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CHARLIE BRUNO

A curious girl named Siri, a wise old teacher named Ben, and his
student Warren with Warren’s partner Charlie — together
discovering the businesses that built the modern world, one

adventure at a time.



THE GLOBAL 50

One great company per volume - Fifty adventures, one modern world

SPACE & EXPLORATION
1. SpaceX — “The Fire That Comes Back”
MANUFACTURING & ENGINEERING

2. Toyota — “The River That Builds Cars”
3. Siemens — “The Factory That Builds Factories”

4. Caterpillar — “The Machines That Move Mountains”

5. Boeing — “The Bird With Six Million Pieces”
6. Airbus — “The Plane Four Countries Built”
ENERGY & INDUSTRY

7. Shell — “The Sunlight Buried at Sea”
8. ExxonMobil — “The Ancient Sunlight Machine”
9. GE Vernova — “The Wheel That Makes Lightning”

COMMUNICATION

10. AT&T — “The Voice Inside the Wire”
11. Qualcomm — “The Whisper in the Air”
12. Ericsson — “The Towers That Talk”
TRANSPORTATION

13. Tesla— “The Car With No Engine”

14. John Deere — “The Machine That Feeds the World”

15. UPS — “The Promise in a Brown Truck”

INFRASTRUCTURE

16. ABB — “The Arms That Never Tire”

17. Schneider Electric — “The Guardian of the Grid”
MATERIALS

18. Corning — “The Thread of Light”

19. DuPont — “The Inventors of Almost Everything”
SCIENCE & TOOLS

20. 3M — “The Factory of Ten Thousand Ideas”
21. Bosch — “The Spark in Every Machine”

22. Honeywell — “The Dial That Tames the Weather”

MEDICINE & BIOTECHNOLOGY

23. Pfizer — “The Shield in a Tiny Vial”
24. Roche — “The Detectives of the Blood”

25. Novo Nordisk — “The Key to a Billion Locks”
26. Johnson & Johnson — “The Little Bandage That
Grew”

FOOD & AGRICULTURE

27. Nestlé — “The Cup That Wakes the World”
28. Cargill — “The Invisible Harvest”

FINANCE & COMMERCE

29. Visa — “The Handshake Inside the Card”

30. Mastercard — “The Two-Second Trust Machine”
31. Walmart — “The Store That Never Runs Out”
32. Costco — “The Treasure Warehouse”

33. FedEx — “The Race Against the Sun”

CONSUMER INNOVATION

34. Disney — “The Factory of Dreams”

35. LEGO — “The Brick That Builds Anything”
36. Sony — “The Pocket Full of Music”

37. Coca-Cola — “The Secret in the Red Can”
38. Nike — “The Shoe That Learned to Fly”

LUXURY & CRAFTSMANSHIP
39. Rolex — “The Heartbeat on Your Wrist”

40. LVMH — “The Suitcase That Conquered the World”

COMPUTING & DIGITAL CIVILIZATION

41. Apple — “The Glass That Thinks”

42. Microsoft — “The Invisible Machine”

43. Google — “The Library With No Walls”

44. Amazon — “The Box That Crossed the World”
45. NVIDIA — “The Brain Made of Sand”

46. Intel — “The First Thinking Chip”

47. TSMC — “The Invisible City”

48. ASML — “The Machine That Prints With Light”
49. OpenAl — “The Machine That Learned to Talk”

THE FINAL DISCOVERY

50. The Company Yet to Be Built — “The Adventure
You Will Build”



CHAPTER 1

THE EOX ON THE DOORSTEP

Before dawn. Homework: SP," The needle stopped.
unfinished. And Grandpa Ben's e Pointing at... a

old brass compass? Spinning _;-"" \ cardboard box. On the
71 doorstep. The most
4 4 boring object on Earth.

like crazy.

y

YOU? You're just
a BOX!

The magic diary flipped
open by itself. Fresh ink.
Grandpa's handwriting.

