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Company Purpose
Cineon was founded by leading academics and
consultants with the aim of accelerating the
adoption of evidenced-based simulation in
safety-critical industries.
We specialise in the use of eye-tracking to
develop personalised, data-driven Virtual
Reality (VR) for training and therapy.
Our work is underpinned by contemporary
research in psychology, neuroscience, and
pedagogy.
We work closely with the Virtual Immersive
Training And Learning (VITAL) Research Group
at the University of Exeter.

The Problem
Our customers need scalable, cost effective
and efficient ways of providing training and
therapy.
VR offers these, and does so most
effectively when it is personalised to the
psycho-physiological status of the user.
Personalising VR in real-time is however
difficult, and current techniques are costly
and invasive.

The Solution
We have overcome this problem by
creating data-driven tools that use
in-built eye-tracking to make VR
artificially intelligent.
We refer to these as PAVE (Psych
Adaptive Virtual Environments).
These allow us to index emotions,
behaviour, and performance covertly
and in real-time.
We have proved these tools can, for
example, reduce NHS appointments
cancelled due to anxiety, outperform
human instructors in pilot
assessments, and improve the
effectiveness of tactical military
training.

Why now?

Market Size
We will initially target markets where
we already have traction:

In the longer term we will exploit wider
market potential with a PAVE plug-in:

£26M – that PAVE could save
the NHS though preventing
missed MRI appointments (1)

£58M – savings in aviation
through reduced flight simulator
use with a PAVE training system (2)

£30M - value of recent MOD
contracts for XR training (3) with
spending set to increase (4)

£15M – nuclear site skills budget
(Hinkley C alone) (5) as the industry
faces a large skills shortage (6)

The UK VR industry
is expected to grow to
£294 million in 2023
with around half of this
being associated with
the non-gaming sectors
such as training and
digital health (7)

Immersive
technologies are
expected to add
£62.5bn to the UK
economy by
2030 (7)

Facebook
Invested $10bn in
2021 towards the
‘Metaverse’ and
are committed to
Increasing this in
future years (8)

Sources:
(1) Cineon / University of Exeter estimate based on NHS data
(2) Cineon estimate based on EASA, CAA and Boeing data
(3) UK Ministry Of Defence (MOD)
(4) DSTL research and funding priorities - www.gov.uk
(5) EDF Report - Hinkley C Realising the Social and Economic Benefits
(6) Nuclear Industry Council (NIC)
(7) The immersive economy in the UK 2019 - Immerse.org & Digital Catapult
(8) theverge.com

PAVE is a solution to many
problems...

Q:

How can we assess
non-technical competencies
in pilots (the root cause of
most accidents)?

A:

Covert eye monitoring in a
virtual simulation looking for
effective data acquisition and
stress indicators

Q:

How can we reduce the
annual £11M cost to the
NHS from missed MRI
appointments?

A:

Create an adaptive virtual
exposure tool that can screen
patients for anxiety based on
eye-movements

Q:

Q:

How can we reduce
accidents on industrial sites
such as refineries and power
stations?

A:

By using eye-tracking to
explore and coach appropriate
attention modes in workers

How can we train
security forces to make
successful split second
judgements in combat?
0--

A:

Adaptive virtual training that
coaches trainees to visually
acquire and assess targets
effectively

From Research to Product…

PAVE forms the basis of a growing
number of VR training and therapy
products we are bringing to market.

These products have been the subject of
academic research and/or service
evaluation that underpins their efficacy.

Each PAVE product has a distinct identify
and is available as either a software
download or pre-loaded onto a headset.

We already have significant traction…
We have worked in most sectors and are recognised
internationally as leaders in our field.

In 2019 our Refinery Operator Training was identified
as a top-10 VR experience globally.
In 2021 we were invited to present our eye-tracking
research to the prestigious VRARA Global Summit.
In 2022 we won the UK Gov Nuclear Decommissioning
Authority (NDA) ‘SME of the Year’ award.
We have ongoing research and development projects
with the MOD and several NHS trusts.

Team
Members

Professor Sam Vine

Kate Sprake

Toby de Burgh

Professor of Psychology at the
University of Exeter, and a
leading researcher in the
neuropsychology of learning.
Professor Vine has a specific
focus on eye tracking technology
to understand human cognition
and learning.

Consultant Healthcare Scientist
specialising in diagnostic radiology
and radiation protection in
healthcare. She performs the role of
Clinical Governance Lead for
Healthcare Science and Technology
at University Hospitals Plymouth
NHS Trust.

A senior consultant in the nuclear
industry. Toby started his career
working with MOD submarines
before moving into reactor
decommissioning. Toby is a VR
training specialist having overseen
VR development across a range of
sectors

Dr David Harris

Dr Tom Arthur

Researcher in Psychology
interested in skill
acquisition, cognitive
training and performance
states.

Research fellow at the
University of Exeter who
is exploring new ways of
studying and training
human motor skills.

Mike Duxbury

Ross Lockett-Kirk

Charles Penny

Unity developer specialising
in C# development. Mike
has a huge amount of
experience in VR creation
and 3D design.

Lead developer building VR
environments. Ross
graduated from the
University of South Wales
with a first class honours
degree.

Business Development
Manager at Cineon. Charles
has been developing the
commercial strategy and has
an MBA from the University
of Exeter.

Thank you for your interest
Please contact us via the
links below to find out
more about Cineon

www.cineon.training
info@cineon.training

(+44)1392 444111

