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Citizen migration to a collective intelligence environment

Innovation in our societies is a living, evolving, and moving force. Today, to be able to seize it
and implement it, we need to mobilize! The source of innovation remains human intelligence,
and the urgent need to innovate in our businesses, organizations, and communities requires
the mobilization of all the individuals who make them up.

The Great Game is an archetypal event. The last time the citizens of an entire territory were
invited together to deliberate on their future was 2,500 years ago, in ancient Greece. Since
then, our societies have invented institutions, parties, and polls, but never rediscovered that
founding gesture: the entire community, gathered at the same moment, around the same
questions. The Great Game revives this gesture. A public event that will transcend our current
issues, connect to the deepest roots of our origins, and propel us toward the future. Thousands
of groups, all over the city, simultaneously. The same question. The same week. An intelligence
emerging, a reset of who we are together.

The Great Game! is an experiment in human sciences, a new technology of social innovation, a
modern event of communication and collaboration of a large group of citizens who are invited
to share and update their aspirations (values, dreams, ambitions). The equivalent of an
updating of the collective identity of the citizens of a municipality. The event aims to create a
first collective intelligence environment (prototype) for a community.

This environment of collective intelligence constitutes a whole new field of cultural reference
designed with the participation of a multitude of small groups of citizens. The current post
pandemic situation is challenging all citizens and institutions to question our way of being in
society. This project literally allows us to update our values and ambitions as a group. This
social innovation project will allow citizens to seize the opportunity to give themselves a new
vision of their future and to start over on solid and, above all, updated foundations...

The project is firmly rooted in its time and draws, in a measured and ethical manner, on certain
contemporary technological tools, including artificial intelligence. This is never seen as a
substitute for human thought or civic deliberation, but as a means of supporting, structuring,
and making visible the collective intelligence that emerges from exchanges. The heart of the
project remains fundamentally human, relational, and experiential.

The main features of this new cultural reference field are as follows:
New collaborative space for living together;

Citizens are fully emotionally involved;

Takes into account the uniqueness of all citizens;

A climate of mutual trust;

Gradual disappearance of prejudices;

Collective creation of a common project;

New role of citizens in society;

There are empowered citizens there;

Share a community of ideas and a community of interest.

Paradigm Shift in Sight!

The Great Game! is an instrument of collective

passage, which marks the migration of a population towards a new 21st century reality
driven by communication, sharing, originality, creativity, innovation, and the digital; a reality
that gives birth to collective intelligence. Welcome to the 21st century!
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A Pioneering Event!

The Great Game! is an expression and consultation event for all citizens in a greater city area
(to be determined), who are invited to come together and define a vision for their future. Above
all, the project is a communication and collective collaboration event that’s both modern and
innovative. Modern, because it integrates our technological environment into the process of
accessing, processing, and sharing information. Innovative, because it offers citizens a new
form of expression: to play a new role in society, one that’s totally adapted to our 21st century
reality. This event reveals a totally unexpected and exceptional space in the socio-cultural
landscape of a modern society; a whole new interface between citizens and the State. It's the
equivalent of a great game of the mind, a societal game that values all its participants and
allows them to make discoveries big and small. The Great Game! is an original event, a
happening of ideas that highlights the region’s most precious asset: its citizens.

This pilot project of social innovation relates to:

e |[eadership and renewal of the democratic process;

e smart cities and the place of the citizen;

e digital reality, democratization of creativity, open innovation, and the birth of collective
intelligence;

e the transition from the knowledge-based economy to the human economy, the sharing
economy.

First Step: One Week

The event will take place over seven days from April 2 to 8, 2028 (tentative dates).

During this week, citizens of all ages are invited to meet in small groups (8 to 15 people) of
friends, classmates, workers, co-workers, members of social groups, seniors’ residences, or
even families, at home. This process is all about finding 90 minutes, a place, and a group of
people with whom to meet during the week to share ideas. This constitutes a very special
time to discuss, listen, share, and participate in this great meeting of ideas. This step is the
heart of the project.

Several weeks before the event, a short questionnaire and a user’s guide will be made
available on the event’s official website and across the media. The website presents the whole
project and provides full details regarding participation. To maximize the interest of

citizens, institutions, businesses, and the media, citizens of all ages will be invited to
participate.

Identity Framework

A major characteristic of The Great Game! is that it intervenes directly at the heart of the
identity framework. Today, in the 21st century, an individual’s identity is essentially defined in a
social context: gender, origin, language, place of birth, occupation, profession... It is therefore
within this social identity framework, at the heart of the cultural environment, that citizens
participate in the event. This identity context simultaneously supports our experience and is its
subject; it's at the heart of the whole transformation process this event proposes to implement.
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Participants meet in small groups linked through family, workplace, school, friendship, etc.
During the meeting, these small groups become a true microcosm of the individuals’ social
environment, a representation of the identity framework, and thus, the support of our
experience. This framework encourages the expression of participants’ values, dreams, and
ambitions. For the first time, the individual finds himself in a very special and unique
situation. He is led to become aware of the event-driven dimension of his situation. He
realizes that all the citizens of his city are simultaneously doing exactly the same thing and
find themselves in the same situation. Thanks to this “awareness”, the citizen mentally
becomes certain of his role in society, and this certainty eliminates doubt.

