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Gemba has been developed based on the 
insights from 3000+ executives trained by 
The Leadership Network over the last five 
years, for whom the ultimate goal is to achieve 
business transformation. 

And real transformation is only possible with a 
combination of strong leadership and engaged 
workforce with the right skills and knowledge 
for driving positive change. Gemba equips 
managers with a tool to fully immerse their 
teams into world-class training programmes 
that are effective, measurable and scalable. 
It serves as a roadmap for the transformation 
of your business, ultimately aligning your 
company with its business strategy and vision.

The Science Behind VR for 
Business Transformation



3GEMBA Q2, 2020The Science behind VR

At their core, all Gemba training 
programmes make use of the A.G.E.S. 
learning model to engage employees 
and improve performance. A.G.E.S. 
stands for attention, generation, 
emotions and spacing. 

Research shows that learning retention 
is closely linked to how strongly the 
learner’s hippocampus is activated. 
Gemba learning modules were 
designed with this in mind: increase 
hippocampus activity, and you 
improve memory performance.

Attention is essential
Average attention span is 5 seconds. Whether 
our attention is being grabbed or kept over time, 
learning is made possible when we eliminate 
distractions and focus entirely on one topic.

Emotional activation
The stronger we respond emotionally, the more 
we learn. Emotional engagement is a key factor 
in paying attention and retaining information.

Spaced learning sticks 
Too much material in one sitting can 
be detrimental to how much we learn. 

Introducing concepts at a steady rate aids 
memory creation and retrieval.

Generating meaningful insights
Learning is a unique journey for 

everyone. Instead of passively receiving 
information, taking an active role aids us 

to remember what we learned.

A A

A A

G G

G G

E E

E E

S S

S S

Why VR?
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Studies show that the human brain experiences fatigue after 
approximately 20 minutes of activity. Therefore, we have 
divided our learning modules into easily manageable segments. 
Within each 20-minute section, the immersive nature of 
the VR experience ensures total engagement with minimal 
distractions.

Attention

Memories are a vast network of associations. Our VR training is 
loaded with realistic simulations that assist employees by activating 
the same motor responses required in real-world scenarios. 

The Gemba platform also allows teams to organise group meetings 
or coaching sessions to share knowledge and discuss ways to 
implement their new learning in the workplace. This communication 
creates additional associations between new VR learning and 
existing real-world knowledge.

Generation

Inciting emotion during training improves retention. Emotional 
arousal activates the amygdala, which sends signals to the 
hippocampus to indicate that the lesson is important and 
must be stored in long-term memory. VR creates an emotional 
response unmatched by other learning methods, and this is 
crucial to improving learning outcomes.

Emotion

Recall is enhanced when the information we learn is spread 
over several sessions. Gemba spaces out learning with one 
hour of training per week for 12 weeks, culminating in a total of 
3 modules in 3 months. Periodic testing is included, prompting 
employees to retrieve and retain learning from throughout the 
programme actively.

Spacing

Each of the four parts of the A.G.E.S. model benefits hugely from developing the Gemba learning in VR: 
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As an educator we know that 90% 
of learning is about engagement. 
Gemba has the potential to allow 
users to learn and train in a whole 
new way. With higher engagement 
levels than traditional teaching and 
the combination of unprecedented 
levels of realism and a customised 
learning experience, it’s a 
revolutionary teaching tool.”

The design of Gemba platform was led by 
Head of Development Frankie Cavanagh, CEO 
and Lead Designer at Pocket Money Games: 
an award-winning software development 
studio that created best-selling games such as 
SUPERHOT VR for Oculus Quest. Prior to this, 
Frankie was a lecturer at Northumbria University, 
teaching Computer Animation, Visual Effects 
and Computer Games Design, an experience he 
regularly draws on in the design of Gemba: 

Why Gemba?

The Science Behind VR

“
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With this combined knowledge of education and 
VR technology, Gemba provides an unparalleled 
learning experience. 

The Gemba platform hands the power to the user, 
with four distinct ways to learn: 

Learn by listening and doing in 
individual lessons and simulations.

Reinforce that knowledge through 
collaborative group workshops.

Monitor your progress with testing 
and analytics.

Apply knowledge to your real-life 
work scenarios through interactive 
sessions with your teams.
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Learning Landscape
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Individual Learning
Learn by doing in Gemba VR programmes 
like Developing Lean Leaders (DLL).

Group Learning and Collaboration
Reinforce your learning with workshops, 
coaching and conferences in Gemba 

Live’s VR spaces.

Implementation
Apply the new skills, behaviours and solutions 
learned within VR to your daily work. 

Performance Analysis
Monitor the progress of your teams, assessing 
needs and solutions with insightful analytics.

Learning Landscape
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Using Bloom’s Taxonomy as a framework, 
we structured our learning objectives and 
outcomes to ensure the most effective 
training experience possible. The basic 
premise behind Bloom’s Taxonomy is that 
something cannot be understood without 
first remembering it; can’t be applied 
without understanding it; must be analysed 
before evaluating it; must be evaluated 
before making an accurate conclusion. 

Bloom’s Taxonomy at the core of the experience

It guided every decision we made 
when creating the programme, 
such as how quickly to introduce 
new concepts, when to reinforce 
them and when to test them. 
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The learning done via Gemba platform, along with 
the exercises and quizes after each module allow 
learners to remember, understand, apply and 
analyse different learning concepts. Gemba Live 
platform, enabling collaboration and networking in 
VR, is a space where learners can evaluate what 
they’ve learnt with their coaches and managers. 
VR tools available like whiteboards and post-its 
mean learners can begin to create and devise new 
ideas based on what they’ve learnt.

