
Why? Setting up an open source canvas is good. Testing its hypothesis 
mitigates risks and avoid failures of your offering, which is even better

When? When you want to enter the market and reach out to your 
potential users

What? An actionable plan to test all the previously defined business 
hypotheses/assumptions early on

Workshop 5 - Testing your Solution

Everything that doesn't lead to validated 
learning is waste 

(Inspired by Lean from Toyota and 
material waste)

STEP 1 - SET YOUR HYPOTHESIS
Extract your Assumptions and Hypothesis from your 
Open Source Canvas and select one from each 
section: Feasibility, Desirability and Viability

1. Hypothesis Definition
STEP 2 - CREATE A FULL HYPOTHESIS
Once you know what you want to test you need to define it and relate 
to it to the previous workshops by taking different key elements. 
Use the Bullshit Detector to create your final hypothesis

STEP 3 - FIND THE RIGHT EXPERIMENT
You have your 3 hypothesis set. Now you need to understand how to test 
and validate them (or not). Check the Experiment Library to see, given the 
type of hypothesis, which experiment could fit best.

Since we have observed that
[Pain of Customer]/[Problem of your product]

By
[Analytical tool]

We want to
[Solution]

for
[Customer Segment]

which should lead to
[Gain creator/Pain Reliever]

and the effect will be measured by
[KPI(s) or metrics that will change]

Hypothesis 
Creator

1 - Find the right information from 
previous workshops

2 - Structure your 
hypothesis

3 - Paste your Final 
Hypothesis

Note that:
-> There's no right answer it only depends on your product and the 
capacity to apply those experiments
-> There's the theory (Experiment Picker + Library) and there's the reality 
of the tools available given your budget and knowledge of those tools. 
Test fast.

Validation Experiments - No-​Code Toolkit
Build with those tools your first experiments and confront in a few days your 
product idea

Website Builder

DatabaseApp BuildersForm Builder

Organisation Automation

We observed that:

- A majority of educators indicated 
that cost-​effectiveness and ease of 
use are their primary factors when 
selecting educational tools.
- There was a strong interest in 
having more structured lesson plans 
and curriculum integration support.
- There's a moderate awareness of 
Arduino's capabilities beyond basic 
electronics, such as IoT and robotics 
applications in the classroom.

From that we learned that:

Therefore, we will:

- Develop and distribute a series of affordable, easy-​to-​implement Arduino kits 
tailored to educational settings, together with lesson plans.
- Launch an online portal specifically for educators, with downloadable resources, 
best practices, and opportunities for professional development.
- Create a campaign to promote Arduino's advanced applications possibilities.

- A cost-​effective educational tool is resonating well with educators.
- There is an opportunity to increase Arduino's desirability by providing more 
educational resources and structured curricula.
- Educators are interested in advanced applications of Arduino, suggesting a 
potential area for expanding Arduino’s educational content.

4. ANALYSIS

Time of Experiment

3. TESTING SEQUENCE

KPIs
2. EXPERIMENT1. HYPOTHESIS

Copy/paste here the 3-5 
hypothesis selected

How will you test this 
hypothesis? It should easy to set 

up and quite cheap

Select carefully 2-3 KPIs to 
measure the impact of the 

experiment

Enter the period you want to 
be undergoing this experiment

Insight following 
experiment

Observations + Metrics

We observed that:

- High rate of sign-​ups for more 
information, especially from 
educators and DIY hobbyists.
- The tutorial video embedded on the 
landing page was the most 
interacted-​with element, suggesting 
a high interest in learning.
- Users spent time on sections of the 
page that outlined beginner-​friendly 
project examples and educational 
applications.

From that we learned that:

Therefore, we will:

- Develop a new user onboarding experience that includes more visual learning 
tools and easy-​to-​start projects from different fields.
- Produce additional video content that guides new users through their first 
project from unboxing to completion.
- Highlight practical applications of Arduino on the main website and in marketing 
materials to capture the interest demonstrated in the landing page analytics

- There is a strong interest in Arduino products that are perceived as accessible 
and beginner-​friendly.
- Visual learning aids are appreciated.
- Users are looking for immediate ideas and inspiration for using the product in a 
wide range of practical applications.

We observed that:

- The campaign reached its funding 
goal within the first few weeks, with a 
significant number of backers being 
educators and institutions.
- Backer engagement was highest 
with updates that included project 
ideas and educational applications.
- Post-​campaign surveys indicated a 
strong interest in using Arduino for 
classroom learning and independent 
projects.

