
BdM Development 
+44 (0)870 850 5749 

www.bdmdevelopment.co.uk  sales@bdmdevelopment.co.uk  
8 Oxford Street  Woodstock  Oxfordshire  OX20 1TP  United Kingdom 

 

Overview 
Some people imagine that designing e-learning is the same as 
designing a classroom course, others imagine it is so complex that 
they will never master it.  Both points of view are equally wrong – 
designing a course for e-learning is different to classroom delivery, 
but no more complex; the trick is knowing and exploiting the 
differences to your own, and your learners’ advantage. 

Our courseware design workshop is a concise, practical introduction 
to the whole business of designing and developing effective e-
learning as part of an overall training strategy.  The 2-day workshop 
makes widespread use of practical exercises and delegate 
participation.  It also allows you to apply the lessons learnt to your 
own courseware development project(s) within the course itself. 
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Page design 
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Courseware design 
 

The quickest route to great e-learning 
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