
particular	  legislation	  barrier	  can	  be	  addressed.	  At	  this	  stage	  it	  is	  also	  wise	  to	  
investigate	  the	  mood	  of	  the	  general	  public	  including	  parents	  via	  social	  media	  or	  
focus	  groups	  regarding	  the	  use	  of	  technology	  in	  classrooms	  as	  opinions	  can	  often	  
shape	  future	  legislations.	  
 
 
4.3 Possible Technologies 
	  

	  

Although the project is in the early stages of research and design concepts, 
the essential skills and technologies that may be required should also be 
researched in order to speed up the production phase as well as minimize 
costs for redundant materials. By exploring different methodologies whilst 
investigating the technologies will help establish the boundaries of the project 
through price, size and the capabilities needed. Research will also help 
examine which technologies are compatible with each other. By recording 
some of the findings and simplifying them, the young pupils can also be 
challenged with these concepts in order to understand the mechanics of the 
projects they participate in.	  
 
4.4 Skills Required 

• Coding – HTML, CSS, Python 
• Design – Drawing, Web and Graphic Design, Product Design 
• Other – Research, Planning, Playing Marketing 
•  

 
	  
 
 
 
 
 

 
 
 

Figure	  12:	  Some	  possible	  technologies	  to	  be	  used	  including:	  
Rasperry	  Pi	   	   Leap	  Motion	   	   Control	  Mouse	   Camera	   	   Touch	  Screens	  
Virtual	  Keyboard	   	   Specialist	  Keyboards	   Tablets	   	   Makey	  Makey	  

60%	   85%	  65%	  

Coding	   Design	   Analytical	  
	  

My	  Current	  
Skillset	  

Figure	  13:	  Project	  Manager’s	  skillset	  
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Section 5 – Planning 
5.1 Design stages	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
 
The design process will be formulated using the d.school model. This is where 
a combination of the usability and desirability of the human values is merged 
with both technology feasibility and the business viability to create design 
innovations as described by d.school (2012). As well as conducting this 
methodology through the design stages it will be incorporated into part of the 
learning strategy within the coding classes. This should enable the young 
pupils to begin a culture that thrives on the development of continuous 
innovation through research, experimentation and the production of their own 
projects using computer code and modern technologies to achieve this (Kelley 
2001). 
 
5.2 The Project Name 
Working from feedback from separate presentation and testing phases has 
already seen the product name change twice. Originally, the project was to be 
called ‘4&20 PiBake’ with reference to the children’s nursery rhyme ‘Sing a 
Song of Sixpence’ combined with the Raspberry Pi, a main component in the 
project development. It was informed in a peer assessment session that 4:20 
Bake is associated to a website showing the time 4:20, when ‘stoners’ get 
high. As this product is aimed at children between 5 and 9 years old it had to 
be completely disassociated with this name. The name was changed to ‘Bake 
Royale – The Pi Edition’ working on similar principles to 4&20 PiBake. 
However, when user testing on a young audience, feedback from one 8-year 
old was to name it Cooking Code. As the project is designing coding classes 
in the style of cooking classes this made perfect sense and thus ‘Cooking 
Code’ has been created. The website www.cookingcode.uk has been 
purchased; yet this is still to be built. 
Although it could be perceived that a lot of time spent on the project name, 
Clifton and Jame (2013) stress how important the name is for potential 
investors, how it affects the perception of the owners and, most importantly, 
how customers associate the company name with its products. 

d.school	  model	  
	  
Figure	  14:	  d.school	  model	  
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5.3 Time Management 
 
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  

	  
	  

	  
	  
	  
	  
	  