From that we learned that:

Therefore, we will:

- Focus on developing additional educational materials and project kits 
to accompany the Arduino board. 
- Consider using crowdfunding for future product launches to validate 
market interest and secure initial funding.
- Engage with the backer community for feedback and collaboration on 
the development of educational programs and project ideas.

- Strong market demand for products  aimed at educators and makers.
- Educational content and project ideas are key factors driving interest and backing 
for the product.
- Crowdfunding can be an effective way to gain market interest and fund new 
Arduino product developments.

2. Field Test
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Since we have observed the need for sustainable revenue streams to support the ongoing development 
and community engagement of an open-​source electronics platform,

By leveraging adoption criteria such as community growth, contributions, educational penetration, project 
diversity, brand recognition, and implementing revenue streams from hardware sales, certification programs,

and educational content,
We want to create a self-​sustaining business model that allows for continuous innovation and community 

support,
For the global open-​source electronics community, including DIY enthusiasts, educators, students, and 

professional developers,
Which should lead to increased brand loyalty, community contributions, and adoption in educational 

settings,
And the effect will be measured by the rate of community growth, the volume and quality of community 

contributions, the number of educational institutions adopting Arduino, the diversity of projects utilizing 
Arduino, and overall brand recognition in the maker and educational markets, as well as by hardware sales 

revenue, the number of certifications issued, licensed manufacturing partnerships established, and 
educational content sales.

Sustainable 
Growth Through 

Community  
Engagement and 

diversified 
revenue streams

Need for user-​
friendly and 
affordable 
electronics 

development 
platform

Since we have observed that DIY hobbyists, scientists, educators, as well as 
artists and designers require user-​friendly tools to engage with electronics and 

programming,
By providing an open-​source platform that lowers the technical barriers and 

supports diverse project creation,
We want to empower a broad user base to innovate and educate using Arduino,
For the inclusive customer segments of educators, students, scientists, hobbyists, 

artists, and designers,
Which should lead to Arduino being actively used in a wide array of contexts, 

from classrooms and labs to studios and workshops,
And the effect will be measured by the diversity of projects shared in the 

community, the breadth of Arduino workshops across different fields, and the 
uptake of Arduino in educational curricula.

Feasibility
Can we 

deliver it?

Viability
What is it 

worth?

Desirability
Do users 
want it?

Platform's ability 
to be used across 

different 
disciplines and 
user skill levels 

Since we have observed that there is a need for accessible and user-​friendly 
platforms for electronics innovation,

By offering Arduino as an open-​source platform with an emphasis on community 
support and ease of use,

We want to appeal to the educational sector and the broader maker community,
For students, educators, and electronics hobbyists,

Which should lead to Arduino being adopted as a preferred tool for teaching 
STEM and personal electronics projects,

And the effect will be measured by the number of educational institutions 
adopting Arduino, the increase in community project submissions, and the 

volume of Arduino kits sold to educational entities.
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Survey to collect 
direct feedback 

from educators and 
students to assess 
the desirability of 

Arduino in an 
educational context.

- Response rate to the survey.
- Percentage of respondents who
express a high interest in using 

Arduino for educational 
purposes.

- Number of actionable insights 
gathered to improve Arduino’s 

educational offerings.

2-​month period (1 
month for survey 
distribution and 
collection, and 1 

month for analysis 
and reporting).

Crowdfunding 
campaign

Landing Page 
(showcasing 

Arduino's 
features)

- Conversion rate: The percentage of 
visitors who express interest through 

sign-​ups or inquiries.
- User engagement: Time spent on the 
page and interaction with content (e.g., 
downloads of informational PDFs, views 

of tutorial videos).
- Feedback quality: Insights gathered 

from an embedded feedback form on the
page.

Total: 3.5 months
Landing page will be 

live for 2-​months
Preparation: 2 weeks
Data collection and 
analysis: 1 month 

collection and analysis.

- Total funds raised compared to the 
campaign goal.

- Number of backers and average pledge 
amount.

- Number of educational institutions and 
teachers participating.

- Post-​campaign surveys to measure 
backers' intentions to use the board in 

educational or project settings.

Total: 4 months
Campaign active for 2-​

months
Preparation: 1 month

Post-​campaign analysis
and surveys: 1 month
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