
Outlines of Microlessons 2 and 3 for [client] 

Based on learning architecture developed in Analysis of [client’s] Learning Plan 

Prepared for: [Client] 

Created by: Amy Chamberlain 

 

MICROLESSON 2 STORYBOARD 
 

Lesson Title: Routine 1: The 60-Second Walkaround 

Length: 3–5 minutes 

Format: Rise lesson + Storyline sorting activity 

Based on: Client micro-cycle “Experience → Reflect → Understand → Act” 

 

Page 1: Title Page  
Type: Rise Cover Page 

Title: Routine 1: The 60-Second Walkaround 

 

Subtitle: A one-minute habit that can save your whole shift. 

 

Visual: 

• Clean van exterior image 

• Optional subtle animation/entrance fade 

Developer Notes: 

• Keep text minimal 

• Include Service Club Academy branding 

Page 2: Experience  
Type: Rise: Text + Image or Short 12–15 sec AI-avatar video 

 

Title: A Small Misstep Can Become a Big Problem 

 

Narrative: 

“It’s 7:58 AM. A driver starts the van and pulls out without a walkaround. Later, she spots a 

scrape spotted on the nearside panel, but no one knows when it happened. Now it’s a dispute, a 

repair bill, rerouting, customer messages, and admin hours. A one-minute walkaround would 

have prevented all of it.” 

 

Visual: 

Photo of a van with a panel scrape 

Or b-roll of busy depot with subtle damage highlight 

 



Audio (optional): 

Light “alert” sound when the scrape is discovered. 

 

Developer Notes: 

Keep story 45–60 words max 

No scrolling needed 

 

Page 3: Reflect 
Type: Rise: Interactive Block (Pick One, Pick Many, or Sorting Cards) 

 

Gamification Element: “Choose the consequence you MOST want to avoid.” 

 

Prompt: “What’s the biggest risk of skipping the walkaround?” 

 

Response Options (all technically correct, but the learner chooses the strongest): 

• Missing fresh damage 

• Disputes about responsibility 

• Slower repairs and delayed routes 

• More work for the other drivers 

• Extra admin time 

 

Feedback (Dynamic): 

If learner picks “Missing fresh damage”: 

“Exactly. Discovering damage late creates confusion and slows everything down.” 

If learner picks “Disputes about responsibility”: 

“Right. Walkarounds make accountability fair, simple, and fast.” 

If learner picks anything else: 

“Correct. All these problems show up when the walkaround is skipped.” 

 

Developer Notes: 

No “wrong” answers 

Use a light sound cue (“ping”) when a card is selected 

Rise’s Sorting Cards or Knowledge Check blocks work well 

(Flexible gamified option: Sort outcomes by severity or drag cards into 'High Risk' and 'Low Risk') 

 

Page 4: Understand  

Type: Rise: Process Block or Steps Block 

 

Title: What the 60-Second Walkaround Is (and Why It Matters) 

 

What it is: A quick 360° inspection before driving. 

 

Why it matters:  



• Captures damage early 

• Reduces disputes 

• Speeds repairs 

• Improves accountability 

• Cuts downtime 

 

How to do it (5 Steps): 

1. Open the nearside door 

2. Walk slowly around the van 

3. Check mirrors and wheel arches 

4. Photograph any new marks 

5. Log and upload clear photos within 30 minutes 

 

Visual: 

• 5 icons or numbered steps 

• Optional animated arrow showing 360° path 

 

Developer Notes: 

• Rise “Process” block recommended 

• Keep steps short (under 10 words each) 

 

Page 5: Understand (Contrast Demo) 
Type: Rise: Image Compare Slider OR Side-by-Side Block 

 

Title: Spot the Difference 

 

Left image: Rushed driver taking an unclear photo 

 

Right image: Clear, careful walkaround with well-lit photo 

 

Micro-Interaction Option (Gamified): 

Add a “Find 2 things wrong” prompt: 

• Blurry photo 

• Missing location or scale 

Learners tap hotspots before reveal. 

 

Caption: “Clear, consistent photos speed repairs and prevent disputes.” Note: This caption is 

revealed when the learner finishes the “2 things wrong” interaction. 

 

Developer Notes: 

• Keep comparison focused 

• Ensure mobile-friendly cropping 

 



Page 6: Act (Primary Interaction) 
Type: Storyline: Sorting/Sequencing Game 

 

Gamification Layer: Beat the clock! Sequence the steps correctly in under 20 seconds. 

(Optional — if timer is too stressful, remove.) 