Updating collective identity

In the same way that you update your computer’s operating system and suddenly find

yourself with new features, better interactions, more speed, etc., The Great Game! is a real
instrument for actualizing and updating the collective identity of a community of citizens, an
instrument of social innovation. The Great Game! is primarily based on face-to-face exchanges
in an environment that encourages listening, free speech, and collective reflection. Artificial
intelligence tools are used solely in the background, for organizational and analytical support
purposes. They enable the ideas expressed to be accurately recorded, facilitate their
synthesis, and reveal the main dynamics, without ever influencing the content of the
discussions or guiding the participants' positions.

Social innovation technology

The event presents itself as a genuine social innovation technology. A set of elements,
actions, places, times, and links that, juxtaposed in a synergistic and dynamic way, constitute
the equivalent of a process of transformation and innovation for the participants and the
whole community. A huge self-administered feedback operation for all components of
society: (individuals, citizens, groups, institutions, organizations). The event provides access
to an unprecedented mass of data and information.

Mobilize to Innovate

All generations will be called upon to participate. In order for the exercise to be successful, it
must be performed in small groups, ideally within the family context. Youth 14 years of age
and older in the high school, college, and university systems will be invited to participate.
Special efforts will be made to attract “baby boomers,”, kids, and the elderly. All institutions
and businesses in the greater city area will be invited to become “Partners in Participation”
and to commit to giving their employees 90 minutes during the week so they can

participate with their work team.

Innovative companies like Google and IBM already spare their employees up to one day a
week... This will provide business owners, institutional executives and community leaders
with a tremendous opportunity to get involved in the success of the event. They will therefore
publicly express their confidence and interest in seeing their employees and local citizens
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express themselves through this extraordinary event. This is also a great opportunity for
companies to draw a faithful portrait of the place creativity and innovation take in their
organization. Volunteers will provide special services to those who need assistance in order for
them to join a small group and thus fully participate during the week.

Methodology

Valuing, living, dreaming, contributing, collaborating
Unlike the usual survey model, the questionnaire offers open-ended questions that
encourage participants to think creatively and, above all, to exchange ideas about their
dreams and ambitions. The questionnaire mainly focuses on identifying a vision, values, and
means to collectively provide ourselves a better future; to project ourselves in a relatively
near future (2033) and to identify what will be different, what we will have improved together
in the city. It's all about proposing ideas that would improve the citizens’ living environment
and bring about change.

In each group, the participants must choose two people to act as facilitator (responsible for
facilitating and ensuring the smooth running of the session) and rapporteur (responsible for
taking notes, completing the questionnaire on behalf of the group, and forwarding it via the
official website). An individual may take part in the process more than once. For example, a
student can participate with fellow students in the morning and with family members the next
day. The only type of participation deemed unacceptable and incompatible with this new
form of popular expression is when an organization, association, or lobby group invites its
members to reproduce standard responses.

The results of this consultation will be made available on the website as they are transmitted.
The whole operation will be transparent. A group of experts responsible for ensuring the
quality and rigour of the process will define a codification and analysis grid. Students at

the university level will be tasked with analyzing (reading) and codifying the questionnaires.
Information processing software will be used to compile the data. This approach will provide
us with a quantitative and qualitative report highlighting the themes of greatest concern to
citizens. Through these themes, we will pinpoint trends, key issues, and ideas for the future.
This whole operation introduces an appreciative dimension into a popular consultation
process and encourages all citizens to contribute, particularly families, who are at the heart
of our society.

At various stages of the project, artificial intelligence is used as a tool to help structure and
qualitatively analyze data from citizen exchanges. In particular, it allows contributions to be
grouped by theme, convergences and tensions to be identified, and clear and accessible
summaries to be produced. At all times, these analyses are supervised and validated by the
project's human team, ensuring a faithful and nuanced interpretation of the comments
collected. Artificial intelligence tools complement, rather than replace, traditional methods of
analysis that have already been proven in the social sciences.

It's a bold project that may seem too gigantic to produce, but under careful study, it quickly

becomes clear that its components are familiar and socially accepted. What's new here is
that these components are brought together and energized at the level of a large community.
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Second Step: Making It a Concrete Reality

The first results of the consultation will be made public a few weeks later as part of a one-
day meeting. These results will be submitted to a comparison group of about one hundred
volunteer citizens, chosen among the respondents and representing all boroughs in the city
area. This group will be responsible for taking the ideation exercise further, based on the
main ideas that emerged from the brainstorming process, and identifying objectives,
recommendations, and means likely to have a positive impact on the future of our society in

the short, medium, and long term.

