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Q4 Measuring Reaction
Answered: 9 Skipped: 0
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Q5 Measuring Learning
Answered: 9 Skipped: 0
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Q6 Measuring Change in Behaviour (This section does not have to be
filled out by Learners)

Answered: 9 Skipped: 0
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Q7 Comments or Suggestions
Answered: 1 Skipped: 8

# RESPONSES DATE

1 Awesome presentation! So much content - so much to learn. Will definitely look into this! 7/3/2018 11:04 AM
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