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Total 13
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Q2 Literacy Student 
Answered: 13 Skipped: 0

Total 13
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Q3 Measuring Reaction
Answered: 13 Skipped: 0
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Q4 Measuring Learning
Answered: 13 Skipped: 0
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My understanding of the subject BEFORE the workshop.

My understanding of the subject AFTER the workshop.

My goals were met.

I have learned new skills and/or knowledge.

I have changed my attitude about this subject.
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Q5 Measuring Change in Behaviour (This
section does not have to be filled out by

Learners)
Answered: 13 Skipped: 0
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I plan on putting this learning to use.

I am able to share the new knowledge/skills I have learned.

If possible, I will integrate what I have learned into my program delivery within the next 6
months.
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Q6 Comments or Suggestions
Answered: 1 Skipped: 12

# Responses Date

1 This was not one I had originally chosen (mine was cancelled) but it was absolutely worth while... and possibly better.
I will discuss with colleagues and use with students.

6/19/2017 11:06 AM
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