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World Population 2022

Land

Country (or Population Yearly Net Density Area Migrants Fert. Med. Urban World
# |2 dependency) (2023) Change Change (P/Km?) (Km?) (net) Rate Age Pop % Share
1 India 1,428,627,663 0.81% 11,454,430 481 2,973,190  -486,136 2.0 28 36 % 17.76 %
2 China 1,425,671,352 -0.02% -215,985 152 9,388,211 -310,220 1.2 39 65 % 17.72% ‘

: Brazil
3 United States 339,996,563 0.50 % 1,706,706 37 9,147,420 999,700 1.7 38 83% 423 %
Paklstan
4 Indonesia 277,534,122 0.74 % 2,032,783 153 1,811,570  -49,997 2.1 30 59 % 3.45% ®
Y
5 Pakistan 240,485,658 1.98 % 4,660,796 312 770,880 -165,988 3.3 21 35% 2.99% 2 X ‘
Nigeria !}
6 Nigeria 223,804,632 241 % 5,263,420 246 910,770 -59,996 5.1 17 54 % 2.78%
7 Brazil 216,422,446 0.52 % 1,108,948 26 8,358,140 6,000 1.6 34 88 % 2.69%
8 angladesh 172,954,319 1.03% 1,767,947 1,329 130,170 -309,977 1.9 27 M1 % 215%
» Bangladesh
9 Russia 144,444,359 -0.19 % -268,955 9 16,376,870 -136,414 1.5 39 75 % 1.80 % n I a
10 Mexico 128,455,567 0.75% 951,442 66 1,943,950  -50,239 1.8 30 88 % 1.60 %
11 Ethiopia 126,527,060 2.55% 3,147,136 127 1,000,000  -11,999 4.0 19 22% 1.57 % \ = S §
1Germany HSIa
12 Japan 123,294,513 -0.53 % -657,179 338 364,555 99,994 1.3 49 94 % 1.53 % A 4
A A
13 hilippines 117,337,368 1.54 % 1,778,359 394 298,170 -69,996 2.7 25 47 % 1.46 % . :
& cevet 4 Egypt > 4 United 4 Mex'co
14 112,716,598 1.56 % 1,726,495 113 995,450 -29,998 2.8 24 1.40 D
<ty o Vietnam Ethlopla States Japan M Africa
15 DR Congo 102,262,808 3.29% 3,252,596 45 2,267,050  -14,999 6.1 16 1.27% . Athioricae
L : Philippines>
16 Vietnam 98,858,950 0.68 % 672,094 319 310,070 -82,700 1.9 33 1.23% | ®@ x b & M Asia
; M Europe
17 Iran 89,172,767 0.70 % 622,197 55 1,628,550  -39,998 1.7 33 74 % . 0 7
ceania

18 Turke 85,816,199 0.56 % 474,958 112 769,630 -318,067 1.9 32 77 % 1.07 % o
19  Germany 83,20 560 155,751 1.5 45 77 % 1.04 % 1 ° 5 6 /0

8 Billion




Leaders and Entrepreneurs in the world

over 400 million i 1.9 billion are
are entrepreneurs too young to work

= 430 millionare : (ages 0-15)
n unemployed "
® 577 milli ‘ (1)
i
) 7 BILLION

mms.. W PEOPLE
.. Y : : | DO? «‘T

&

1.7 billion
1.4 bi"ion work
work in agriculture in services
0 10 million 50 million 200 million 1 billion
No data 5 million 20 million 100 million 500 million 2 bil

| ‘ | | [FO1 ] Funders ond Founders sources: cia.gov, census.goy, gemconsortium.org
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Demographic Changes

Population Pyramid 2024 ﬂ% Population Pyramid 2030 M

100+ Male 0.0% 0.0% Female 100+] Male 0.0% 0.0% Female
95-99 . 0.0% 0.0% 05-00 0.0% 0.0%

90-94 Popu Iatlon 0.0%  0.0% 80-04 0.0%% | 0.0%

85-89 2024 o.u%lo.m IncreaSEd 25.50 0 ﬂaln.ﬁa

onas o1%ffozn population of e

7579 0.4% . 0.5% R
70-74 1 0 6 0.6% - 0.8% age ra nge 1 5 - -

T0-74

6569 tene 1.0% [N 12+ 24 years old  ess
= Million

60-8
) from 19 GM:
5054 million in 50-54
4549 484
. 2024 to 23 s
53 million in 1530
30-34