The conclusions drawn from this meeting will be incorporated into the results of the
consultation. It is here that our experience takes off and a new debate begins, regarding
both our experience and the event, and the concrete results obtained, the ideas that were
generated. At this step, a real blossom of ideas that will spread throughout society,
political parties will undoubtedly find themselves in the hot seat...

Scientific Committee

An international scientific committee will be established to act as a witness group for the
experiment. Its expertise will be called upon to question, guide, and apply the event within

global issues related to:

¢ leadership and renewal of the democratic process;

e smart cities and the place of the citizen;

e digital reality, democratization of creativity, open innovation, and the birth of collective

intelligence;

e the transition from the knowledge-based economy to the human economy, the sharing

economy.
We can count on the participation of:

Stéphane Roche

Full Professor, Department of Geomatics
FFGG Vice-Dean for Research

Laval University

Sehl Mellouli,

Full Professor, Assistant Vice-Rector for
Studies and Student Affairs

Department of Organizational Information
Systems, Laval University

Co-editor-in-chief of the journal Digital
Government Research and Practice

Gilles Cloutier

Strategic Coach, International Business
Diplomacy, Corporate Management and
Governance, Academic, International
Lecturer
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Marketing

A public relations and regional advertising campaign will support the operation, inviting
citizens to actively participate and explaining the simple rules of this original event in the
public arena. We will use traditional media (television, radio, newspapers, outdoor
advertising) in addition to the WEB and social media. A multitude of interventions in the form
of meetings and conferences will be organized with business groups, student associations,
social clubs, and organizations... Artists and public figures will be put to use. The entire
operation will be conducted under the sign of good humour, novelty, and open-mindedness.
At the same time, institutions and organizations will be invited to show initiative, take
advantage of the moment, and promote citizen participation.

International Campaign

An international public relations campaign will be launched in the twelve months preceding
the event. We are all connected within the Global Village, so we aim to alert the main opinion
leaders in the major capitals of the world to the extraordinary initiative led by The Great Game!.
This event is a true world first in the social sciences and humanities. It proposes a new and
unprecedented approach to global problems of the 21st century. All over the world, at least 50
opinion leaders, journalists, and bloggers are preoccupied with these issues daily. We will
meet with them to share our ambitions, boldness, and determination. We will interest them in
the success of our enterprise and invite them to spread the good news. Our goal is literally to
launch an international debate on the merits, originality, interest, and hopes behind our
extraordinary experience.

A Preparatory Series of International Seminars

As a prelude to the event, a series of preparatory seminars will be held in the months leading
up to The Great Game! week. These seminars, directed by the scientific committee, will bring
together international and local experts, personalities, and the media in order to frame and
contextualize the project in a global dimension, while still at the heart of specific issues
addressed by the event.

Motivating Force

The key aspect to the success of this event is the assumption that people can actively
and successfully participate in such a communication exercise. This attitude and intention
prevail in the development of this project, and we hope it will support its realization.

Non-directive

An important success factor is that the event is non-directive, with no pressure put on
participants to favour one idea over another, or to "test" their appreciation of a concept. There
should be no bad ideas, as long as they don't contravene the elementary rules of respect for
life in society. This non-directive approach is at the opposite of what citizens are used to in
their daily lives, where everyone tries to influence everyone else. This non-directive approach
also applies to the use of technological tools, including artificial intelligence, which is strictly
regulated and supervised by the human team.
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This unprecedented operation and its results will echo widely outside the country. There are
very few innovative democratic initiatives in the world, and this one is a pioneering,
extremely audacious, and groundbreaking initiative with all the essential attributes of a world
first! Its greatest strength lies in both its modernism and its capacity to strike the imagination
of an entire population.

Immediate Benefits

The use of artificial intelligence allows the project to go beyond the usual limitations of citizen
consultations by offering large-scale qualitative analysis capabilities. This makes it possible to
preserve the richness of individual contributions while producing a coherent and shareable
overview. This approach enhances the project's scope, reproducibility, and potential for
dissemination to other communities.

The Great Game! will generate all kinds of immediate

economic and social repercussions. Fostering, encouraging, and stimulating meetings and
exchanges between citizens about their future will immediately impact the flow of ideas and
actions within groups and communities. The event will create new dynamics and improve
communication between citizens.

Society can be compared to a huge iceberg, and the leeway for institutions to develop plans
or development policies is limited to the tip of the iceberg. The submerged part, which
belongs individually to all citizens and to them alone, is where support and empowerment of
citizens are found. The Great Game! provides a tool for all citizens to express themselves and
individually involves them in their collective future. We believe it is possible to link all these
realistic plans to an idealistic vision of the future conceived by the citizens themselves in order
to give meaning to all these plans and to create a unified, global, and inclusive vision.

A World First and an Impact on the World!

