Building Systems for

Unprecedented Results

Applying the Principles of Atomic
Habits to Leadership and
Organizational Excellence

* The illusion of willpower vs. the
reality of system design.

* Behavioral engineering for
organizational excellence.

* Habits as reliable solutions to
recurring environmental problems.
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' The Aggregation of
Marginal Gains

« Success is the product of daily habits,
not once-in-a-lifetime transformations.

* 1% worse every day = decline to near
zero (0.9973%5 = 0.03)

* 1% better every day = 37x improvement
over one year (1.014385 = 37.78)

» Habits are the compound interest of
self-improvement.

APPLICATION: A 1% reduction in operational friction
daily compounds into massive cost savings by Q4.

= ya RN =

RESULTS

1% IMPROVEMENT
1.01265=37.78 /

1% DECLINE
0.99%° = 0.03

TIME
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SYSTEMS DICTATE OUTCOMES =

GOALS

O > S>> —
SYSTEMS ? _

Define desired outcomes

Define the processes that lead to
outcomes

Winners and losers share the exact
same goals

The system is what differentiates
the outcome

Create a binary success/failure state

Allow for continuous compounding
growth

CORE PRINCIPLE: You do not rise to the level of your goals;

you fall to the level of your systems.
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Crossing the Valley of Disappointment

Progress is rarely linear;
the most powerful
compounding outcomes
are delayed.

]

WHAT YOU THINK
SHOULD HAPPEN

VALLEY OF
DISAPPOINTMENT

RESULTS

F

Early efforts are not
wasted; they are stored.

Breakthrough moments
WHAT ACTUALLY are the result of built-up

HAPPENS potential, not a sudden
shift in effort.
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THE TARGET OF TRUE BEHAVIORAL CHANGE

il OUTCOMES: Changing your results (What you get).
Outcomes ﬁ

\ : / /
Processes .\ || » PROCESSES: Changing your systems (What
. i you do).
Identity = =
| r il
— | * IDENTITY: Changing your beliefs (Who you are).
L ]
\ i f | Behavior incongruent with the self will

not last. Every action is a ‘vote’ for the
type of person you wish to become.
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WORKSHOP: THE IDENTITY AUDIT

1

|dentify a critical
outcome you are trying
to achieve this quarter.

Ask: “Who is the type
of person or leader
that could achieve this
outcome?”

5

—

o
o

List 3 small, daily
“votes” (micro-habits)

you can cast to reinforce

this specific identity.

=l

* REFLECTION: What current habit is actively casting a vote for an obsolete
version of your professional identity?

L

1

iz
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THE NEUROLOGY OF ACTION

” PROBLEM PHASE / SOLUTION PHASE
A
“ CUE CRAVING
Triggers the brain to The motivational force and
initiate behavior CUE CRAVING desire to change internal state
(Noticing the reward). (Wanting the reward).

REWARD REWARD RESPONSE RESPONSE
Satisfies the craving and The actual habit performed
'\teaches the brain to remember (Obtaining the reward). /1
the loop (Learning).
N 2
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THE BEHAVIORAL ENGINEERING TOOLKIT

To build a habit, we pull four specific levers.

rCUE 'Law 1: Make it Obvious il
CRAVING ;Law 2: Make it Attractive

RESPONSE ;Law 3: Make it Easy

L

REWARD ;Law 4: Make it Satisfying




DESIGNING THE TRIGGER AND THE ENVIRONMENT

THE MATHEMATICAL FORMULAS

= o

IMPLEMENTATION INTENTION:
I will [BEHAVIOR] at [TIME]
in [LOCATION].

L ]
- 1

HABIT STACKING:
After [CURRENT HABIT],
I will [NEW HABIT].

= =

ENVIRONMENT DESIGN

|
|
1 |

|

» Behavior is a function of the Person

in their Environment (B = f(PE)).

—_— i

Y

» Behavior ils a function of the Person

in their Environment (B = f(PE)).

* Visual cues are the greatest
catalyst of behavior; motivationis —

Ovelrated it i

@®

= =
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ENGINEERING DESIRE AND THE OPTIMIZATION TRAP

TEMPTATION BUNDLING IMITATING THE CLOSE
Pair an action you want to do We adopt habits praised by
with an action you need to do. our culture (the close, the

many, the powerful).