25-29 2030 j:'::
20-24 | 202
1519 | T

10-14
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. . 0-4
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1 1
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1
8% 10%
Source: Population Pyramid.net



The 5 Industrial Revolutions

Industry 5.0

R

mn

B

Industry 1.0

ﬁ* Industry 4.0 Human-cyber-

physical
systems (HCPS)

Industry 3.0

Internet and
cyber-physical
systems

Industry 2.0

Computer and
automation

Mass
Machinery, production,

"ater power,

Assembly line,

Steam power Electricity

1780 (i) 1900 (i) 1970 (i) 2000 (i) 2020

120 vears 70 years | 30 years 20 vears




Evolution of Work Environment

The evolution of the employee EVOLUTION OF THE LEADER

Past T Future 2
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Technology 1s a gift of God. After
the gift of life 1t 1s perhaps the

greatest of God’s gifts. It 1s the
mother of civilizations, of arts

and of sciences.

Freeman Dyson




The workforce faces unprecedented “double disruption”

jobs displaced by 2025
85M

Automation (WEF)

FUTURE OF WORK
@:CC)} _ 2020-2030 o
of core skills will s‘-l‘_c‘:fes‘;;;;

40% | change School =
for workers by 2025 3 factors will

0 e W) shape future jobs:
of workforce to > Covid-19
COVID-19 44% | operate remotely > Automation
(WEF) > Environmental
[ej) crisis
of employers will
84% | accelerate

digitalization
of work processes

(WEF)
Source: WEF Future of Jobs Report (October 2020)



WORLD Top 5 jobs with
ECONOMIC . .

FRRUM increasing demand
1 DataAnalyst and Scientists
2 Al/ML Learning Specialists
3 BigData Specialists

4 Digital Marketing and Strategy Specialists

5 Process Automation Specialists

Digital job capacity
from 2020-2025

EE Microsoft

190M
Fary
(S 149M
©
S 127M
© .
o new jobs
g by 2025
- 90M
66M
51M
41M
|

2020 2021 2022 2023 2024 2025

Source: World Economic Forum, Future of Jobs Survey 2020; Microsoft Data Science, June 2020

Emerging job opportunities require digital skills

1M Privacy and trust

6M Cybersecurity

20M Data analysis, ML and Al

23M Cloud and dataroles

98M Software development




Low-skilled jobs are at risk of automation

IT managers

o O Knowledge Typical education level

‘ . Financial managers <

Lawyers
General managers
® g

o ® . o
.. Specialized
coders @)

. Business ops
™ Post-secondary specialists

school teachers ’

m No formal education

High school diploma

W Postsecondary non-degree

B College degree

Accountants

Wages
)
o

Computer support
specialists

Customer service Truck
Elementary reps ‘ drivers

.teachers ®

Nurses . - Stock clerks
> - »
' . T @
°
. o: .
Personal Freight
care aids movers
Risk of automation >
Least vulnerable Most vulnerable

67% of employers have accelerated automation and Al deployment since COVID

McKinsey Global Business Executive Survey, September 2020
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Generations and the future of work

B Builders
M Boomers
~ Generation X

= Millennials

B GenerationZ and
Alpha

2015 2020 2025 2030 2040

Generation
Baby Boomers

Generation Millennials Generation Generation
(X) (GenY) (2) (Alpha)

(1940-1960) (1960-1980) | (1980-2000) (2000-2010) (2010-2025)




Egypt’s Demography 2024

100+ Male 0.0% 00% Female
95-99 0.0% 0.0%
90-94 0.0% 0.0%
85-89 U.D%Iﬂ_‘l%
80-84 D.1%IU.2%

75-79 0.4% . 0.5%
T0-74 0.6% - 0.8%
65-69 1.0% -
- o
B o p—

50-54 . _ 2.2%
4549 | _ 13.7%

40-44

o5 oo [ -« Mliennials

0 | . 21.5%

25-29

20-24

1519
10-14
@ Population aged 0-14

® Population aged 15-64

@ Population aged 65+ 0-4
10%

59




Must Know Facts About

MILLENNIALS

There are about 79 million
millennials in the U.S.,
versus the 48 million
Generation Xers.

communica’rion.‘
S, 2 o €D

3 1% of millennials eamn
enough money to lead
the kind of life they want.

e_

41% of millennials have no
landline at home and rely
on their cellphones for

The purchasing power of
millennials is estimated to ™
be $170 billion per year.

i

Millennials send about
20 texts per day.

s

149% of millennials use
Twitter.