The Great Game! will have multiple effects at several levels, including among individuals and
groups. The greatest impact will mainly affect citizens. The fact that they are publicly invited to
be creative to express their wishes and ambitions is a clear message that something has
changed. This will have an immediate positive effect on their environment and their perception
of the organization of their society. Their participation will generate real empowerment and
awareness, since they will take full ownership of a project that they themselves will define.
Among everyone, youth and seniors, men and women, and all adults in general, a new sense
of pride and confidence in the future should emerge from this experience.

This same feeling should be shared by families, school groups, workers, businesses, and
community groups in the region. Tangible benefits for society and all citizens will include
public learning of a new pedagogical exercise, discovery of a new group experience, and the
ability to forge new relationships, improvement of communication between people, breakdown
of many stereotypes, exploration of new ideas, and contribution to a major project.

Some of the most interesting impacts of The Great Game! promise to be at the regional level.
With this world first, the city will position itself at the forefront of the human economy by openly
involving the intelligence and creativity of its people in expressing a vision for the future. What
is the message we are sending to the world? Who are we to create a vision for the future in
such an innovative and spectacular way? This must be the hallmark of a vibrant population and
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a region that is very open to the world; it must be of interest to many people, groups, and
businesses.

This event will draw attention to the international scene of organizations and opinion leaders
passionate about creativity, smart cities, innovation, and the renewal of democratic processes.
The experience promises to be a modern instrument of mobilization, communication, and
collective expression, to become a true world reference, and to export itself worldwide. This is
one of the objectives of this project.

The Great Game! will undeniably arouse the interest of the international media through its
preparation, realization, and conclusions. The national capital and its citizens will be in the
international spotlight, and this will encourage their participation.

A clear and transparent ethical framework

The use of artificial intelligence in the project is part of a commitment to transparency and
accountability. Participants are informed of their role and limitations. The data collected is
treated confidentially, anonymized when required, and used exclusively for the project. No
commercial or political use of the data is envisaged. No automation of decisions, prioritization,
or rating of citizen ideas is carried out. The entire process is supervised by a clearly defined
human governance structure.

“Edutainment”

This intelligent event concept has been taken right out of the future, combining notions of
entertainment and education (edutainment). It provides a real opportunity for a population
that wants to distinguish itself by valuing its originality and capabilities. In the current context
of changes on a global scale, this event is to some extent a true tool of collective
transformation that allows a society to take a “measured” step forward... It's also a form of
renewal of the current democratic process, complementing it and giving it added value in
line with the requirements of the 21st century.

On the political level, there are many advantages to consider in the current “gloomy”

context. The outcomes of this major event, its resulting future project (idealistic project), will

be of great interest to all levels of government. Internationally, there is great concern regarding
the issue of renewing the democratic process, even more so in the context of smart cities. This
idea of combining creativity and democracy in a playful event, of mobilizing to innovate, is an
extraordinary initiative that will certainly attract attention thanks to its originality and audacity.

A Bold Project

This project is bold, but not out of proportion; on the contrary. It's simply proportional to the
problems facing citizens and their representatives in our 21st-century societal organization.
In that sense, this project is highly relevant and therefore deserves to be carried out. It also
takes into account the evolution of our societies in the context of the new economy and
offers citizens a new role that is perfectly adapted to our world and the incredible changes of
the past years. Such an event would doubtlessly have been completely impossible 20 or
even 10 years ago, but it is now clearly very timely. This project would take place in a context
of change in our societies: it is this change that gives it more meaning. Paradoxically, it gives
citizens and the community a real grip on this change...
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Budget

The project’s budget is spread over 24 months and amounts to $4 million CANS,

including communication and marketing. All levels of government, international foundations,
and private companies will be invited to help finance the operation. The event will be
produced by a non-profit organization (The Great Game!).

The operation is divided into three consecutive budget phases.

Phase 1: From 6 to 8 months / Project Management Office, Implementation, Preparation
$600,000

Phase 2: From 10 to 12 months / Achievement $3,000,000

Phase 3: From 3 to 6 months / Report and follow-up $400,000

Conclusion

This idea opens the door to a whole new way of looking at citizenry, events, and issues facing
our society. All the conditions are in place for an incredible, modern, and innovative citizen
expression project to take place. | believe citizens are wise and adventurous enough to

seize this opportunity.

This is my invitation to you.

Jean David

January 1, 2026

www.jeandavid.me
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Collateral Benefits
The Theory of the Two Villages

The impacts generated by the event include what | call collateral benefits. To help you grasp
this concept, here is a simple puzzle.

Imagine two villages (A & B) of 1000 people, each with citizens ranging from 7 to 77 years
old. The citizens of Village A have no particular characteristics except that they are in
keeping with the image of our society today. The citizens of village B, on the other hand,
have participated in a collective project, and are inhabited by a general feeling of pride and
a great deal of self-confidence.

Of the two villages, which do you believe is more likely to
have a greater number of citizens... (submit A or B):
Exercise their right to vote? ____

Be creative? ____

Get a university degree? ____

Get involved in their community?

