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ABSTRACT  ARTICLE INFO 

Genially media, with all its advantages, is one of the reliable alternatives to address the 
challenges of modern education, particularly in creating innovative, enjoyable, and meaningful 
learning experiences for students. This study aims to measure the effectiveness of Genially 
interactive media in improving the presentation skills of fifth-grade elementary school students. 
The method used is quasi-experimental with a one-group pretest-post-test design. Participants 
consisted of 29 students selected through purposive sampling. Data were collected through 
presentation tests before (pretest) and after (post-test) the intervention using Genially over 
three sessions. Data analysis utilized the Shapiro-Wilk test for normality and the Wilcoxon 
Signed-Rank test to measure the significance of improvement. The results showed an average 
increase in presentation scores from 61.21 (pre-test) to 84.48 (post-test) with significance at 
0.001. These findings prove that Genially is effective in improving students' presentation 
competencies, supporting constructivism theory and multimedia-based learning. The 
implications of this study emphasize the importance of integrating digital media into the 
elementary school curriculum. Genially media not only serves as a learning aid but also as an 
effective tool in comprehensively improving presentation skills among elementary school 
students. 
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ABSTRAK 

Media Genially dengan semua keunggulannya menjadi salah satu alternatif yang dapat diandalkan untuk menjawab tantangan 
pendidikan modern, khususnya dalam menciptakan pengalaman belajar yang inovatif, menyenangkan, dan bermakna bagi peserta 
didik. Penelitian ini bertujuan untuk mengukur efektivitas media interaktif Genially dalam meningkatkan kompetensi presentasi peserta 
didik kelas V Sekolah Dasar (SD). Metode yang digunakan adalah quasi-experimental dengan desain one group pretest-posttest. 
Partisipan terdiri dari 29 peserta didik yang dipilih secara purposif. Data dikumpulkan melalui tes presentasi sebelum (pretest) dan 
setelah (posttest) intervensi menggunakan Genially selama tiga pertemuan. Analisis data menggunakan uji Shapiro-Wilk untuk 
normalitas dan uji Wilcoxon Signed-Rank untuk mengukur signifikansi peningkatan. Hasil menunjukkan peningkatan rata-rata skor 
presentasi dari 61,21 (pretest) menjadi 84,48 (posttest) dengan signifikansi 0,001. Temuan ini membuktikan bahwa Genially efektif 
dalam meningkatkan kompetensi presentasi peserta didik, mendukung teori konstruktivisme dan pembelajaran berbasis multimedia. 
Implikasi penelitian ini menekankan pentingnya integrasi media digital dalam kurikulum sekolah dasar. Media Genially tidak hanya 
berperan sebagai alat bantu pembelajaran, tetapi juga sebagai sarana yang efektif dalam meningkatkan keterampilan presentasi secara 
menyeluruh pada peserta didik SD. 
Kata Kunci: Genially; kompetensi presentasi; media interaktif 
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INTRODUCTION 

Presentation skills are one of the essential 21st-century competencies that must be developed by students 

from an early age. Presentations function not only as a medium for delivering information but also as a 

means of strengthening self-confidence, developing critical thinking, and building structured 

communication skills. In the context of Kurikulum Merdeka, which supports the development of both hard 

and soft skills, presentation skills are emphasised as learning outcomes that require students to 

communicate their ideas effectively (Nursianda et al., 2025). Low student engagement with monotonous, 

non-contextual learning media limits students’ ability to explain scientific concepts systematically, 

particularly in science subjects (Sintya & Utami, 2025). This condition is further supported by evidence that 

most teachers rely on lecture-based methods without the use of learning media, resulting in monotonous 

learning processes (Cantika et al., 2022). 

The use of interactive digital learning media, such as Genially, is a viable option for addressing these 

challenges. Genially, as a web-based platform, provides various features, including presentations, posters, 

learning videos, educational games, electronic posters, and other types of interactive teaching materials 

that can be accessed online, thereby making it easier for students to access the learning content (Hermita 

et al., 2022; Rahayu et al., 2023). Genially offers an alternative for addressing the challenges of modern 

education, particularly by creating innovative, enjoyable, and meaningful learning experiences for 

students. Genially plays a highly significant role in facilitating the delivery of learning materials and 

fostering dynamic interaction between students and the learning content (Nurhalifah & Falah, 2021). 

Interactive features such as animations, quizzes, interactive images, and other multimedia elements 

enable teachers to present learning materials with engaging visual displays (Zulaichah et al., 2025).  