07

Millennials will make up
50% of the U.S. workforce

by 2030. 56% of millennials think
technology helps people
m @ use their time more

efficiently.
80% of millennials sleep with -

their phones next to their beds. 27% of millennials are
self-employed.

SurveyCrest

GENERATION Z

P R N Y NN

The Text Generafion

DIGITAL NATIVES
. SOCIAL
Gen Z is naturally social and

Gen Z are the first true natives to
spend 7.6 hours per day
socializing with friends and

the digital era. This generation
family. o () INTERACTIVE

spends 15.4 hours per week on

their smartphones.
MULTI-TASKERS Gen Z likes to interact with

0,
(AR N E R ENENEEENENRRENENENNERNENRNNERJE:RNHR] c people.34/ﬂarem05tconcernEd

Gen Z prefers to work on with boosting their people

multiple tasks at the same management skills.

time. On average, Gen Z will

work off of 5 screens at once. TECH-SAVVY
Have a question? Google it. 66%
ENTR_EPR_ENE_UR$ . say that technology makes them

Gen Z desires independent feel that anything is possible.

work environments. 72% of o ——

teens want to start their own LESS FOCUSED

business someday. tecsssssssscssssssssssnscs

Gen Z needs continuous
updates and stimulation. It's
no surprise that this generation
has an attention span of 8
seconds.

Gen Z is constantly learning.
1in 2 will have a college
education.

CAUTIOUS

PHILANTHROPISTS

As a result of growing up during the
Great Recession, Gen Z tends to be
more careful with their expenses.
57% would rather save their money
than spend.

. EDUCATED

Gen Z wants to do good in the
world. 93% say that an
organization's impact on
society affects their decision
to work there.

Saurces: Forbes, Future Workplace, Huffington Post, idcp I l 9




EFFECTIVE ENGAGEMENT

x Verbal
Sit & listen

Teacher

Job security
Authoritarian
Curriculum centred
Closed book exams
Books & paper

Visual Z
Try & see

Facilitator
Flexibility
Participative
Learner centric
Open book world
Glass & devices

1in4 n
; Y

TOP EMOJIS
O ==

1in3 1in2
y 4

CHANGING
GENERATIONS

Doer Co-creator

LEADERSHIP CHANGE L2
o A=

O

Command &
Control

Collaboration &

Contribution . 18

jobs careers
WORKFORCE OF 2030 X 23%
‘ x ’ Facebook . 1,000,000,0““
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Digital
Social
Mobile

Visual

TOP BABY NAMES

Oliver harlotte
Jack

William
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Henry

AirPods

2020
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WHAT SHAPED THEM
Millennial parents (Generation Y)

GENERATION

LABELS WEEKLY BIRTHS

The Alphas

GENERATION
ALPHA

2,740,000

Multi-modals Global Gen

Generation Alphas born globally each week

CHARACTERISTICS

Global

WORKFORCE
OF 2030

x

® o=
W

Digital Social

THEIR FUTURE

Older siblings to Generation Beta
Born 2025-2039

TOP COUNTRIES,OF BIRTH TOP BABY NAMES

e Oliver Charlotte
' Noah Amelia

f William Olivia
India Nigeria

Visual

_ a1 a
INCOMING D < o) B T aki » e =S W = {:} -
TECHNOLOGY - 5 i S
’ - GoPro 3D Apple Tesla . . ’ : Autonomous  Quantum Aerial
iPad Instagram  Siri HERO3 printers Google glass watch Powerwall Fortnite speakers AirPods 5G Biometrics vehicles computing ridesharing
TIMELINE 2010 20M 2012 2013 2014 2015 2016 2017 2019 2020 2021 2022 2023 2024

Fax Landline
machine phone

Street

Myspace directory Pager MP3 player  Blackberry CD/DVD

OUTGOING
TECHNOLOGY

- s D= § & 8I" 0

\
3'= First Alphas born @ 500 million . 1 billion

MILESTONES

Virtual reality ~ Robotics Sleep

engineer

Cybersecurity UX Drone  Blockchain Data
specialist manager  pilot developer  designer

NEW JOBS

Source: UN, OECD, McCrindle | ©@® McCrindle 2021

GPS unit

Sustainability
mechanic  technician officer

mccrindle.com | generationalpha.com

Analogue

Car key - e Desktop Credit Wallet nalog.

ignition computer cards

« B8 == @mE &
‘ 1.6 billion 2.2 billion .

