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An online platform for creating interactive, animated presentations and gamified
content (quizzes, infographics, escape-rooms) without coding.

URL / Access: hitps://genially.com/

»

Multilingual support: The Genially website and templates support multiple
languages; the interface is available in English and other major languages.

Technical requirements: Web browser (desktop, tablet) with internet connection;
no special installation required.

Adaptations for SLD users: Use clear visuals + audio narrafion + minimal text on
each slide to support learners with specific learning differences (SLD)

Cost and access:
¢ Price: Freemium - free plan available.
¢ Free plan limits: Some advanced templates, features or branding removal
may require paid plan (not always fully disclosed).
e Account required? Yes
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STEP 1:
Sign up for a free account on Genially and log in.

STEP 2:
Choose a template suited to an escape-game flow (e.g., “Escape Game” or
“Gamification” category) from the template gallery.

STEP 3:
Customize the slides/pages: add your game rooms, clues, hotspots (clickable
areaqs), fimers, and interactive buttons.

STEP 4:
Insert media: images, audio, short video clips, animations to enrich the clue
presentation.

STEP 5:
Set interactivity: for example, when a player clicks a hotspot a pop-up
appears with a riddle, or a button advances to the next room.

STEP 6:
Add a “reflection” slide or final debrief page where participants enter a
code or answer a question to finish the game.

STEP 7:
Publish the Genially and share the URL/link with players (or embed it in your
LMS or training platform).

STEP 8:
Use the analytics or built-in feedback widgets (if needed) to check how
parficipants interacted.
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:.() EXAMPLES OF VISUAL

Name Possible Use
Lock Icon Indicates a locked object or puzzle
Key lcons Represents a reward or solution
Map Icon Shows navigation or room progression
Magnifying glass Used for hidden clues
Warning symbol Signals a challenge or risk

:.0 EXAMPLES OF ANIMATIONS

Name Possible Use
Fade in Reveal clues gradually
Zoom Focus attention on an object
Bounce Highlight clickable elements
Slide Simulate door or drawer movement
Loop animation Indicate interactive objects
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