Genially facilitates teachers and educators in designing materials that are not only visually engaging but 

also enable students to more easily understand complex concepts through visualisation, animation, 

simulation, and digital interactivity (Rinjani, 2024). The use of Genially-based interactive learning media 

has demonstrated a highly positive impact on the delivery of learning materials and interaction within the 

learning process. As indicated by prior studies, the use of Genially has been shown to significantly increase 

students’ interest in learning, with average scores in the experimental class higher than those in the control 

class. (Dewi & Setiyaningsih, 2024). Furthermore, previous findings emphasise that the use of Genially in 

IPAS learning can enhance students’ critical thinking skills, which are integral to 21st-century 

competencies (Maharani & Nasution, 2025). This media encourages students to be more actively involved 

in the learning process, not only passively receiving information but also interacting, asking questions, 

exploring, and applying knowledge in relevant contexts.  

Other findings indicate that Genially-based learning can significantly improve cognitive learning outcomes 

in the IPA subject (Azizah et al., 2025). The learning interactions facilitated by Genially are dialogical and 

participatory rather than one-way. Students become more actively involved, both in discussion activities, 

simulations, and interactive quizzes available on this platform (Luthfia et al., 2025). This aligns with 

previous findings that Genially media can improve the learning outcomes of grade 10 students in office 

administration (Fadilah & Kusdiyanti, 2023). Not only is Genially effective in face-to-face learning, but it 

has also proven relevant and effective in distance and blended learning. This is reflected in students’ 

positive responses and the significant improvement in learning outcomes. 

Unlike previous studies that examined Genially media in relation to learning outcomes or subject-matter 

mastery, this study focuses on Genially media in relation to the presentation skills of elementary school 

(SD) students. Therefore, this research aims to address this gap by empirically evaluating how the use of 

Genially can holistically improve elementary school students' presentation skills, while accounting for 

diverse learning needs and characteristics. The research problems are formulated as follows: (1) how 

https://doi.org/10.64014/jik.v22i4.142


Inovasi Kurikulum - p-ISSN 1829-6750 & e-ISSN 2798-1363 
Volume 22 No 4 (2025) 2161-2172 

 

 

2163 
https://doi.org/10.64014/jik.v22i4.142  

effective is interactive Genially media in improving the presentation competence of elementary school 

students, and (2) whether there is a significant improvement in aspects of logical delivery, material 

organisation, and communication effectiveness after the learning intervention using this media. The 

purpose of this study is to empirically examine and analyse the effectiveness of using Genially in 

presentation learning. This research is expected to provide data-based recommendations for 

implementing interactive digital media in elementary education. 

 

LITERATURE REVIEW 

Presentation Skills as 21st Century Skills 

Presentation skills refer to an individual’s ability to convey information to others. The implementation of 

presentations typically involves the use of supporting media to facilitate audience understanding of the 

information (Fahrudin & Pamungkas, 2022). Presentation support media can include Genially, PowerPoint, 

Google Slides, Prezi, Canva, and other tools that support the visual representation of the information being 

conveyed. The use of presentation media can enhance audience engagement, information clarity, and the 

effectiveness of information delivery (Melnytska & Kudelska, 2024; Utami, 2025). Presentation skills are a 

component of communication, one of the elements of Communication, Collaboration, Critical thinking, and 

Creativity (4C) in 21st-century education. Therefore, learning that encourages the expression of ideas and 

argumentation should be facilitated from the elementary school level onward. Presentation skills constitute 

an essential component of communication skills within the 4C framework of 21st-century education 

(Ramadhan et al., 2025).  

Presentation skills not only support the development of critical thinking but also foster the courage to 

express ideas openly. Therefore, it is important for the education sector, particularly at the elementary 

school level, to design learning activities that actively encourage students to express their ideas and 

support the formation of students’ academic identity, as this motivation helps them internalise the 

knowledge they present. These skills are considered essential in responding to the digital era, which 

demands effective communication across various media. Training in presentation skills not only enhances 

students’ self-confidence and systematic thinking but also contributes to the development of their 

academic identity. In the digital era, which requires effective communication across multiple media, these 

skills become increasingly relevant and strategic to develop from an early stage, preparing students to 

face future challenges adaptively and confidently in public speaking (Prasetyo et al., 2023).  

