
NEURO-GENESIS
A COGNITIVE SKILLS TRAINING GAME:
REWIRE YOUR BRAIN TO UNLOCK YOUR
INFORMATION PROCESSING SKILLS

CALL FOR PARTICIPATION

Using recent revolutionary developments of our
century in neuroplasticity and the theory of cognitive
modifiability, UQAM and Compétences R&D Inc.
are developing an engaging online training game
designed to enhance the cognitive skills of youths
and adults so that they can more effectively acquire
and more efficiently deploy digital skills.

Please get involved!

The Cognitive Skills Divide

The microprocessor switched the world from an analog
to a digital mode. Digital technology is now the single
most important lever for productivity and
competitiveness across every sector of the economy.
While technology is said to be the driver of this new
economy, workers’ knowledge and skills are its fuels.

he digital economy is imposing increased demands on
youths and adults for processing large amount of
information rapidly to solve problems and accomplish
complex tasks. As computers, software applications and
internet-based information get more sophisticated, it is
becoming increasingly difficult for average users to
interact with these systems to perform their job tasks
effectively and efficiently.

Many individuals are being left behind because they do
not have the essential cognitive and metacognitive skills
to fully benefit from digital technologies. The digital
divide, which was once essentially rooted in physical
access to technology, has evolved into a widening divide
that also includes cognitive skills divide, which acts as a
barrier to the effective acquisition and efficient
deployment of digital skills. This cognitive skills divide,
which primarily affects groups that have always been
socially disadvantaged, has important implications for
employment and lifelong learning to ensure the social
inclusion and social adhesion of all youths and adults.

Research & Development Initiative

For many years we were unable to help people to
improve their information processing skills because of a
constraining dogma that our brain was hard-wired to
function in predetermined ways and could not be
changed. However, recent brain research focused on
neuroplasticity has demonstrated that the brain is “soft-
wired” and can be modified with proper training and
experience. This very important discovery has paved the
way for innovative approaches to develop and enhance
human cognitive skills.

Using recent revolutionary developments of our century
in neuroscience, neurogenesis, neuroplasticity and the
theory of cognitive modifiability, l’Université du Québec à
Montréal (UQAM) and Compétences R&D Inc. are
developing an engaging online training game to enable
adults to enhance their information processing skills so
that they can more effectively acquire and more
efficiently deploy essential digital skills. The training
game is being developed according to best practices in
gamification and computerized brain training, and will
include a pre-test, embedded tests, and a post-test
designed to assess information processing gains that
can be attributed to training. A web infrastructure and an
information management system will be developed for
managing the training game and user records. This web
platform will give youth and adults free and widespread
access to the cognitive skills training game through
various digital platforms.



How Can You Contribute?

The prototype version of the online training game will
be subjected to systematic formative evaluation and
field-testing processes, using youths and adult
volunteers, to improve the learnability, effectiveness
and efficiency of the materials. We are seeking your
collaboration to identify youths and adults, eighteen
(18) years and older, in your service area, who would
be interested to participate in the field testing of Neuro-
Genesis.

Participants will be asked to play the training game for
an estimated period of 20 hours, which can be spread
over several days, according to individual preferences.
The training game can be played on any electronic
platform (computers, tablets and cells) from any
location. Online technical support will be available to
answer any questions or concerns participants may
have. The game will be made available across the
world, in English and in French, and participation is on
a voluntary basis.

Please use the following link to confirm the interest
of your organization to collaborate with us: https://
www.surveymonkey.com/s/PARTICIPATEeng .

Once you confirm your interest to collaborate, we will
add you name to our list of collaborators and we will
contact you as soon as the training material is ready.

We also invite you to kindly share this “Call for
participation” with other colleagues who may be
interested in the project. If you need additional
information about this research project before
responding to this ‘’Call for Participation’’ do not
hesitate to call us at (514-288-7139) or write to us at
boutinuqam@gmail.com.

Project Director

Dr. France Boutin, UQAM
Département de didactique des langues

Researchers
Dr. Chris Chinien, President
Compétences R & D Inc.

Dr. Eric Beaudry, UQAM, Informatique

. -

This project is funded by the Office of
Literacy and Essential Skills, Employment
and Social Development Canada

!


