
Experimenting well
A guide to following your hunches, and testing your ideas



1. PRACTICAL  
Action-oriented and working with your real 
customer 

2. CHEAP 
What can you do for the smallest budget / 
resource possible? 

3. VALUABLE 
What is worth spending our time learning 
about? 

4. MEASURABLE 
We must be able to track what we’re learning 
and use the data accordingly 

5. SIMPLE 
It doesn’t require many people or complicated 
tech

EXPERIMENTS SHOULD BE...

In the early stages of exploring a complex problem, we 
don't know what we don't know!  

This is where 'being playful' really counts. Holding our ideas 
lightly and being deliberately provocative - designing 
experiments that will provoke reactions that help get us to 
the right insight - the right questions to ask 

Testing / experimenting with our hypotheses (the things 
that need to be true for our ideas to work) means we de-risk 
our activity, and have a greater chance of getting it 'right' 
the first time. 

With many ideas to explore, experimenting will allow you to 
see what ideas might be worth the effort that they cost.

Why experiment?



Start by 
generating  
hypotheses

Before creating experiments, you should create testable 
hypotheses. A hypothesis says, “I think by doing this, it will 
cause this effect.” So, based on your results, you should be able 
to say “this is true” or “this is false.” It is used as a starting point 
for further investigation. 

Use the personas and topic guides to inform your hypotheses
—these will allow you to make an informed guess to the 
things we can do and the effects that will be likely to have on 
the user. 

Try using a set structure to generate hypotheses. E.g: 

“If we ______, 
then users will be more likely to ________” 

Everything that follows the “if” statement must be feasible. 
Everything that follows the “then” statement must be 
measurable.



             BE PLAYFUL 

Whatever the best answer is, it doesn't exist yet, we 
need to test lots of ideas to find it.  

Holding ideas lightly will allow people and data to 
show us where our ideas are strong and where they’re 
weak - so that we can try new approaches, and learn 
how to make them better. 

We won’t get things right the first time, making it 
important to create space to be playful, and try and 
try again.  

Getting the most from experimenting

              BE OPEN MINDED 

At the start, we never know enough about the solution 
to intrinsically know which ideas will succeed and which 
will fail, so it's important to be open to possibilities.  

The opposite example, is something we've all been told 
(or said ourselves) - 'Trust me, that's never going to work'.  
 
We must never shut down ideas before they've had a 
chance to develop - instead be open and curious so we 
can continually learn and break out of ‘business as usual’. 



Examples of early, generative experiments

Could you design a simple website on e.g. 
Squarespace that has a landing page and 
a signup box?, and then phone the people 
who registered to have a conversation 
about what they liked?

PROTOTYPES POSTERS FLYERS
Could you create a poster and stick it the 
canteen (or digital equivalent!), and talk to 
anyone who pauses to look at it?

Could you design a flyer and attach it to 
an email, then phone the person for a 
chat?

Could you hold a lunchtime session where 
you show people a YouTube video about a 
subject you're researching - what did they 
think?

FOCUS GROUP INTERVIEWS SURVEYS
Could you have a short call with five 
people to ask them what they think of 
three different versions of an idea to see 
which they think is most interesting?

Could you create a simple survey asking 
showing people three example designs 
and asking them about their preferences?



We believe that working with agility gives you the 
freedom to easily create and evolve things, together.  

Experimenting as a team is a great opportunity to start 
working with agility. 

Challenge yourselves to work at a fast pace, using a 2-
week sprint structure to govern the time you spend 
making, testing, and managing: 
• Decide on the jobs to be done in sprint planning 
• Spend the first part of the sprint (or longer for high effort 

experiments) setting up your experiment, and the second part 
running the test itself.  

• Share your learnings at sprint demos 
• Keep each other updated through daily stand ups 
• Learn from each others’ experiences through sprint 

retrospectives

How to experiment 
as a team



Two weeks in the life of a sprint



We love experiments

founders@andus.co

If you’ve got a great idea or want to see how you can start experimenting with your team,  
get in contact, we’d love to help!

mailto:founders@andus.co