	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  

	  
Figure	  16:	  Screenshot	  of	  planning	  flow	  chart	  as	  Bake	  Royale	  	  

	  
This	  is	  a	  flowchart	  of	  workloads	  broken	  down	  into	  specific	  areas	  of	  planning,	  
production	  and	  completion.	  During	  these	  three	  major	  stages	  of	  the	  overall	  
process,	  the	  flow	  chart	  is	  also	  broken	  down	  further	  into	  proposal,	  audience	  and	  
research	  for	  each	  section.	  The	  flow	  chart	  is	  based	  on	  a	  combination	  of	  the	  
Traditional	  Spiral	  Method	  (Boehm	  1998),	  The	  Pidex	  Approach	  (Pidex	  2014)	  and	  
the	  Agile	  Method	  of	  planning	  used	  by	  Forty	  (Archer	  2014).	  This	  involves	  a	  
continual	  cycle	  of	  research,	  planning,	  building	  and	  review	  for	  each	  section	  of	  the	  
overall	  project.	  By	  combining	  the	  Spiral	  and	  Agile	  Methods,	  the	  project	  can	  be	  
split	  into	  clearly	  defined	  sections	  and	  return	  the	  ability	  to	  check	  and	  work	  from	  
reviews	  and	  feedback.	  In	  addition,	  The	  Pidex	  Method,	  adapted	  for	  the	  Cooking	  
Code,	  eliminates	  problems	  that	  may	  occur	  in	  the	  more	  expensive	  building	  phase	  
of	  the	  project	  as	  a	  result	  of	  testing,	  feedback	  and	  reviewing	  the	  process.	  It	  also	  

Figure15:	  Part	  of	  project	  schedule	  
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addresses	  the	  workloads	  more	  specifically	  allowing	  for	  precise	  time	  
management	  plans	  to	  be	  implemented	  for	  coding,	  research,	  design	  and	  
production	  as	  the	  project	  progresses.	  This,	  together	  with	  the	  project	  schedule	  
enables	  the	  project	  to	  maintain	  and	  meet	  realistic	  timescales.	  
	  

	  
	  
	  
	  

	  
	  
 
 
 
 
 

 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 

Figure	  17:	  Agile	  Planning	  courtesy	  	  
of	  James	  Archer,	  Forty	  

	  

Figure	  18:	  Spiral	  Method	  
Courtesy	  of	  Jimmy1	  

Figure	  19:	  The	  Pidex	  Approach	  courtesy	  of	  Pidex	  
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Section 6 – Testing 
 
6.1 The Peer Presentation 
To assess how the early stages of 
the project were developing, it was 
presented to a group of peers. 
Because the presentation was 
during the early stage of research, 
it was conducted using the Osgood 
- Schramm Model of 
Communication (Schramm 1962), 
whereby it was pitched to a group of 
peers, who immediately gave feedback 
making us all encoders, interpreters and 
decoders. To continue the cycle a set of further exploratory questions were 
asked in order to understand the full value of the feedback. There was a 
fundamental flaw, as it didn’t account for any noise, which in this case was 
misinterpretation from both the presentation and the feedback received. 
 
6.2 Feedback from Presentation 
 
Tash 

• Great idea, think it would be really helpful for kids learning code and is 
adding to this growing market. 

• More exciting ways of teaching coding, getting kids engaged from a 
young age, need to look into how this is currently being addressed. 

• Fun product, can be made more playful with design and packaging, 
idea of cooking lessons fun. 

• Nothing similar to a ‘stoners site’!! Slice of pi? – because they’re getting 
a slice of coding knowledge with every pack? 
 

Bradley 
• I like the direct approach you’re using to fill a hole in the market... the 

government scheme that you’ve identified. 
• I think you need to now focus on what you will provide the students in 

these lessons and be able to nail down a good pitch for the idea. 
 
Hayden 

• 4:20 is a ‘stoners’ site, maybe not good for kids. 
• Be clear on the technologies you use. 
• Great to help kids code. 

 
Martin 

• Maybe more structure to the class sessions. 
• Good strong concept with lots possibilities. 
• Be careful it’s not too much work, plan it well. 
• Can have a real impact for children, which is good. 