Getajob?

Start a business? _____

Take the initiative?

Solve problems?

Wait to see a doctor in a hospital emergency room? ____
Take medication? _____

Be absent from work? _____

Receive income security benefits?

Have learning disabilities in the classroom?

Use drugs while young?

Drop out of school? ___

Watch television? ____

For each situation, what do you think the gap between either village would be, in proportion
to the population? For example, 5%, 8%, 10%, or 12% more citizens in village A than in
village B would find themselves in this or that situation. Try projecting the financial impacts of
these gaps over the next few months and years for each of these villages.

In the current context, following austerity, budgetary rigour, cutbacks, and control of the
increase in expenditures, this event allows us to intervene at the source of social problems

by reducing the pressure and level of demand on social services. In this spirit, The Great
Game! claims to be a new social intervention tool that complements a government strategy of
responsible management and economic renewal.
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The Two Villages Theory

Collateral Benefits — The Grand Social Game

Gap between villages: cm————

@ Vvillage A — average society

Village A

Typical society

1,000

citizens - ages 7 to 77

CIVIC & ECONOMIC BEHAVIOURS

40%

40%

40%

40%

40%

40%

40%

40%

PRESSURE ON SOCIAL SERVICES

60%

60%

60%

60%

60%

60%

60%

60%

Civic & economic gains

+10%

Village B across 8 indicators
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@ Village B — after the Grand Game

Voting in elections

Creativity &
innovation

University graduation

Community
involvement

Finding employment

Starting a business

Taking initiative

Problem solving

ER wait times

Medication
consumption

Workplace
absenteeism

Social assistance /
welfare

Learning difficulties
(youth)

Drug use among
youth

School dropout rate

Passive TV
consumption

Reduced social burden

-10%

Village B across 8 social costs

Village B

After the Grand Game

1,000

citizens - pride & confidence

60%

60%

60%

60%

60%

60%

60%

60%

40%

40%

40%

40%

40%

40%

40%

40%

Impact per 1,000 people

1600 people

Illustrative assumption

cumulative differences (assumption)
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«What’s in it for me?

The Great Game! will have a positive impact on several aspects of society.

Identity & Culture

Health and Social outcomes
Work - Employment - Economy
Education

Tourism

National and International Politics

([ N N N

-

LIVING, DREAMING, COLLABORATING, VALUING, CONTRIBUTING.
The event intervenes directly at the heart of an identity issue. Its impacts will affect many
aspects of our society.

IDENTITY & CULTURE

e Collective transformation tool.

e Updating the collective identity, sharing our values.

¢ Definition of a future project with an idealistic character. (mission-vision-values)

e Creation of a new field of cooperation between citizens.

e Instrumentalization. Giving all citizens a tool that enables them to express themselves and
to individually participate in their collective future.

e Empowering citizens and raising awareness of their role in society, since they will take
ownership of a project that they themselves will define.

¢ Creation of an intelligent event, a real-life board game that's deployed widely.

WORK—EMPLOYMENT—ECONOMY

e Collective movement of innovation.

e Stimulation of training and learning.

e Encouragement of intrapreneurship.

¢ By mobilizing workers in the digital environment and integrating them into a collective
movement, we energize our companies and institutions, and directly contribute to the idea
that they can innovate and be competitive.

e A major element of a strategy aiming to increase the attractiveness of the region and to
establish a more efficient entrepreneurial ecosystem.

e Making all economic initiatives in the city more efficient by presenting them from a whole
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new perspective (tourism, business tourism, investment seeking, skilled labour, etc.).

HEALTH & SOCIAL OUTCOMES

¢ An innovation in social innovation.

* Democratization of the concept of creativity and innovation.

e Emphasis on families and groups.

e Valuation of individuals.

¢ Public learning of a new pedagogical exercise.

e Discovery of a new group experience.

¢ Ability to build new relationships, to improve communication between people, to break
down stereotypes, to explore new ideas and to contribute to a major project.

¢ Immediate positive effect on the citizens’ perception of the way their society is organized,
and a sense that their money is invested wisely.

* Immediate impact on the course of ideas and actions within groups and communities, the
emergence of new dynamics and improved communication between citizens.

¢ Feelings of pride and confidence in the future.

e Giving citizens a hold on change, they will contribute to it and be fully integrated into it.

e Strengthening intergenerational collaboration.

e Literally gathering the life experience of seniors.

e A new social intervention tool that proposes to substantially reduce the pressure and level
of demands on social services.

EDUCATION

¢ Youth appeal event.

e Stimulation of teamwork.

¢ Development of the notion of learning.

¢ Adding a notion of “citizenry” to the digital environment.

e A call to build the future.

¢ Decreased dropout rates.

* A major event of popular participation in an educational context.

TOURISM

e World first.

¢ National and international campaigns in the innovation niche.

e Strategic international positioning.

