
Beat the Bot Script ( for iSpring) 

Gamified ATS‑Beating Course for Instructional Design Job Seekers 

 

⭐ LEVEL 0 — THE BRIEFING 

CATEGORY SCRIPT DETAILS 

Type Informative + Video 

Objective Introduce ATS “Firewall” concept, mission, and baseline Match Score (15%). 

Content Header: Mission Briefing: Operation Green Zone 

Paragraph: “Operative, 75% of resumes fail before a human review. Your goal: reach the 

Green Zone (85%+ Match Score).” 

MP4 intro animation 

Button: Accept Mission 

Programming Standard iSpring button → next slide 

Variables meter_score = 15 
mission_status = accepted 

Narration  

Interactivity Click Accept Mission → advances to Level 1 

Accessibility Closed captions 

Alt text for MP4 

Media/Assets “Access Denied” SFX, MP4 intro 

 

⭐ LEVEL 1 — THE GLITCH 

CATEGORY SCRIPT DETAILS 



Type Exploratory Slider 

Objective Show why generic inputs fail. 

Content Title: “The Glitch” 

Text: “Generic Input Detected” 

Slider: “How I Typically Describe My Experience…” 

Pop‑ups trigger: “Too vague”, “Still generic”, “ATS cannot interpret.” 

Programming Slider with pop‑up tooltips 

Variables glitch_triggered = true 

Narration “Diagnostics: Your input lacks context. Persona installation required.” 

Interactivity Move slider → unlock Continue 

Accessibility Alt text for slider 

Pop‑up text accessible 

Media/Assets Red error overlay, glitch SFX 

 

⭐ LEVEL 2 — SYSTEM UPGRADE 

CATEGORY SCRIPT DETAILS 

Type Informative + Video Demo 

Objective Demonstrate Persona Prompt (“Golden Prompt”) impact. 

Content MP4 screen capture: pasting Persona Prompt into AI tool and showing quality shift 

Diagram: Persona Prompt structure 

Programming Simple video embed 

Variables persona_demo_viewed = true 

Narration “Observe the upgrade. This Source Code transforms raw inputs into expert outputs.” 

Interactivity Lightbox image (diagram) opens on click 



Accessibility Alt text for diagram 

CC for video 

Media/Assets MP4 demo + prompt diagram 

 

⭐ LEVEL 3 — EQUIP PHASE 

CATEGORY SCRIPT DETAILS 

Type Practical Application 

Objective Learner copies and initializes Persona Prompt in their AI tool. 

Content Full Persona Prompt text 

Button: Copy Prompt 

Checkbox: “I have initialized my Agent.” 

Programming In iSpring: use “Copy text” interaction or standard button note 

Variables agent_initialized = true once checkbox selected 

Narration “Install the firmware. Your AI Agent activates once the Source Code is loaded.” 

Interactivity Copy prompt → check confirmation box 

Accessibility Prompt provided as selectable on‑screen text 

Checkbox labeled 

Media/Assets Source_Code.txt icon graphic 

 

⭐ LEVEL 4 — ENEMY INTEL 

CATEGORY SCRIPT DETAILS 

Type Animated Demo 



Objective Show Job Description scan + keyword extraction. 

Content Animation: JD → scanned → glowing keywords (ADDIE, SME, Stakeholder, etc.) 

Text: “Keywords = Hidden Answer Key” 

Programming Simple animation embed 

Variables intel_viewed = true 

Narration “Scanning target. Keywords detected. These terms power your optimization cycle.” 

Interactivity Click hotspot: “What are keywords?” → text overlay 

Accessibility Alt text describing animation 

Media/Assets JD scan animation 

 

⭐ LEVEL 5 — THE GAP ANALYSIS 

CATEGORY SCRIPT DETAILS 

Type Form Entry 

Objective Learner obtains baseline Match Score using their AI Agent. 

Content Download: Target_Job_Description.pdf 

Text field: “Enter your current Match Score (%)” 

Programming Text entry + feedback slide 

Variables meter_score = (user value) 

Narration “Enter diagnostic results. Your baseline determines your optimization path.” 