 
 

Figure	  20:	  Schramm’s	  Model	  of	  
Communication	  

Courtesy	  of	  communication.org	  
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6.3 Actions From Feedback 
The feedback was generally extremely positive, with some excellent 
suggestions for taking the concept further, being careful that objectives and 
timescales can be realistically reached. 
 

• The name will definitely need to be changed. Although 4&20 PiBake is 
themed around a children’s nursery, it may be unethical to use this 
because a drug related site boast 4:20 bakes; referring to the time of 
day to get high. Some exploration of Tash’s suggestion of Slice of Pi 
and other possibilities is required, as the name can capture the 
product’s unique selling point. 
 

• The design of packaging will be looked into; this area maybe opened 
up in the formula of a survey or suggestions form to inspire some 
ideas. It will have to appeal to teachers and children. 
 

• Workloads and technologies have to be explored for both the ease of 
use and to structure plans. 

 
6.4 The First User Testing 
On 31st December 2014 two simplified 
recipe task cards were used in the initial 
testing phase with an audience of three 
separate age groups. The age groups of 
the participants were: 3 – 10, 13 – 16 and 
19 to 74 year olds. The purpose of splitting 
the groups in this way was to see how the 
different groups went about their tasks. This 
would help determine if the project was 
approached with the correct audience in 
mind. It would also establish if the tasks 
created were beyond the intended target 
audience’s capabilities. There were six 
participants in each age group and a three-
year age gap between the groups was 
implemented to allow for some differences 
in individual childhood developments 
(Morino Institute 2014). 
 
The two tasks were set as a game, the first 
as an individual task and the second as a 
group task. The aim was to see if children 
and adults carried out the tasks differently in these situations. This is 
important because when the final ‘product’ is produced it will be both used by 
individuals and in-group sessions. As well as being monitored during the 
tasks, participants were questioned afterwards for feedback. For the younger 
age groups it was important to take into consideration Montemayor et al’s 
views (2000) as children often say what adults want to hear and act differently 
in adult child situations. Also, young children tend to be over enthusiastic and 
cannot give a balanced opinion (MacFarlane et al. 2005). 

Figure	  21:	  Paper	  Aeroplane	  Testing	  Card	  
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For the first user testing, a simple build-your-own paper aeroplane recipe card 
was used (Figure 21). This was to see if the young children could 
comprehend and carry out basic instructions from a card format. The first 
prototype cards (Figure 22) were also shown to participants at the end of 
testing to see how they viewed the Cooking Code concept and the 
comparisons/differences to the aeroplane they had just built. Although the 
very young members of the testers struggled a little with the instructions, 
everyone completed the task with varying levels of success. The younger 
members spent lots of time on the building stage; the middle generation took 
time designing the planes whilst the older generation went straight for flight 
once built. 
	  

	  
 
	  
6.5 User Testing Feedback 
Much of the feedback was that it was a fun activity, helped by having clear 
instructions. A few testers commented that each instruction should have had 
the appropriate image alongside it. As the instructions were on A4 paper, 
some feedback was that this was too bulky and maybe A5 would have been 
more appropriate. The overall concept of cooking style classes was a winner, 
with some mentions of online videos to accompany the individual projects, 
however timescales may not allow this. The different categories and colour 
schemes were very popular and everyone liked the fact that it was easy to 
find similar project subjects in different categories. 
 
When discussing the Lego building artefact cards in the camera category, the 
majority of comments stated that these needed more visual instructions, 
similar to the paper aeroplane card. There was very positive feedback about 
using ‘every day children’s items’ such as Lego and crayons mixed with the 
new technologies.  
One feedback comment that will definitely be taken into production was for the 
harder projects to be split into sub-projects. This would have three or four 
teams build individual parts and combining them to make one or the stages be 
built by individuals over the course of a few lessons. This would keep the 

Figure	  22:	  Picture	  of	  artefact	  2	  parts	  a),	  b)	  &	  c)	  
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children focussed as well as work within the timescale of the one-hour session 
each instruction card should not exceed. 
The project has already evolved with the name being changed as well as 
amendments to specific functionalities through the testing and feedback 
phases.  
 