¢ Increased attractiveness of the region, including a direct impact on tourism and business
tourism.

e Putting citizens at the heart of attractiveness.

NATIONAL AND INTERNATIONAL POLITICS

e Demonstration of new political leadership.

¢ | aunching a citizen empowerment movement.

¢ Positioning the city as a true leader in the fields of creativity, innovation, and smart cities on
the international scene.

e World first in the renewal of the democratic process.

¢ Creation of a consultation and mobilization event model in the context of smart cities;
exportation of the concept to the international scene.

¢ Immediate access to international forums as a new benchmark (leader) in the domains of
creativity, innovation, smart cities, and democratic renewal.

The Great Game! © Jean David (514) 824.8145 monsieurdavid@me.com (January 2026 Edition).



DRAFT QUESTIONNAIRE

VALUING

Q.1. Please submit three personal values that you care about and would like to see in your
city? (Inspires, motivates, guides, etc.)

1.

2.

3.

LIVING

Q.2. What would you say are the two most important ideas that would positively impact your
life and your daily relationships with others?

1.

2.

DREAMING

Q.3. Imagine yourself in the future; welcome to 2033... What has changed in the city, what
have we improved that you really enjoy? Look around you and see what makes you feel
“Wow, we should have thought about that!” So what is it, then? (Submit 1, 2 or 3 things):

1.

2.

3.

CONTRIBUTING

Q.4. We believe that you are very talented people. If you could make one contribution to the
future of your city, what would you like to achieve?

1.

COLLABORATING

Q.5. In the next few days, what could you and your group do together to help realize your
dreams and ambitions? BE ORIGINAL! (Think of something both fun and informative)

1.
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INSTRUCTIONS FOR THE REPORTER

Thank you for your kind participation. Please tell us:

A. Where did the brainstorming session take place?
School setting [ ]
Office [ ]
At home [ ]
Elsewhere:
(Specify location)
Area code:
Date and time of the session:

B. How many people took part in this brainstorming exercise?
(INCLUDING YOU) people

C. What are the relationships between the people who made up this group?
(CHECK ALL THAT APPLY)
Spouse [ ]
Friends [
Children [
Other family members [
Work colleagues [
School group [
Member of an organization [ ] Which one?
Other: (Please specify

— e

Rapporteur
Please post the results on the official website of The Great Game!.

Rapporteur's name:
Email address:
Phone number:
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BIOGRAPHY

A native of Quebec City, Jean David is an independent communication researcher, creativity
and innovation consultant, professional speaker, and visionary entrepreneur. He was one of the
pioneers and builders of Cirque du Soleil, serving as Vice President of Marketing for fifteen
years from 1984 to 1999. In this role, he helped shape one of the most original creative,
cultural, and entrepreneurial adventures of its generation, leading the international marketing of
the Big Top and introducing this unique experience to diverse cultures across four continents.
His pivotal role in this journey is highlighted in the book Blue Ocean Strategy, which cites
Cirque du Soleil as a landmark example of creating a new strategic space.

Throughout his career, Jean David has developed a deep philosophy regarding creativity,
innovation, and human mobilization. To him, innovation is more than just a management
method, a technical process, or the domain of experts. It is, first and foremost, a living,
evolving, and collective force. It arises when individuals feel invested, empowered, and
mobilized to imagine what does not yet exist.

This conviction has led him to work in various contexts where creativity catalyzes
transformation. Notably, he led a pre-feasibility study for the ESSEL Group in Mumbai, India. He
spearheaded the Mumbai International Creative Centre project—an initiative aimed at creating
an international hub and theme park dedicated to creativity and creative thinking processes.

A self-taught thinker and author of Quel Cirque!, Jean David shares his perspective on the
Cirque du Soleil adventure while articulating a broader vision for society: a world where
creativity is not reserved for artists, experts, or exceptional organizations, but becomes a
collective capability that is better recognized, better mobilized, and more effectively put into
motion.

Building on this vision, he is currently developing Le Grand Jeu, a public collective intelligence
event designed to invite citizens to come together, engage in dialogue, and share their values,
aspirations, and ideas for the future.

Rather than pursuing a purely academic research project, Jean David’s approach focuses on
designing event architecture, a collective experience, and a "human technology" of
participation.

Le Grand Jeu thus extends the central question of his life's work: how can we create the
conditions for a group, an organization, or a community to rediscover its capacity to imagine,
contribute, and act together?

Jean David

www.jeandavid.me
monsieurdavid@me.com
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APPENDIX — SCIENTIFIC FRAMEWORK

The Great Game at the Intersection of Major Theories

April 2026

The Great Game is not an isolated event: it is grounded in a solid intellectual lineage. Five families of theories
converge to provide it with rigorous scientific foundations — from political philosophy to complexity science,
through collective transformation methodologies.