 

Interactive Media in Digital Learning 

Interactive media have become an integral part of digital learning approaches that emphasise student 

activeness and participation. Interactive media have been successful in capturing students’ attention, 

increasing motivation, and improving learning outcomes through engaging displays enhanced by 

animations (Manurung, 2020). Genially, as a web-based interactive media, provides visualisation, 

animation, and quiz features that support meaningful learning experiences (Barrera & Maier, 2024; 

Zulaichah et al., 2025). The study found that the use of Genially has a tangible effect on increasing 

students’ learning motivation through enjoyable, interactive approaches, thereby stimulating engagement 

among students who were previously inclined to be passive (Saputri et al., 2024). Other studies indicate 

that interactive media can enhance understanding of abstract concepts, increase learning motivation, and 

strengthen engagement in the learning process through dynamic visual presentation (Pradana, 2025). 

Genially interactive media have a strategic role in creating meaningful and participatory learning (Shalimar 

& Rukmana, 2024). The integration of visual elements, animations, and interactive features in Genially 

has been shown to enhance cognitive absorption, increase learning motivation, and foster students’ 
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emotional engagement and focus. The use of this medium not only enriches the learning experience but 

also effectively addresses the challenges of learning in the digital era (Luthfiyah et al., 2025). 

 

The Influence of Genially on Students' Communication Competence 

Genially is not only a presentation support medium but also a pedagogical tool that is capable of facilitating 

students’ communication skills. Digital interaction through Genially encourages students to organise and 

deliver messages in a more structured manner. The use of this medium affects students’ vocabulary, 

speaking confidence, and the expression of ideas. In addition, Genially supports two-way communication 

between students and the learning material, as well as among students during group presentation 

sessions. This condition fosters the emergence of a collaborative learning environment. The use of 

Genially fosters a learning environment that is communicative, enjoyable, and non-monotonous (Suspito 

et al., 2024). Genially has been proven to provide visual communication experiences that strengthen 

students’ memory retention and delivery structure. Genially serves a dual function as both a presentation 

medium and an effective pedagogical tool in developing students’ communication skills. This media not 

only encourages students to present ideas in a structured and confident manner but also builds a 

collaborative, interactive, and enjoyable learning environment. By integrating visual elements and digital 

technology, Genially has been shown to enhance students’ communication experiences both individually 

and in groups, and to significantly improve the quality of content delivery (Selly & Devi, 2025). 

 

METHODS 

This study employed a quantitative, quasi-experimental, one–group pre-test–post-test design to assess 

the effectiveness of Genially interactive media in improving the presentation competence of elementary 

school students. This design allows researchers to evaluate changes in students’ competence before and 

after the intervention without involving a control group. This design is relevant and practical for 

implementation in homogeneous classroom settings and in contexts of limited resources in elementary 

schools. This method facilitates statistical evaluation of changes in students’ presentation skill scores 

following the implementation of Genially interactive media, providing a basis for concluding the media's 

effectiveness in learning. 

The respondents were 29 fifth-grade students from SD Kartika 10-1, selected purposively, with an age 

range of 10–11 years and relatively homogeneous learning backgrounds. The selection of fifth-grade 

students as respondents was based on the premise that they already possess sufficient literacy and 

cognitive abilities to use interactive learning media effectively, as supported by various studies. The 

research instrument was a presentation skills test that included indicators such as idea delivery, material 

structure, self-confidence, and media use. This instrument had previously been validated through content 

validity testing by subject-matter and learning-media experts and was piloted with a small group to ensure 

validity and reliability in accordance with quantitative research standards.  

 

 

 

 
 

Figure 1. Research Flow 
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Source: Research, 2025 
 

 

The flowchart of this research method (see Figure 1) is provided with the following explanation. 

1. The pre-test was conducted before the learning intervention began, during which students were asked 

to deliver a simple presentation as an initial measure of their abilities. The pre-test assessment focused 

on three main indicators, namely logical delivery, material organisation, and communication 

effectiveness. The results of this pre-test served as an initial benchmark for assessing students’ 

presentation skills prior to using Genially. 

2. The learning intervention was conducted across three meetings using interactive media created in 

Genially. 

 

 
 

Figure 2. The Genially application is designed for 3 meetings. 
Source: Research, 2025 

 

This media (see Figure 2) was specifically designed by integrating interactive visual elements, 

educational videos, quiz games, and group discussion activities. This approach was intended to support 

meaningful learning processes while accommodating various student learning styles. 