Frankie Cavanagh, Head of Development, Gemba

Being in Gemba Live and learning, 
that’s the remembering part of 
Bloom’s Taxonomy. It’s exciting and 
interesting. It’s learning that sticks. 
Then the application stage comes 
when you can do virtual activities 
in factory or office settings, for 
example. It allows that learning to 
be reinforced and remembered by 
doing, like muscle memory.”

“



The Science Behind VR10GEMBA Q2, 2020

Gemba VR programmes consist of different lessons 
contained within bigger modules. Each lesson within a 
topic is made of a concept, exercise and assessment. 

When combined with anecdotes and case studies, 
this format ensures that learning goes beyond surface 
retention to form a genuine understanding. The regular 
assessments throughout the programme ensure that 
progress can be measured at a granular level, and KPIs 
can be effectively tracked. 

World-class 
immersive learning 

At the core of our design, we identify the fundamental 
teachings that learners are looking for, and reconfigure 
them into something fun, engaging, and memorable. 
We make use of the six-step Bloom’s Taxonomy 
learning principle in order to optimally structure the 
flow of our programme and ultimately aid you in your 
pursuit of  excellence. 

The verbs associated with each level of development 
are consciously integrated into every design choice, 
and this is something you can use to measure your 
progress alongside regular assessments mentally. 
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The first and simplest step is listening, remembering, 
and being able to repeat that knowledge reliably. 
Then comes understanding, which goes hand 
in hand with the third step, which is applying 
knowledge. Practical VR activities replicate realistic 
tasks, and allow you to put your new knowledge to 
use, cementing it as something that you can benefit 
from in your everyday life. 

Next, come analysis and evaluation. In Gemba 
Live, you can virtually meet with colleagues and 
coaches to evaluate ideas, analyse strategies, and 
collaborate to form a greater grasp on everything 
you have learnt so far. And finally, use into Gemba 
VR Tools such as whitebord and post-its by means 
of which you can embrace the final step of Bloom’s 
Taxonomy: creation. Harness your new skills to 
design and construct original ideas and solutions 
within our virtual creation space. 

Real-time collaboration
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The first rule of virtual reality design is that everyone 
should be able to interact with everything they see. 
The problem with this rule is that this is exactly what 
people do when they are new to VR: they want to 
pick everything up and can lose focus on the reason 
for using VR in the first place. 

By using a combination of interactive 
elements and non-interactive, holographic 
elements throughout Gemba, we remove 
distractions and allow learners to focus 
entirely on the learning programme. 

Breaking the Rules of Virtual Reality
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Here at Gemba, we understand that people learn 
best when they are having fun. 

To make Gemba learning as fresh and engaging 
as possible, we follow this simple rule: If you can 
already do it in online training, we won’t settle for it. 

We go against the methods of existing e-learning 
and webinar programmes, reinventing the learning 
experience and optimising it to take full advantage 
of the unparalleled capabilities of VR.

The Gamification 
of learning

Frankie Cavanagh, Head of Development, Gemba

90% of what we 
do is engagement”

“
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In the pursuit of 100% engagement, 
we draw influence from principles 
found in modern entertainment 
industries like gaming and movies. 
We use entirely diegetic and spatial 
stimuli to engage your senses and 
maximise learning. 

Gemba utilises extremely advanced 
hand-tracking technology, the same 
as many AAA gaming developers, to 
ground you in the virtual world and 
allow easy and intuitive interaction. 
To reach out and see your fingers do 
the same in VR is a feeling that has to 
be experienced to be believed. 

Further inspiration was drawn from 
multiplayer gaming when using 
Gemba collaborative spaces like Live 
and VR Tools. 

See your colleagues and coaches 
move in real-time, work on the same 
models and diagrams, and feel a 
real sense of collaboration 
while you learn.

We embrace the power of positive 
encouragement, rewards, and 
completion to make learning in 
Gemba something you actively 
want to return to. We implemented 
a concept of ‘rollercoaster’ content 
pacing, which means that as you 
progress through the modules and 
your knowledge grows, we want 
your excitement and enthusiasm to 
grow too. We consciously reward 
learners for making progress, and 
never present you with a poor grade 
or discouraging feedback. 

The Gamification 
of learning
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An understanding of completionist design, often 
seen in gaming, has been integrated into Gemba 
too. Learners often feel compelled to collect 
missing pieces or finish things they previously 
started, so we play on this to encourage progress 
and active exploration of the platform. 

This instils learners with a sense of complete 
agency: you are in control of the information 
you receive and the pace at which it comes. 
 
Design aspects from popular arcade games 
have been repurposed for work environment 
simulation, such as games where you point 
a controller at targets while your character 
automatically moves on a rail throughout a 
virtual world. This concept allows us to take 
you through guided practical activities and 
informative Gemba walks. 

The Gamification 
of learning
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”

Just like how we took 
SUPERHOT and made the 
VR version, we’ve now taken 
learning and turned it into an 
interactive experience. 
It’s gamified learning.

Frankie Cavanagh, Head of Development of Gemba, found worldwide 
success when tasked with taking an existing non-VR game and 
adapting it, in turn creating one of the most successful VR games 
ever. This experience, combined with his teaching experience and 
time in learning environments, has been crucial in creating our 
innovative learning platform: 

“
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”

We used what was found by 
education bodies when designing 
apps for teaching. It’s all about 
engagement. Even the best teachers 
can’t teach pupils if they don’t want 
to listen. Our goal is to make you 
want to listen. Not too easy, not 
too difficult, challenging enough to 
encourage meaningful participation.

Findings from other learning technologies have also been considered 
throughout GEMBA’s development. Frankie had the following to add:

On top of the reduced costs and the time that GEMBA saves, it is the 
science behind what we do that sets us apart from the rest.  

“
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Book your demo today

https://theleadershipnetwork.com/vr-learning