Degree of connection: ee Foundational e Strong o Relevant

Author Theory | Link with The Great Game

Deliberative
Democracy

Deliberative
Democracy

Collective
Intelligence

Collective
Intelligence

Collective
Transformation

Collective
Transformation

Collective
Transformation

Complexity
Science

Jirgen Habermas

Theory of Communicative
Action

James Fishkin

Deliberative Poll
(Stanford)

Pierre Lévy

Collective Intelligence (U.
of Ottawa)

James Surowiecki

The Wisdom of Crowds

Otto Scharmer

Theory U (MIT)

David Cooperrider

Appreciative Inquiry

Harrison Owen / Juanita
Brown

Open Space - World
Café

Edgar Morin

Complex Thinking

Democratic legitimacy arises from rational
dialogue among equal citizens. The Great Game
operationalizes the Habermasian public sphere at
the scale of an entire city.

The most direct operational parallel. Fishkin
randomly selects citizens, has them deliberate,
and measures the evolution of their positions.
The Great Game's 100-citizen witness group is
the binational, Al-augmented version.

An emergent form of thinking that belongs to no
single individual but arises from their interactions.
The Great Game's final report is precisely this
kind of emergence — a shared vision that existed
in no single mind before the event.

Under specific conditions (diversity,
independence, aggregation), the intelligence of a
large group surpasses that of experts. The Great
Game creates exactly these conditions at urban
scale.

Descent toward deep listening, presencing,
ascent toward action. The Great Game is a large-
scale application of this process — with Al as a
semantic analysis tool to reveal the major trends
emerging from citizen exchanges.

Starting from strengths rather than problems. The
five axes (Value, Live, Dream, Contribute,
Collaborate) follow exactly this positive and
generative orientation.

Direct methodological cousins: simultaneous
small groups, same question, self-organization.
The Great Game shares the architecture but
adds collection rigor and Al-powered analysis.

Living systems generate emergent properties.
Particularly relevant in a Francophone context —
Morin is an unavoidable reference in both France
and Quebec.
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Author Theory | Link with The Great Game

Complexity llya Prigogine An open system traversed by information flows
Science can self-organize toward greater complexity. A
Dissipative Structures city going through The Great Game is precisely
such a system.

Social Capital & Robert Putnam Social capital — trust between citizens — is the
Civic Bonds most determinant factor of democratic health.
Bowling Alone The Great Game is one of the rare mechanisms
capable of generating it at scale within a single

week.
Democratic John Dewey Democracy is not merely a vote: it is a
Philosophy community's capacity to collectively inquire about

Inquiry as Democratic

itself and learn. This is the exact deep structure
Method (1927)

of The Great Game.

o Relevant

Foundational

Foundational

What this convergence means. Each of these theories was designed to solve part of the problem The Great
Game addresses in its entirety: how can a society see itself, understand itself, and collectively transform? The
Great Game is the first mechanism to unite them within a single operational architecture — augmented by

artificial intelligence and deployed across two continents.
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SYNTHESIS NOTE

Convergence toward the Human Economy
April 2026

The originality of The Great Game lies in its capacity to converge these five theoretical families toward a single
objective: the emergence of a Human Economy.

While traditional economics often focuses on managing the scarcity of material resources, the Human
Economy as operationalized by The Great Game relies on the multiplication of immaterial resources.

+ From Social Capital to Economic Value

Drawing on Putnam's work, the project posits that trust and civic bonds are the invisible infrastructure of
prosperity. The Great Game generates this social capital — an indispensable ingredient for a resilient economy.
« Collective Intelligence as a Factor of Production

By integrating the theories of Lévy and Surowiecki, The Great Game transforms the ‘wisdom of crowds' into a
strategic force. Shared knowledge becomes the primary lever of value creation.

- Systemic Transformation (Theory U)

The shift from Ego-system to Eco-system advocated by Scharmer is the prerequisite for transitioning to an
economy that no longer merely consumes resources, but regenerates the social and human fabric.

* The Appreciative Approach (Cooperrider)

By orienting dialogue toward what 'gives life' to the city (Value, Dream, Contribute), the mechanism identifies
the reservoirs of motivation and creativity that are the true engines of tomorrow's economy.

Political Conclusion

By bringing together these scientific frameworks, The Great Game offers elected officials proof through action:
it is possible to quantify, organize, and mobilize the intelligence of a population to make it the foundation of a
new social and economic contract. This is no longer a utopia — it is an engineering of dignity and civic
participation in service of the sustainable development of nations.

Jean David — monsieurdavid@me.com — 514.824.8145 — www.jeandavid.me
The Great Game © Jean David — 2026 Edition — Confidential
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APPENDIX — IMPACT ASSESSMENT

The Great Game - Three-Level Model and Benefits Measurement
April 2026

1. Introduction

Beyond its immediate impact, The Great Game aims to produce lasting effects — among
participants, within institutions and organizations, and across the broader community. These
effects, referred to here as collateral benefits, are not limited to satisfaction or one-time
engagement, but concern a deeper transformation in the relationship individuals have with
themselves, with others, and with their capacity to act.