Wellbeing Al Life Urban  Space tourism
manager  specialist  simplifier  farmer agent

Driverless
train operator

meccrindle
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FUTURE
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Skillset

Mindset

Beliefs Competence

Thoughts Proficiency

Perception Technique

Attitude Ability

correct
mindset to
do the job

Missing
skills to do
the job

Methodology Gadget

Systems Framework

Toolset

FUTURE OF WORK
2020-2030

In 2030, 3
skillsets will dominate:

> Technology skills

> Social & emotional
skills

> Cognitive sKkills



Leaders’ mindset and skills

The

Notable TECHNOLOGY

GLOBAL CITIZEN SERVANT CHEF EXPLORER COACH FUTURIST TEENAGER TRANSLATOR YODA

+ Think globally " Humility and + Embrace technology  + Curious +' Mativate, engage, +/ Thinking like v/ Being technology v Listening and +/ Emotional intelligence
" Embrace diversity vulnerability +/ Be purpose driven + Perpetual learner and inspire a futurist savvy and digitally communication
+/ Service oriented & caring + Have a growth mindset + Coach & mentor/ fluent
+/ Open minded create other leaders
+ Agile and nimble " Work across

generations & cultures
" Create effective teams

JACOBéMORGAN

© thefutureorganization.com



Create.
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Promote St?ategy .
mnovaho Mobilize
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.Uphold
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results
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The 5 primary skills for the future of work

Creativity
Coming up with ideas
that are new and useful

Attention Management c Critical Thinking

Seeing opportunities instead Invoking curiosity, challenging
of tasks, Projects instead of preconceptions and beliefs,
problems and Opportunities providing a resilient foundation
instead of risks in a world of complexity
Social Intelligence ’ Self-Management
Communicating and collaborating Being confident, goal-oriented
with others by listening, motivating, and, as a result, .relaxed and
giving feedback, convincing others stress-resistant

and creating positive group dynamics



THE FUNCTION
OF LEADERSHIP
S T0 PRODUGE
MORE LEADERS,
NOT MORE
FOLLOWERS.
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Understand your behavior’s
impact on organizational
outcomes.

Effectuvely communlcate
goals and inspire trust.

FOR EVERY CAREER

Do

. Ny
1 E

NFLUENUE A ININIINSD ML ]

Know when to change course,
and help others to do so.

Be comfortable persuadlng,
promoting, and delegating.

Source: https://www.iceafoundation.com.au/



Business Inspire Clear Strategy
and Technical Acumen and Motivate and Vision

| | |
01 —02—03—04 05 06
| | |

o Focus on Results O Interpersonal Skills O Innovation
If leaders were highly skilled at just three of them, their overall leadership effectiveness
would be in the 90th percentile
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LEADERSWHO VS

DELIVER

They share the
maximum information
they can

zy use their power
mindfully and vngllantly

They create conditions
for motivation to flourish )

They are obsessed with
performance and results

They stamp on poor ‘-.
behaviour whatever the e
result 2

They review wins and
losses with equal passion
and discipline

They adjust goals in any
direction to ensure they
are motivating

They talk endlessly about _,e°
responsibility L ?t‘

They are mindful when
using their power

They understand the
politics

LEADERS WHO
DESTROY

They share the minimum
information they can get
away with

They use their power
thoughtlessly

They use pressure, fear
and hierarchy to
motivate

They are myopically
focused on results

) | They tolerate poor
»\  behaviour if the result is
OK

They move on from wins
and interrogate failures

Once set, they'll only
move goals to make
them harder

& They talk endlessly about
es accountability

They are frightened of
losing their power

They are political

= —— 4
LEADERS wgo DESTROY ¥

A LEADERS WHO DELIVER

NEWS
——




Hard Skills VS.

* Bilingual or multilingual

* Database management

» Adobe software suite

* Network security

* SEOQO/SEM marketing

* Statistical analysis

» Data mining

* Mobile development

» User interface design

* Marketing campaign management
» Storage systems and management
* Programming languages

(such as Perl, Python, Java, and Ruby)

Hard skills are technical knowledge or
training that you have gained through
any life experience, including in your
career or education.

Soft Skills

* Integrity

« Dependability

* Effective communication
¢ Open-mindedness
* Teamwork

* Creativity

* Problem-solving

e Critical thinking

* Adaptability

* Organization

* Willingness to learn

* Empathy

Soft skills are personal habits and
traits that shape how you work, on
your own and with others.

