
 

PROJECT BRIEF: Five-Minute Recipes 

Objective 

Allow users to select from among several options for quick meals, then follow step-by-step 
directions to prepare the selected meal 

Context 

Making a meal can be difficult in today’s busy world. To help solve this problem, we’ll design 
and deploy an Alexa skill that allows users to browse several recipes, then select one and have 
Alexa assist with the meal preparation. Some questions to consider as you design your skill: 
 

● How do people generally search for recipes or recipe inspiration? 
● How will users navigate the available recipes without visuals? 
● Is there a particular audience for the skill? How will you account for cultural 

considerations in meal preparation? 
● How do people prefer receiving directions for meal preparation? 

 
The goal of this project is to illustrate the voice design process from start to finish within the 
context of building an Alexa skill. In the following sections, we’ll look at the design criteria and 
basic requirements for your recipe app. 

The 5 W’s of Five-Minute Recipes 
Who: Anyone who’s interested in quick meal preparation, who wishes for recipe inspiration, and 
who’s comfortable browsing with and using voice technology. You may wish to target a 
subgroup of young professionals ages 18-35, who may want to create a small, simple meal for 
themselves. 
 
What: A digital recipe book of short recipes with preparation directions, available as an Amazon 
Alexa skill. 
 
When: Your users will use this app to prepare small meals or snacks throughout the day. 
 
Where: Your users will use this app at home when preparing meals, but may also access it on 
the run. For example, they might load it up at the grocery store when thinking about what 
ingredients they need. 
 
Why: To help your users decide on and prepare quick, simple meals. 



 

Design Criteria 

Everyone wants an application to be “fast, simple, and intuitive,” but without well-defined design 
criteria, these are simply adjectives that provide little information about an intended user 
experience. As designers, it’s important to have criteria and constraints to work with. Constraints 
actually encourage creativity. Here are some basic guidelines for your project:  

Design for a specific circumstance: Imagine someone using your skill in a specific 
circumstance. For example, a young, single office worker may return home at the end of the day 
feeling worn out but still needing to prepare a meal. Or, a busy parent may want to throw 
together a quick snack or small meal for a hungry child. These are just a few ideas. Come up 
with your own scenario and bring it to life to help you make good design decisions. 

Have fun: Meals should be fun and comforting rather than a source of stress. Remember to 
keep the tone lighthearted and informative. 

Help people make choices: Deciding on a meal shouldn’t be difficult. Help your users narrow 
down their options and select something that suits them. 

Give people clear directions: These quick recipes should help users prepare something in a 
straightforward way that doesn’t take much of their time. Make sure you provide them with clear 
directions in a format that works for someone knee-deep in (possibly messy) ingredients. 

We’ll be working on the following deliverables related to this skill: 
● User persona 
● User flows 
● Scripts 
● Skill code 
● Iterations on user flows to account for repeated interactions 

Basic App Feature Requirements  

Your skill should have the following features. These requirements are meant to give you a 
starting point, but note that you have some flexibility when it comes to meeting them, so feel 
free to exercise a little creativity. Remember, you’ll be using a code template to create the skill, 
so make sure you’re comfortable implementing any choices you make beyond the basic 
requirements. 
 
Make sure your skill contains the following: 

● At least 10 different recipes with at least 3 steps each 
● Breakfast, lunch, dinner, and snack recipe buckets 
● The ability to have Alexa select a recipe for a user 
● The ability to ask for a different recipe if the user doesn’t like a suggestion 
● Confirmation for the chosen recipe 



 

● A strategy for dealing with users who miss a preparation step or need something 
repeated 

● A way to check whether your user is ready to move on to the next step 
● A response for an unsupported utterance 
● A custom help message relevant to your skill 

 

Skill Code 
Let’s take a look at the skill template to see how it works. 
 

● To look at the code with numbered lines for better readability, use this link: Five-Minute 
Recipes with line numbers.  

● When you copy-paste it into the AWS Lambda interface, use this link: Five-Minute 
Recipes text version for copy-pasting. 

 
Let’s look at the numbered version for clarity. 
 
The top of the file looks familiar to what we saw already in Haiku Reader with the help, stop, and 
cancel messages followed by some other constants.  
 

 
 
We’ve left some example text in each field to give you a sense of what it’s for. You’ll need to 
update these examples with your own text. 
 
When a user opens the skill, CHOOSE_TYPE_MESSAGE will play and ask the user to choose 
a type of recipe. Underneath, you’ll see a reprompt message and an error message for an 
unsupported meal type. 

https://github.com/CareerFoundry/alexa-skill-recipes/blob/master/src/index.js
https://raw.githubusercontent.com/CareerFoundry/alexa-skill-recipes/master/src/index.js
https://github.com/CareerFoundry/alexa-skill-recipes/blob/master/src/index.js
https://raw.githubusercontent.com/CareerFoundry/alexa-skill-recipes/master/src/index.js


 

 
Once a user selects a meal type, the skill will pull a random recipe from the bucket of recipes 
you’ll create. Then, the SUGGEST_RECIPE message will play to see if the user would like to 
hear that recipe. If the user says no, the skill will select another recipe and play the message 
again. If the user says yes, the skill will play the recipe directions. If the user says something 
other than yes or no, the MISUNDERSTOOD_RECIPE_ANSWER will play. 
 