Interactivity User types score → feedback: Red (<50), Yellow (50–70), Yellow‑High (70–84) 

Accessibility All text fields labeled 

Media/Assets JD PDF 



 

⭐ LEVEL 6 — WEAPON CALIBRATION 

CATEGORY SCRIPT DETAILS 

Type Compare/Contrast 

Objective Demonstrate XYZ Resume Bullet Formula. 

Content Lightbox pop‑up: “XYZ Cheat Sheet” 

Side‑by‑side examples: weak vs. optimized bullet 

Programming Standard iSpring interaction: “Comparison” 

Variables xyz_demo_viewed = true 

Narration “Observe: XYZ Formula adds scope, scale, and result—amplifying impact.” 

Interactivity Click to reveal improved bullet 

Accessibility Alt text for cheat sheet 

Media/Assets XYZ cheat sheet PDF 

 

⭐ LEVEL 7 — TARGET PRACTICE 

CATEGORY SCRIPT DETAILS 

Type Practical Application 

Objective Learner rewrites a bullet using XYZ formula. 

Content Input field: “Paste your XYZ-optimized bullet” 

Button: “Self‑Check: Does your bullet include a metric?” 

Programming Simple conditional feedback 

Variables xyz_completed = true 



Narration “Apply your targeting sequence. Metrics power your Match Score.” 

Interactivity Input field + Yes/No self‑check 

Accessibility All forms labeled 

Media/Assets XYZ PDF inventory card 

 

⭐ LEVEL 8 — THE PERFECT RUN 

CATEGORY SCRIPT DETAILS 

Type Informational Video 

Objective Show full optimization cycle in fast‑motion. 

Content 60‑second montage video: JD → Scan → Rewrite → Apply → Interview request 

Programming Video embed 

Variables perfect_run_seen = true 

Narration Upbeat: “Observe expert execution. This is the Green Zone lifecycle.” 

Interactivity None (view only) 

Accessibility CC required 

Media/Assets Fast‑forward MP4, heist‑style soundtrack 

 

⭐ LEVEL 9 — HIGH SCORE CHALLENGE 

CATEGORY SCRIPT DETAILS 

Type Guided Application + Timer 



Objective Rewrite a Professional Summary to reach 85%+ Match Score. 

Content Download: Messy_Teacher_Resume.docx 

Timer: 5:00 countdown (iSpring’s timer quiz slide) 

Slider: “Slide to your final Match Score” 

Programming Quiz timer + slider 

Variables If slider >85 → meter_score = 85 and green_zone = true 

Narration “Push your optimization. Hit the threshold: 85%+.” 

Interactivity Slider determines success message 

Accessibility Timer described for screen readers 

Media/Assets Success SFX, Green Zone graphic 

 

⭐ LEVEL 10 — THE BOSS BATTLE 

CATEGORY SCRIPT DETAILS 

Type Simulation Practice 

Objective Deliver STAR‑structured answer within time limit. 

Content Visual: “Incoming Call” boss screen 

Button: Generate Threat → Learner uses AI Agent to get a behavioral question 

Timer: 2:00 countdown 

Checkbox: “The Bot gave me PASS.” 

Programming Timer quiz slide + confirmation checkbox 

Variables boss_defeated = true if checkbox marked 

Narration “This is the Final Gatekeeper. Respond using STAR structure. Begin.” 

Interactivity User simulates answer + confirms PASS 

Accessibility Alt text for incoming call interface 



Media/Assets STAR Manual PDF, intense music, “Boss Defeated” animation 

 

⭐ LEVEL 11 — EXTRACTION 

CATEGORY SCRIPT DETAILS 

Type Wrap‑Up + Download 

Objective Export all assets + confirm persistent AI Agent link. 

Content Visual: “Access Granted. System Log Out.” 

Download: Loot Bag ZIP (all PDFs) 

Text field: “Paste link to your saved AI Career Agent chat.” 

Programming Standard download link + text entry 

Variables course_completed = true 

Narration “Operative, extraction complete. You are cleared for deployment.” 

Interactivity Learner pastes link as exit ticket 

Accessibility Alt text for final screen 

Media/Assets ZIP bundle, final system audio 
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