‘indeed

career guide




HARD SKILLS SOFT SKILLS

Z ‘q’ QPROBLEM
4 i U SOLVING
- = y
SUBJECT =
MATTER @ £
EXPERTISE @sroav TELLING

COLLABORATION

>g
MATH &

| STATISTICS C
| DATA& KNOWLEDGE
TECHNICAL
KILL
‘r
- Y

COMMUNICATION

a @CREATIVITY



The Top 10 Key Competencies

Teamwork Responsibility Commercial Decision Making Communication

Awareness
*x ¢ = 1&
- ®
W
Leadership Trustworthiness Results Orientation Problem Solving Organisational skills

& Ethics
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Intelligence

Human Intelligence

= Mental quality that consists of:

= The abilities to learn from
experience

= Adapt to new situations

= Understand and handle
abstract concepts

= Use knowledge to manipulate
one’s environment

Artificial Intelligence

= The ability of a digital
computer or computer-
controlled robot to perform
tasks commonly associated
with intelligent beings.

Augmented Intelligence

= A design pattern for a human-
centered partnership model of
people and artificial intelligence
(Al) working together to
enhance cognitive
performance, including
learning, decision making and
new experiences

Present Future



Jalecall & ylaa g &) g

WA i) Jatiwall Olylas 9 Olh)lgo
Jatiuoll Us dJla)l ¢S3Jl daub

elioil lsall Sraiaddl LSl
e O~ Juditunall 9 LRI £1S3I 9o jinall sl "
h”_. N ( L_.:.,.t:L;J-.-:L.u:ﬂ.’nl clsill ¢ g;m.dl 53l Ho 50 )
4 .
WERLD JPCYNIALRY) t.Jl)'.).:_- 9 Wl)lgo |- ‘o.b| @) OECD
E(:lec PISA
ol La_b _,lSJ.;:IlgL_?lﬂ.l:J.l':HS.ﬁ.zll.l ol Lea
9 ) Jaiw dadsall JSLinadl Jo ¥ CR ) Jhaiw
Baoll jusadl Olylas diord il g iibaiall yuSiill ¥ Liowd Gaosll elaidl W)l
NCREVEE P TSV .:_,|)L3,o I ¢3|)L3,° ©9 Aaisi @iyl g
Lrl.l:' | - ) | |n hﬂwu:r;i:ilﬁm .0 ) l | 9‘;;")[3001; lEE...I'-""l
Ohylas ¢ Wlylgo i 9 Juolaill ol Ohla> 9 wusail Olylas

o ablall £lS3l .V ==
o Lihiall ySaill JaSadl o ol il g ol
. (saadl ,I8831 ¢ JSLéxall Jo> .4
5Ll .1-




Osiiais pgaraz> Ol 3 ale JS (6 il g Lihiall pSaill iyyel SN aé) g pale I 8 sadill g Lihiall uSaill Gle Sl o @S ST 32

ouiloill ale
wilefiml Giljlean
Cilagloall

E,.nh.mﬂ rsaill eddaidll ple lais
,_,k. doind 6yl Lg.u...ll 9
l.g.....tl;ul.:u.n).g.ﬂ Lj.u.n.l...u..JI
dallas ¢ .J.n.l:u 9 wlauiwl
ob Lgs9 (soiuus il g ilaglaall

P.g.ﬁ.,_jg.l loglaall ha>

L Ohlasdl g lslgall (e dois dil e

gudill ale
Jilisglm g Jleal
J1adill ySanll

Lihioll juSaill guail ele iy
Lo Lle 3555 dalos 8phai (gaadl g
Sgrkall LS Jaill dlec @iy
M.j.l.h.i.n]lllm'_‘,.ngipwl
huiye (saiill g Lihiall jusail
Haall Sl 9 Jlasly

SAm1AN ol
aullio
psail

pSaill diunlall ple ybiy
5555 o 8,k (saiill 9 Litkaioll

Sal S dlas (5Ses Lo e
2way 3lhioll 13s o g g lall

By (saiill g Likiall yuSaill




peds pazd JSlisll J> 5lge
pedll 138 Gadal 9 JSLirall daub

4
L
X

Jol> addgsd

§ake dliwl 75b

sy Dlilse] gl

Jol= 2ol

Ao lylyd 315

sl duinS pgis paiai Jul=dll 8)lge
Ly Ghiall clisl g dasl

i.'lh.'dh'_..n;j.—.n-

i

J5 wailby bl

sli=31 s Slinall pgd
dasll o dalitall

iy e

Slalasil e ol
daadl 6

waisd (fludl) eludl psadl 3)lgs
9 Wlidyd ) 8> palio pLlid 8)2all
Ol paaandi g Slobidnl 9 Jolo g ybl