THE OPTIMIZATION TRAP

- Mistake 1: Motion vs. Action. Planning and strategizing (motion) feels like progress
but produces no outcome. Action delivers outcomes.

- Mistake 2: Scaling too fast. Attempting the maximal version of a habit on day one.
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WORKSHOP: THE TWO-MINUTE DRILL

COMPLEX TASK

2-MINUTE GATEWAY ACTION

Human nature
defaults to the
path of least
resistance.

Downscale new
habits until they take
under two minutes.

Standardize before
you optimize.

= il
EXERCISE:

1. Select a high-value habit «---
your team consistently fails
to execute.

— e mmw mmw

» 2. Scale it down to a
2-Minute Gateway Habit. <---

» 3. Identify one environmental

change to reduce friction
by 50%.
| = |
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SEALING THE NEUROLOGICAL LOOP

p

ACTION

IMMEDIATE = », /L DELAYED
RETURN 1 OUTCOME

T il

|

TIMELINE OF REINFORCEMENT: STRUCTURAL PROGRESSION

B ke 1
m THE CARDINAL RULE: IMMEDIATE VS. DELAYED:
What is immediately rewarded is repeated. @ Human brains prioritize instant
—N What is immediately punished is avoided. gratification over long-term payoffs.
L. - ] = -
r il -]
v[v[v| VISUAL MEASUREMENT: ..,,n ’
v Use a habit tracker. The visual proof of / @ ;EIVEEF#ILSE ?y;;AILURE
casting ‘identity votes’ is intrinsically satisfying. @ X '
L. . -
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THE DIAGNOSTIC FRAMEWORK FOR SYSTEM FAILURES

= 1__—T.i|.

125 [ p—

INVERT LAW 1

Make it Invisible

;ﬁ: (CUE) =2 (Reduce exposure).
@ INVERT LAW 2 N Make it Unattractive
(CRAVING) (Reframe mindset).
@{% INVERT LAW3 _ Make it Difficult
- 2 (RESPONSE) (Use commitment devices).
Make it Unsatisfying
_ INVERT LAW 4 .
}@;\/ (REWARD) 9 (Create an accountability

contract).

A .
THE ELIMINATION TRAP
» Mistake 1: Relying on «---

v

a depreciating asset;
environment is a constant

A O I O O S S N S I O S I s S . I s S I I I G S . e e s

----- Mistake 2: Leaving a void.
—~ Eliminating a bad habit
2 without replacing it with a

positive habit that satisfies

the same underlying motive.
il

self-control. Willpower is |
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r, S o o] e B 6 P S e Bl
- MASTERY, FLOW, AND ORGANIZATIONAL SCALING |

M |~f "'l |
=== | -+ |
i a
/| GOLDILOCKS ZONE }; ._
BOREDOM ? ik /A . ANXIETY
A1 / : f, / %
y | e A //f”i"f/ I 2 ﬁ/ﬁ’Z f/ A =

{7 + THE GOLDILOCKS RULE: Humans experience peak motivation when working on tasks ~4% beyond their
current capability. The greatest threat to success is boredom.

£ + CULTURE = SHARED HABITS: An organization's culture is simply the aggregate of its atomic habits.

7 + PUBLIC ACCOUNTABILITY: Implement Habit Contracts for strategic initiatives to make failure socially unsatisfying.

f—_—

| |

R — - — - - — I
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YOUR 30-DAY HABIT IMPLEMENTATION PLAN

'IDENTIFY " DESIGN (Good Habit)

1 Outcome you want, and the 1 Identity required to get there. Write your precise Implementation Intention and Habit Stack.

_| |

,/I [ @ IMPLEMENTATION INTENTION

§— HABIT STACK

|"ELIMINATE (Bad Habit) 'TRACK

|dentify 1 friction point you will add to a negative behavior today. | Setup avisual tracker and commit to the "Never Miss Twice" rule.
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YOU ARE THE ARCHITECT OF YOUR HABITS, AND YOUR HABITS ARE THE ARCHITECTS OF YOUR FUTURE.
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