 

Interaction Prompt: 

Put the walkaround steps in the correct order. Can you do it before time runs out? 

 

Tiles to Sort (randomized): 

• Open nearside door 

• Walk 360° slowly 

• Check mirrors and wheel arches 

• Photograph new marks 

• Log damage 

• Upload photos 

 

Correct Sequence: 

1. Open nearside door 

2. Walk 360° slowly 

3. Check mirrors and wheel arches 

4. Photograph new marks 

5. Log damage 

6. Upload photos 

 

Feedback (Success): 

Great job! This one-minute routine prevents surprises and saves hours of repair time. 

 

Feedback (Timeout or Incorrect): 

Almost! Review the steps and try again—this routine gets faster every time. 

 

Developer Notes: 

Include soft “timer bar” or countdown 

Optional visual reward: confetti burst or a simple checkmark animation 

 

Page 7: Summary (Gamified Review) 
Type: Rise: Drag-and-Drop or Sorting Cards 

 

Game: “Real Benefit or Fake Benefit?” 

 

Instructions: 

Sort the REAL benefits of the walkaround from the FAKE ones. You have 60 seconds. 

 



REAL BENEFITS: 

• Takes under one minute 

• Prevents disputes 

• Speeds repair timelines 

• Supports accountability 

• Reduces downtime 

 

FAKE BENEFITS: 

• Helps retain more clients 

• Lets you charge more per delivery 

• Improves gas mileage 

• Guarantees 5-star customer reviews 

 

Final Feedback: 

“Nice work! Even small habits deliver big operational wins. You’re ready for the next routine.” 

 

CTA Button: 

Start Lesson 3: GOAL Reversing Setup 

 

Optional Gamification Enhancements (Only use if they fit inside 5-min timeframe) 

Option A — “Beat the Clock” micro-challenge 

Adds urgency without pressure. 

Option B — Micro-badges 

At the end of each microlesson: 

“Walkaround Warrior” 

“GOAL Master” 

“Door-Safe Driver” 

Badges can accumulate across the module. 

Option C — XP Points (Cumulative) 

Each activity earns points: 

+10 Reflect 

+15 Act activity success 

+5 Summary game 

Rise can simulate XP via progress indicators or “Lesson Complete” messages. 

  



MICROLESSON 3 STORYBOARD 
 

Lesson Title: Routine 2: GOAL Reversing Setup 

Length: 3–5 minutes 

Format: Rise lesson + Storyline branching decision / sorting activity 

Based on: Client micro-cycle “Experience → Reflect → Understand → Act” 

 

Page 1: Title Page (Rise) 
Type: Rise Cover Page 

Title: Routine 2: GOAL Reversing Setup 

Subtitle: Score a GOAL :Stop Damage Before You Roll 

Visual: Van positioned near a tight depot bay / reversing hazard marker. 

Developer Notes: 

• Keep the subtitle punchy — e.g., “Because guessing isn’t a reversing 
strategy.” 

• Subtle delivery: van imagery with hazard lights or tight space signals work 
well visually. 

• Use animation fade-in for title, but keep it simple (no long motion 
sequences). 

 

Page 2: Experience 
Type: Rise: Text and image or short avatar video 

Title: One Bump. Lots of Problems. 

Scenario (from client) 

Paul gets the call every business owner dreads — a van has reversed into a parked car. Rear 

light smashed. Driver shaken. A couple of parcels look like they went a few rounds with a 

forklift. The van is off the road, routes slip, managers scramble, claims pile up, overtime 

creeps, and customers definitely aren’t thrilled. 

Developer Notes: 

Keep story short (45-60 words) 

No scrolling needed 

 

Page 3 — Reflect (Rise interactive prompt) 
Type: Rise: Interactive Block 

Prompt: What are the biggest risks of skipping GOAL before reversing? 



Interaction Format Options 

• Button selection 

• Drag outcomes into ‘High Risk’ vs ‘Lower Risk’ 

• Quick ranked sort 

 

Interaction Options 

• Blind-spot collisions 

• Doors clipping walls or posts 

• Crushed or mis-handled packages 

• Extra stops for other drivers 

• Customer complaints 

• Insurance claims 

 

(Interaction type suggestion – developer chooses one) 

• Drag risk cards into High-Impact / Low-Impact buckets, OR 

• Tap to reveal “hidden consequences” 

Feedback 

Correct: Yes. All of these can happen if you skip GOAL. The biggest risk isn’t a dented van; it’s 

disruption spreading across routes, customers, staff morale, and your time. 
 