What we will measure is the impact of the event on the baseline indicators of our current society
— before The Great Game. The impact, in our view, will be far greater and more intense than
anticipated. The Great Game does not transform people. It reveals and liberates something that
was already there, but dormant, compressed, without space to express itself. It is this
movement — this trigger of a latent dynamic — that the evaluation framework seeks to
document and measure.

The International Scientific Committee leads the evaluation, mobilizing the full ecosystem of
available resources: universities, relevant ministries, and partner institutions.

2. The Two-Village Model

To conceptualize these impacts, the project draws on a simple and powerful framework. Imagine
two villages identical in every respect — size, demographics, socio-economic context. Village A
reflects the typical state of a population. Village B, after participating in The Great Game, is
characterized by a heightened sense of pride, greater confidence in oneself and in others, a
stronger sense of belonging, and a higher capacity for initiative.

The central question: in which of these two villages do we observe the most positive behaviors
(engagement, initiative, participation) and the fewest withdrawal or dependency behaviors?

3. Impact Model — Causal Chain

PARTICIPATION IN THE Great GAME

'f’ransformation of internal states (pride, confidence, belonging, capacity to act)
Iéehavioral changes (engagement, initiative, participation)

I%/Ieasurable impacts (individual - institutions & organizations - community)

4. Three Levels of Impact

1 — Individual Direct participants Pride, confidence, sense of belonging, capacity to act,
civic responsibility

2 — Institutions & Participating Employee engagement, innovation, internal culture, ESG
Organizations organizations reputation, productivity
3 — Community Population & territory Social fabric, institutional trust, civic participation,

economic indicators
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5. Longitudinal Protocol — Four Measurement Points

From the Measure the baseline — the state of the Baseline survey, interviews,
announcement  population before The Great Game exists in existing social indicators
their lives. Document the latent dynamic.
12 months
before
TO The week of Measure the lived experience in real time — Post-session questionnaire,
The Great the emotion, the group bond, the sense of observations, participation data
Game belonging.
T+1 One month after Measure the immediate effects on behaviors Follow-up survey, targeted
and internal states. interviews
T+6 6 and 12 Measure lasting effects across all three levels  Behavioral indicators,
months after — individual, institutions, community. institutional data, economic
T+12 indicators

APPENDIX — IMPACT ASSESSMENT (continued)

Indicators by Level and Time
April 2026

6. Level 1 — Individual

Short-term indicators (TO — T+1)

— Sense of pride toward one's community

— Level of self-confidence and trust in others

— Perception of one's capacity to act

— Sense of belonging to the group and the city
— Desire for participation and engagement

— Perception of collective potential

Medium and long-term indicators (T+6 — T+12)
— Community involvement and civic participation
— Launching of projects and taking of initiatives
— Return to education or training

— Helping others and collective engagement

— Reduction of absenteeism and withdrawal behaviors

7. Level 2 — Institutions & Organizations

The Great Game acts as a trigger for an underlying dynamic within organizations. It releases a

collective energy that already existed, but had no space to express itself.
Short-term indicators (TO — T+1)

— Level of employee engagement during and after the event

— Quality of bonds between colleagues — sense of organizational belonging
— Perception of the internal culture of innovation

— Pride of belonging to the participating organization

Medium and long-term indicators (T+6 — T+12)

— Internal initiatives and projects generated after the event

— Reduction of absenteeism and staff turnover
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— Impact on ESG reputation and attractiveness as an employer
— Alignment of internal policies with The Great Game results
— Emergence of new leaders and intrapreneurs

8. Level 3 — Community

Social indicators (T+6 — T+12)

— Increase in civic participation (voting, volunteering, local involvement)
— Strengthening of trust toward institutions

— Improvement of social cohesion and sense of territorial belonging

— Growth in entrepreneurship and citizen initiatives

— Improvement of educational achievement and reduction of school dropout
Indirect economic indicators

— Reduction of demand on social services

— Impact on territorial attractiveness and business tourism

— Stimulation of the local creative and economic ecosystem

— Measurable media impact and international visibility

9. Methodological Limitations

The framework presents several limitations inherent to the study of complex social systems in
real conditions:

— Absence of strict experimental control

— Bias related to voluntary participation

— Difficulty of direct causal attribution

— Dependence on semantic analysis tools

As a result, the approach favors the observation of correlations and an iterative, comparative
logic, whose simultaneity produces a unique comparative scientific value.

10. Conclusion

The Great Game's evaluation model makes it possible to move from a narrative intuition to a
structured and measurable framework. It positions the project not only as an extraordinary
collective experience, but as a mechanism capable of empirically documenting the
transformation of internal states — and of observing their effects in reality, across three levels
and over time.

"The Great Game does not transform people. It gives them back access to who they already
are."

Jean David — monsieurdavid@me.com — 514.824.8145 — www.jeandavid.me
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