The user testing has proved an invaluable process as changes can be made 
early on, which involves less time and cost. Through testing it has also 
become apparent that some areas may have been too complicated for the 
intended audience. These will have been amended and evolved to meet the 
necessary requirements. 
	  
6.6 Prototype Model 
As the project is in the early stages of prototyping, a model for Cooking Code 
has been constructed to ensure that prototyping continues and all necessary 
feedback is reviewed and acted upon when and where necessary. By 
adhering to this model it is contemplated that through each stage of building 
there will be many more changes. This may mean that the final product will be 
different to the one seen in the first prototype stage.	  
	  

	  
	  
 
 
 
 
 
 
 
 
 
 
 
 

Figure	  23:	  Cooking	  Code’s	  Prototype	  Model	  
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Section 7 – Summary 
 
This section will look at any problems incurred, potential problems, a SMART 
summary of the project and further research required. 
 
7.1 Problems Incurred in the Initial Stages 

• Project Name 
Already, from feedback the project name has changed three times due 
to unforeseen circumstances. This has meant time has been spent 
designing logos, schedules and all the associated stationary. 
 

• Technology Costs 
Using new technologies such as the Raspberry Pi, the Makey Makey 
Board and the Leap Motion have already pushed costs up, and until 
any commercial deal for the technology purchases can be reached, 
these will continue to be above the budgeted cost; hiring equipment 
may become an option. 
 

• Disclosure and Barring Service (DBS) 
To do testing in schools a DBS certificate is required with current 
applications taking three months. Although I possess a Criminal 
Record Bureau certificate (CRB) the DBS is still required. This will 
delay user testing in the classroom environment. 
 

7.2 Possible Future Setbacks 
• Learning New Technologies 

Each new technology that is released may take time to learn in-house 
before it can be used within Cooking Code projects. This also applies 
to updated technologies, as certain functions and features may 
change. 
 

• System Updates or Changes 
As many schools have their own in-house computer systems, 
compatibility to certain projects could be an issue. Also, it will be 
imperative to ensure that cooking code products stay compatible with 
software updates; this may have to be managed through the website.  
 

• Supply and Demand 
If Cooking Code does become integrated into a number of schools it 
will be imperative to have equipment suppliers and Cooking Code 
demonstrators already sourced so the process becomes effortless. 
With the latter a franchise system may be looked at. 
 

• School Finance 
Although	  the	  government	  does	  have	  funds	  for	  coding	  lessons,	  finance	  may	  
be	  the	  biggest	  constraint	  for	  schools,	  as	  each	  school	  will	  have	  to	  manage	  
their	  own	  budget.	  	  Individual	  packages	  may	  be	  available	  to	  suit	  the	  
finances	  of	  specific	  schools	  if	  required. 
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7.3 SMART Project Summary  
To ensure all aspects of the proposal for the Cooking Code project have been 
covered the SMART objective model has been used as a final checklist. 
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
Specific – A series of one-hour coding lessons for children aged 5-9 years old 
using four technologies, twenty activity menus and one computing project 
category which are to be performed in ‘cooking style’ classes. 
 
Measurable – A specific one-hour coding class project; produced with all the 
necessary components completed. 
 
Achievable – By creating a single lesson plan with the concept for more in the 
future together with collaboration with some design and coding work the 
project goals should be achieved. 
 
Realistic – Only through extensive research, planning and testing during the 
design and production phases, the project will succeed. 
 
Time Based – Initial classroom testing will be in February 2015 with the 
project completion set for June 2015. 
	  
7.4 Further Research 

• Attend events such as Raspberry Jams, events for coding with the 
Raspberry Pi. 

• Join forums that discuss new technologies. 
• Read articles relating to children and the use of technology. 

	  
 
 
 
 
 
 
 
 
 
 

4&20	  PiBake	  

SpeciZic	  
Measurable	  
Achievable	  
Realistic	  
Time	  Based	  
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