Incorrect: GOAL prevents small mistakes from becoming full-day operational headaches. 

 

Page 4 — Understand (Concept Block) 
Type: Rise: Process Block or Steps Block 

Title: The GOAL Reversing Routine 

What it is: 

A pre-movement safety check. Use it before reversing in tight or low-visibility environments. 

Why it matters: 
Most damage happens at slow speeds when drivers assume the area is clear. GOAL 
acts as a reset. It physically forces visibility. 

How it works: 

1. Adjust mirrors (or fold as needed for clearance) 
2. Call a banksman/spotter if space or visibility is limited 
3. Get Out And Look (GOAL): physically confirm the area is clear 
4. Reverse only when the path is checked and confirmed 

Quote: 
“Reversing blind is guessing — GOAL removes the guesswork.” 



(OR “No blind reversing without a banksman.”) 

Visual:  

Recommended Visual Set (3 panels or 3 quick clips): 

Panel 1: “BAD HABIT / INCORRECT” 

Driver reversing without checking — wing mirror shows limited visibility 

Panel 2: “STOP → GET OUT → LOOK” 

Driver exiting vehicle, looking around rear/side clearance 

Panel 3: “GOOD HABIT / CORRECT” 

Driver reversing with banksman visible OR correct positioning after GOAL check 

Alternate option: 

Split image with Incorrect vs. Correct overlay icons. 

 

Developer Notes: 

• Keep text concise; allow visuals to do the teaching 

• Use captions rather than long paragraphs 

• Use contrast imagery to show clear differences between good and bad GOAL-related 

habits 

Interaction suggestion: 

Add a quick tap-to-reveal overlay on the incorrect image: “What’s missing here?” 

On reveal: “GOAL — Get Out And Look” 

Voiceover guidance (if audio used): 

• Calm, directive coaching tone 

• Strong verb start (“Stop. Assess. Look.”) 

Accessibility note: Include alt-text describing correct vs incorrect GOAL execution 

Gamification hook (optional micro-win): Award a small icon or badge labelled “I Don’t 

Reverse Blind” when learners view both correct/incorrect examples 

 

Page 5 — Understand (Contrast Application) 
Type: Rise: Labeled graphic (image with hotspots) OR Process block with image panels 

Title: What Good Reversing Looks Like 

Left Panel (incorrect): 



Driver slowly reversing while staring at the camera display — no GOAL, no spotter. We see a 

blind angle and the van clips an obstacle. 

Right Panel (correct): 

Driver walks to the rear, there’s banksman or spotter assisting, and we see a clean approach 

angle. 

Hotspots/Reveal text examples: 

• Blind spot here = risk of an incident 

• Spotter increases chance of safe clearance 

• GOAL: distances and angles checked BEFORE the wheels move 

Developer Notes: 

Use two contrasting visuals. One should show poor reversing setup (driver stays seated, 

mirrors unchanged), the other should show correct GOAL behaviour (mirror adjustment + 

stepping out to check). Keep captions simple and behaviour-focused. Learners should 

instantly see why GOAL matters before reversing. 

 

Page 6 — Act (Storyline branching decision) 
Type: Storyline: Branching Scenario Activity 

Title: Coach the Driver 
 

Scenario Prompt: 

“A new driver is lining up to reverse into a tight depot bay. You’re coaching them through 

their pre-reverse routine — what happens before the wheels move?” 

Instructions: 

“Choose what you will tell them to do first. Then coach them through the next steps.” 

Branching Flow 

Branch Point 1: First Coaching Instruction 

Choices: 

A. Adjust/fold mirrors for visibility 

B. Begin reversing slowly 

C. Get Out And Look (GOAL) 

D. Call a banksman 

Correct starting choices: A or C 

If learner chooses A → success message → move to next branch 

If learner chooses C → success message → move to next branch 

If learner chooses D → partial success → nudge them to GOAL first 



If learner chooses B → error branch → reinforce GOAL 

Feedback examples: 

✔ Correct route feedback: 

“Yes — visibility comes first. Now before reversing, what else must happen?” 

✖ Incorrect route feedback: 

“Not yet — GOAL comes before any movement. Let’s try again.” 

________________________________________ 

Branch Point 2: Safety Check Step 

Choices: 

A. GOAL — Get Out And Look 

B. Call a banksman if visibility is limited 

C. Start reversing slowly 

Correct answer: A 

Feedback example: 

“Exactly — GOAL clears blind spots and catches hazards sensors can miss.” 