For the first line of any recipe, the skill will read the FIRST_TIME_INSTRUCTIONS message to 
let the user know that they can either go to the next line or repeat the line of directions. 
MISUNDERSTOOD_INSTRUCTIONS_ANSWER plays if the user asks for something other 
than the recognized commands within a recipe. CLOSING_MESSAGE plays at the end of the 
recipe. 
 
Let’s take a quick look at how the recipes are set up: 
 

 
 
You can see the different recipe types (breakfast, lunch, dinner, and snack) followed by a group 
of associated recipes. For example, located somewhat untraditionally under the breakfast 
bucket is a “P B and J” recipe followed by a “Cereal” recipe. Recipes have a name and a set of 
instructions. Just like with your Haiku Reader skill, you’ll see that each line of instructions is 
separated by a comma until you hit the last line of the recipe. 
 
Each group of instructions is enclosed by square brackets [ ], and each complete recipe entry is 
enclosed by curly braces { }. The complete recipe is offset from the next complete recipe entry 
by a comma. 
 



 

Again, pay close attention to the brackets, parentheses, and punctuation when you insert your 
own recipes. We recommend copy-pasting an existing recipe several times (making sure you 
get the whole thing, from curly brace to curly brace + comma) within a meal type bucket and 
then replacing the text with your own recipes. Have fun writing out your favorite recipes! 

Directions for Building This Skill  
You should be able to follow the same basic setup directions you used to create Skill 1, Haiku 
Reader. However, this skill is more complex in that it contains multiple intents as well as slots. 
For specific directions on how to deal with these, read on. 
 

1. Set up your intents. 
 
Look at the skill code template carefully in the section under “Execution Code.” You’ll 
see that there are multiple intents (all named  _______Intent). Some of these have 
“AMAZON.” at the beginning, such as the AMAZON.HelpIntent. These are the same 
built-in intents from your last skill. You’ll see they’re already included in your intents 
model, so you don’t need to add them. 
 

 
 
You will, however, need to add and create utterances for all of the custom intents in the 
skill template. These include: 
 

● ChooseTypeIntent: lets a user choose what type of meal they’d like to make 
○ Example utterance: read me a {mealType} recipe 

 
● InstructionsIntent: provides the recipe instructions and repeats steps if 

necessary 
○ Example utterances: repeat, one more time please 



 

 
● NextStepIntent: goes to the next step in a recipe 

○ Example utterances: next step, okay 
 

● YesIntent: allows a user to confirm a choice 
○ Example utterances: yes, yep, okay 

 
● NoIntent: allows a user to disconfirm a choice 

○ Example utterances: no, nope, nah 
 

Don’t worry about utterances for ChooseTypeIntent yet. You can, however, start filling in 
utterances for the other intents. You’ll create some ChooseTypeIntent utterances after 
you’ve added a slot. 
 
2. Add the slot type. 
 
ChooseTypeIntent also uses slots to select a meal type. Let’s add our new slot type. 

 
In the Slots editor, you’ll want to add the new slot type, LIST_OF_MEALTYPES. Click 
“Create Slot Type.” 
 
 

 



 

Then, list the values for your slot type. You add these in the same way you add 
utterances, by hitting enter or the ‘+’ sign for each slot type you type. These are: 
 

● breakfast 
● lunch 
● dinner 
● snack 

 

 
 
 
 
3. Now, go back to your ChooseTypeIntent and add an Intent Slot called mealType. 

 

 
 
Right under mealType, click the down arrow to choose a slot type. Then, select 
LIST_OF_MEALTYPES. This connects the variable mealType with the list of possible slot 
values that we made (LIST_OF_MEALTYPES). This means that when mealType is used in the 
code, any of the values on the LIST_OF_MEALTYPES can be used. If you wanted to add a 
dessert value, for example, you’d add it to LIST_OF_MEALTYPES, then add a corresponding 
bucket of recipes in the code. 
 



 

 
 

 
4. Add utterances for ChooseTypeIntent. 

Your utterances need to include the slot, indicated in curly braces. Here are some 
examples of utterances: 
 

● {mealType} 
● I want to eat {mealType} 
● Give me a {mealType} recipe 

 
In the first one, the user is simply saying “Lunch” or “Breakfast.” The second utterance 
would equate to the user saying something like “I want to eat dinner” or “I want to eat 
lunch” and so on. 
 
When you type the first curly brace in the sample utterances box, the editor will pull up a 
list of slot types you can choose from. Select mealType, then finish typing your 
utterance. 



 

 

 
 
Your list should look something like: 

 
 
Keep adding utterances until you’re satisfied you’ve thought of all the ways your users 
will interact with the intent. 

 
 


