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Q4 Measuring Reaction
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Q5 Measuring Learning

Answered: 9  Skipped: 0
100%
80%
60%
40%
20% I
0%
My My My goals I have
understanding understanding were met. learned new
of the of the skills and/or
subject... subject AF... knowledge.
@ rPoor [ Fair Good  [WExcellent [IN/A
POOR FAIR GOOD
My understanding of the subject BEFORE the workshop. 55.56% 11.11% 11.11%
5 1 1
My understanding of the subject AFTER the workshop. 0.00% 1.11% 44.44%
0 1 4
My goals were met. 0.00% 0.00% 55.56%
0 0 5
| have learned new skills and/or knowledge. 0.00% 0.00% 22.22%
0 0 2
| have changed my attitude about this subject. 0.00% 0.00% 44.44%
0 0 4

5/7

I have
changed my
attitude
about this...

EXCELLENT

22.22%
2

44.44%
4

44.44%
4

77.78%
7

44.44%
4

N/A

0.00%
0

0.00%
0

0.00%
0

0.00%
0

11.11%
1

TOTAL



W16: Get in the Game: Using Gaming Motivation to Inspire Learner Success

Q6 Measuring Change in Behaviour (This section does not have to be

filled out by Learners)
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Q7 Comments or Suggestions
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Awesome presentation! So much content - so much to learn. Will definitely look into this! 7/3/2018 11:04 AM
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