diiy by Lo £l 3 by
CETEEN

Bagae il paad z LI
d30>gall dlad

Olus 8 addgd
8303

lSinall Lyl Balel
diyyhy lgingy Jol (e

TR

blas 8 Bl paisd il 3)lge
Jloiz] ) ol ise Jouwisi Ll isall
Wilsdbuaell ins g Jududl ( dessl
Lo st iaanall

pusded G il
8ygpeall sie Lasall

e o baaiu|
"I.'-..1~:J I ]l

dls3l T HSI
d=lzall

ole souall bl

Lle pSall g daall 6 canall g dgall
g skl d3g>

ddgaiio e pSall
asianall asall

( dossuimnall Wluwil)
dubluanll Cau> o

| casaasll daani Ll @Sall
( dosiiumnall Lluwil)

LS Lo e Sl
( doaiinall Cluwl)

q.ﬁ._._a,-_,.qul_;.:rs_-.u

Aoy wasead gl e

dzladl 6 il
gusal Ll



@M\Jﬁﬁﬂ\é@ﬁﬁbé&\ﬁ\&b@éﬁﬁd&

)il g Wiyadl g pildgll Ly 9 Wlegleoll Lileuiwl @ Hgwad jgi 8jxe0

P -~

o Ll Gl 1,8




Social
A pl

Limitless

Persistent

‘Reacﬁve

The METAVERSE (m_8tisall

Decentralized

Interoperable

User-de

ned

The Seven Layers of the Metaverse

Experience
Discovery
Creator Economy
Cosrggﬁ?ilng
Decentralization

Human
Interface

Infrastructure

|

‘Y
-

!
|
|

J

Games, Social, Esports,
Theater, Shopping

Ad Networks, Social, Curation,
Ratings, Stores, Agents

Desi%n Tools, Asset Markets,
Workflow, Commerce

3D Engines, VR/ AR/ XR, Multitasking
Ul, Geospatial Mapping

Edge Computing, Al Agents,
Microservioes,? kchain

Mobile, Smartglasses, Wearables,
Haptic, Gestures, Voice, Neural

565G, WiFi 6, 6G, Cloud, 7nm to
14nm, MEMS, GPUs, Materials

Building the Metaverse
9 e Jon Radoft
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Quantum Computing 4 saS!) duu sall

Classical computer Quantum computer Hardware

« Physical qubit
« Processor
« Control circuits

7]

« Interface
. 0 « Detectors, chips for
@1 trapping ions, vacuum,
laser, microwave or optical
system (ion-trapped)
» Wirings
* Refri i
Classical bit Qubit et
o ) . + Housing (package)
Classical bits can only Qubits follow the superposition . S
o : « Signal shielding
beOorl principle and can exist as

0 and 1 at the same time

A Clauad) dglar g 5 ol ailSa (il B e 2L dulaa cillary 2 685 4] 94 Quantum Computer

@JM\ SLLNER |

Software

« Error correction

« Control processing
languages

« Specification

» Simulation

« Debugging

» Programming languages
« Compilers

« Schedulers

« Optimisation (eg,
resource estimators)

« Verification or validation
« Function libraries
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Always Have Goals in Life
Goals are the first and maybe the
only key to success in any life
calling!

You have to be persistent
Persistence is just another word for
faith. People who have faith will
persist and succeed.

Gratitude attunes you with

success
To have more in life. You MUST first
appreciate what you have right
Now.

Focus on important

If you cannot keep your focus sharp
on things that will lead you further.
Be sure you to say where you are
Create a “WINNERS ATTITUDE”
The one who thinks he can, and the
one who says he can’t are both
usually right. Budha

Secrets to Success

! \
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o Keep your imagination
alive!

Whatever the mind can conceive
and believe, the mind can achieve.

—N Hill
o Always keep knowledge

The knowledge is useful. However,

it becomes the power only if used

I and applied.
o Become fast at decision making

The success is a decision. Don’t
overthink the decision. Just go for it
and see what’s going to happen.
Work on success from the
morning
Those who love to sleep will forever
| live in poverty — religion verse.

@ Form a mastermind group

X Every path is more straightforward

when two or more brains come
together
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