3. The post-test was conducted after all intervention sessions were completed, during which students 

again delivered a presentation using the same assessment instrument as in the pre-test. This post-test 

aimed to measure any improvements in students’ presentation skills following instruction using Genially. 

4. The pre-test and post-test data were analysed quantitatively. The first step was to conduct a Shapiro–

Wilk normality test to assess the distribution of the data. The test results indicated that the data were 

not normally distributed, with significance values of 0.040 for the pre-test and 0.08 for the post-test, 

both below 0.05. Therefore, the analysis continued with the nonparametric Wilcoxon Signed-Rank Test, 

which is appropriate for paired data that do not follow a normal distribution. This test was employed to 

determine whether there was a significant difference between the pre-test and post-test results, thereby 

https://doi.org/10.64014/jik.v22i4.142
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providing a valid description of the effect of using Genially media on the improvement of students’ 

presentation competence   

 

RESULTS AND DISCUSSION 

This study demonstrates a significant improvement in students’ presentation skills after using Genially as 

a learning medium, indicating the effectiveness of interactive media in supporting the development of 

students’ communication skills.  

 

Table 1. Statistical Analysis Results 
 

 
Source: Research, 2025 

 

 

Based on the statistical analysis, the average presentation competency score in Table 1 increased from 

61.21 at the pre-test to 84.48 at the post-test. Furthermore, this significant improvement is shown in greater 

detail in the following figure. 

 

 
 

Figure 3. Comparison of Average Presentation Competency Scores 
Source: Research 2025 

 

 

Figure 3 shows substantial variation in scores, with a pre-test standard deviation of 10.66 and a post-test 

standard deviation of 11.68, indicating notable individual differences among students. A Shapiro–Wilk 

normality test was conducted to assess the validity of the data. The results of the normality test are 

presented as follows. 
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Table 2. Normality Test Results 
 

 
Source: Research 2025 
 

 

The results of the normality test (see Table 2) show significance (Sig.) values of 0.040 at the pre-test stage 

and 0.080 at the post-test stage. According to standard statistical criteria, data are considered normally 

distributed when the significance value is greater than 0.05. At the pre-test stage, the Sig. The value of 

0.040, which is below 0.05, indicates that the data are not normally distributed. This suggests a deviation 

from a normal distribution, which may be attributable to differences in students' initial abilities prior to the 

learning intervention. In contrast, at the post-test stage, the Sig. The value 0.080, which exceeds 0.05, 

indicates that the data following the Genially-based learning intervention are normally distributed. 

Normality testing becomes less crucial in larger samples; however, when test results indicate non-normal 

distribution, it is recommended to apply non-parametric statistical tests such as the Wilcoxon Signed-Rank 

Test (for paired or pre–post designs) or the Mann–Whitney U Test (for two independent samples), as these 

methods do not rely on distributional assumptions and are more robust to outliers and ordinal data (Politi 

et al., 2021). Next, the Wilcoxon Signed-Rank test was used to test the hypothesis of a difference in pre- 

and post-intervention scores, as the data did not follow a normal distribution. 

 

Table 3. Wilcoxon Signed Rank Test Results 
 

 
Source: Research 2025 

 
 

Based on the results of the Wilcoxon Signed-Rank test in Table 3, the ranking distribution compares 

students' presentation competency scores between the post-test and pre-test. Furthermore, 29 students 

showed positive rank differences, meaning they increased their post-test scores relative to their pre-test 

scores (post-test > pre-test). There are no negative ranks (post-test < pre-test) or ties (post-test = pre-

test), indicating that all students improved their scores following the treatment using Genially learning 

media. The mean rank of 15.00 indicates that all score changes were predominantly positive, consistent 

with a strong positive effect of the intervention. The results, which show that all data fall within the positive 
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ranks, strengthen the empirical evidence that the use of Genially media significantly improves students' 

presentation competencies. 

 

Table 4. Wilcoxon Statistical Results 
 

 
Source: Research, 2025 

 

 

Table 4 presents the statistical findings from the Wilcoxon Signed-Rank Test, which was used to examine 

significant differences between pre-test and post-test scores in students’ presentation competence. The Z 

statistic was −4.860, with a very small asymptotic significance (Asymp. Sig. 2-tailed) of < 0.001. This p-

value is well below the 0.05 threshold, indicating a highly significant difference between the pre-test and 

post-test scores. These results demonstrate that the use of Genially interactive learning media has a 

strong positive effect on improving students’ presentation competence. The negative Z value indicates that 

most post-test scores exceed pre-test scores, consistent with the ranks table, which shows 29 positive 

ranks, no negative ranks, and no ties. 