________________________________________ 

Branch Point 3: Final Prep Step 

Choices: 

A. Call a banksman if visibility is tight 

B. Begin reversing 

C. Turn on hazard lights 

Correct answer: A 

Feedback example: 

“Spot on — when visibility is restricted, a banksman isn’t optional.” 

________________________________________ 

Final Feedback Screen 

Message: 

“You just coached the three pre-reverse habits that prevent most low-speed reversing 

incidents: 

• set visibility 

• GOAL 

• get a banksman if needed 



These habits stop incidents before they ever begin.” 

 

Recommended visual flow layout: 

• Static depot bay illustration with a van poised to reverse 

• Hotspots triggered by branching decisions (mirrors, GOAL door, banksman 

position) 

• Icons for: 

o        mirror visibility 

o                    banksman 

o       GOAL action 

Optional reinforcement asset: A 10–15 sec cutaway clip showing: 

• Incorrect approach (driver starts reversing blindly) vs. 

• Correct flow: mirror → GOAL → banksman 

Developer Notes 

• Use Storyline branching slides with 2–3 decision points; each gives short 
feedback + moves forward 

• Only one path leads to completion with all three correct coaching choices 
• Limit each choice text to 1–2 short lines for mobile readability 
• Include GOAL phrasing explicitly at least once in feedback (client emphasis: 

Get Out And Look) 
• Add micro-animation or pulse highlight on mirrors when A is chosen, on 

the van door when GOAL is chosen, and on the banker silhouette when 
banking step is selected 

• Keep timing under 60–75 seconds total to preserve lesson duration 

 

Page 7 — Summary with Gamification (Rise) 
Type: Rise: “Text + Image” block or “Quote card” layout for the recap 

Title: Quick Recap: Nail the GOAL Habit Every Time 

Heading: 

These tiny habits save big headaches. 

Body Copy: 



Good reversing isn’t magic. It’s awareness in motion. When space is tight, GOAL turns 

uncertainty into safety: 

• Set or fold mirrors so you see before you move 

• Call a spotter when visibility is limited 

• Stop and GOAL — Get Out And Look 

Cleaner maneuvers, fewer disputes, fewer claims — and a smoother day for everyone. 

Mini-Gamified Close (10–15 seconds): 

Quick Challenge: Tap the ONE step you most often see skipped. 

(Any choice gets feedback — the goal is reflection, not right/wrong.) 

Feedback: 

“Nice call. Drivers often miss that step, and skipping it is exactly how preventable damage 

sneaks in. Small repetitions build safer habits.” 

Visuals: 

• Simple illustrated “GOAL triangle” graphic 

(Mirrors → Spotter → Get Out and Look) 

or 

• Before/after thumbnail pair: 

Before: van clipped against bollard 

After: driver stopped outside, checking behind 

or 

• Icon row 

Mirror icon | Spotter icon | Footstep icon 

 

Developer Notes 

• Keep visuals consistent with the “clean, iconographic” style used in earlier lessons. 

• Mini challenge should be one-tap selectable (no scoring required) 

• Clicking ANY option should trigger the same reinforcement feedback 

• CTA must advance into the next microlesson (not back to menu) 

• Keep copy tight. Total time not to exceed 45 seconds. 

 

  



MICROLESSON STORYBOARD TEMPLATE: USE THIS TEMPLATE FOR ALL 

PROPOSED MICROLESSONS 
Prepared by Amy Chamberlain  

 

Lesson Title: 

Length: 

Format: 

Micro-cycle: Experience → Reflect → Understand → Act 

 

Page 1: Title Page 

- Lesson title: 

- Subtitle: 

- Image/visual: 

 

Page 2: Experience 

- Short scenario (40–60 words): 

- Optional media (video/image): 

- Desired emotional anchor: 

 

Page 3: Reflect 

- Question prompt: 

- Interaction type (buttons, drag-and-drop, sort, etc.): 

- Possible responses: 

- Feedback or reveal: 

 

Page 4: Understand (Concept) 

- Key concept or behavior: 

- What it is: 

- Why it matters: 



- How it works (3–5 steps): 

- Optional image/diagram: 

 

Page 5: Understand (Application/Contrast) 

- Contrast images or short example: 

- Caption: 

- Key message: 

 

Page 6: Act 

- Interaction type (Storyline recommended): 

- Prompt: 

- Task description: 

- Correct responses: 

- Feedback: 

 

Page 7: Summary 

- Recap bullets: 

- Optional small gamified task: 

- CTA button (Next lesson): 

 

(Repeat template for each micro-lesson) 

 