 

Discussion 

The significant improvement in students’ presentation skills following the use of Genially learning media 

indicates the effectiveness of visual and interactive approaches in supporting students’ communication 

skills. These findings address the study's main research question: whether Genially media can improve 

elementary school students' presentation skills. Based on the results of the Wilcoxon Signed-Rank Test, 

a significant difference was found between pre-test and post-test scores, indicating that the intervention 

using Genially media has a positive impact on the achievement of presentation competence. Theoretically, 

these results are consistent with the constructivist perspective presented in Jonassen's *Learning to solve 

problems: A handbook for designing problem-solving learning environments*, which posits that meaningful 

learning occurs when students actively interact with learning materials. Genially provides visualisation, 

animation, and interactivity that stimulate students’ cognitive and emotional engagement, thereby 

enhancing their involvement in the learning process. This supports Multimedia Learning Theory, which 

posits that processing information through verbal and visual channels simultaneously can enhance 

information absorption and retention in students’ memory (Fyfield, 2022). 

This improvement indicates that, in general, the use of Genially media has a positive effect on students’ 

presentation skills. This aligns with the principles of constructivist learning, which emphasise the 

importance of cognitive and emotional activity in meaningful learning processes. The use of Genially also 

contributes to the development of 21st-century skills, including communication, collaboration, and digital 

literacy. Previous studies have found that integrating digital technology into learning can increase 

participation and preparation before class, strengthen self-confidence, and cultivate critical thinking about 

https://doi.org/10.64014/jik.v22i4.142
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the learning material (Yusuf, 2025). Furthermore, previous studies have concluded that Genially media 

affects students’ critical thinking skills (Maharani & Nasution, 2025). This reinforces the findings of the 

present study, which show that students become more active, confident, and creative in organising and 

delivering presentations, thereby addressing the second research question. Genially media, which 

presents interactive visual elements, educational videos, quizzes, and group discussions, is believed to 

successfully stimulate students’ active engagement and strengthen the logical and systematic delivery of 

the material (Barrera & Maier, 2024; Luthfiyah et al., 2025).  

Other analyses indicate relatively high variation in scores among students, as reflected in the standard 

deviations. This suggests that the effectiveness of Genially is not uniform but depends on individual 

student characteristics, including digital literacy levels, initial communication skills, and personal learning 

styles. This study remains limited in its ability to address the diverse learning outcomes of individual 

students when using Genially. Therefore, a differentiated learning approach using interactive digital media 

is relevant for accommodating the diversity of students’ characteristics and learning styles (Rosyiddin et 

al., 2023; Wulandari & Anggraini, 2025). On the other hand, the findings of this study also contribute to the 

literature on the effectiveness of educational technology, particularly in the context of elementary education 

in Indonesia. Practically, these findings have important implications for educators and education 

policymakers. Teachers need training in the use of Genially, not only as a presentation tool but also as a 

means to encourage idea exploration, structured thinking, and students’ creativity. In addition, the 

curriculum should provide greater flexibility for integrating digital media into learning, thereby making the 

teaching and learning process more contextual and responsive to contemporary developments.  

 

CONCLUSION 

This study successfully demonstrates the effectiveness of Genially interactive learning media in improving 

the presentation competence of SD students. Based on the Wilcoxon signed-rank test, there is a 

statistically significant increase in pre-test to post-test scores (p < 0.001). This indicates that the use of 

Genially effectively enhances students’ logical delivery, material organisation, and communication 

effectiveness following the learning intervention. With interactive visual elements, well-structured material 

organisation, and a communicative delivery approach within this medium, the learning process becomes 

more engaging and encourages active participation and creativity among students. Genially media 

functions not only as a learning support tool, but also as an effective medium for comprehensively 

improving presentation skills in elementary school students. Educational institutions and educators need 

to adopt and integrate Genially interactive learning media more broadly, particularly in subjects that require 

presentation skills and effective communication. Future research is recommended to expand the scope of 

subjects and the study duration to examine the consistency and long-term impact of using this medium 

across various learning contexts. The development of adaptive, interactive technology-based materials is 

also important for addressing the increasingly dynamic learning needs of students and for motivating them 

to continuously improve their communication skills. 
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