“Time to meet
the businesses
that built the
modern world.
. | Start with the

It's never done THIS p—_ . - box that crossed
before... o J ‘ the world.” E

% WORTH REMEMBERING

Look at a delivery box. Yesterday that thing was in a building the size of
twenty football fields, a hundred miles away. Nobody wrote you a letter.
Nobody phoned. It simply arrived. So... who taught cardboard to find your
door?




e il

1 The tape rippled. A whirlpool of orange light grabbed her.

%] SIRI'S SECRET NOTEBOOK

New mystery! g
@ How does one box out of billions find MY doorstep, overnight?

® Grandpa says this thing built one of the biggest companies EVER.
Cardboard?! Prove it.




CHAPTER 2

THE BUILDING WITH NO END

She landed on a walkway
inside a building so big its far
wall disappeared into haze.

Mg

A young engineer in an
orange vest waved. “I'm
Bruno. | look after the

robots. Welcome to a
fulfilment centre.”

N " i W
r, Robots?! Best.
ﬁ Job. EVER.

e

© |
He spun a shelf pod
around. A teapot. A
skipping rope. A dog
toy. A book. All muddled
together.

VROV

% - ’!.Q ,
| Ry
‘-\L \",b’", 4"&

;\--‘,,

|
|
|

=) | |

.ﬂ /; ’ %’ Nope. That mess

Is there WEATHER in Somebody made 4 cost a fortune to
here?! a MISTAKE here! design.

T P2 ATHE

% WORTH REMEMBERING

One of these buildings can hold tens of millions of different items and send out a
package every few seconds, all day, every day. It is less like a shop and more like a
machine the size of a town.

SIRI'S SECRET NOTEBOOK

A warehouse with weather. §g Bruno says the MESS is on purpose and it makes things
FASTER. That is the least sensible sentence | have ever written down. First mystery:
why?




CHAPTER 3

THE BEAUTIFUL MESS

E) whytidy shelves are slow

“Sort everything by name,”
said Bruno, “and every
order becomes a long walk.

“So we stow at random.
Any free cubby. Your two
books end up neighbours

Two books, two hikes.” by luck — every single day.”

P

[ Tidyis

[ Random beats

pretty. Tidy |
is SLOW. ¥ tidy?! HOW?

Ry 1]

% WORTH REMEMBERING

It is called random stow, and it works because of chance. Scatter items
everywhere and whatever you need is always near something else you
need. Order comes from remembering, not from arranging. *.#




E) Thetrick: the shelf doesn't know, the computer does

3
A scanner painted red light across a striped label. Ping.
“Item and cubby, married. Forever.”

’

i! So the MESS is only a mess to eyes!

i

% WORTH REMEMBERING

Barcode stripes are a language of thick and thin. Light bounces off white,
hides in black, and the pattern becomes a number. Every item, every shelf,
every tote wears one. Nothing is lost — everything is looked up. 4,




HOW A BOX FINDS YOU

N\ \ 1
PY ®

° il O

J \ J \ J

STOW
any free cubby

PICK

shelf walks to you

SORT

one chute per town




%] SIRI'S SECRET NOTEBOOK

@ Random stow: mess = short walks, because
your stuff is always near something *.#

@ Barcode = stripes -~ number - memory. The
building is tidy INSIDE THE COMPUTER. 4,




CHAPTER 4

THE FLOOR THAT MOUES

ayl § NERLY / 0
| The floor below them was f ;' =] Ll “Old way: people walk to
alive. Hundreds of low P IE- - shelves. Our way: shelves
orange robots gliding under £ h ||| - - walk to people. And
shelves, carrying whole H1 A ; nobody ever crashes.”
towers. L\l

[The SHELVES are ) How do they not

walking! bump?!

* WORTH REMEMBERING

Each robot follows glowing marks on the floor and asks a traffic planner for
a route before it moves — like a whole city agreeing on every turn in
advance. Not braver drivers. Better plans. g3




At the station, a pod N B : ) Downstairs, a river of
arrived and one cubby i <8 parcels split into dozens of
glowed. Take that. Only Sy, S chutes. Each chute: one

: ~ town.

E 1 :
‘ S
No walking. No &L

searching. Just It's water finding
READING lights. y ﬂ 8 its own stream!

& ‘ 3 | 1§

% WORTH REMEMBERING

Here is the whole trick of the building: move information, not people. Feet are slow and
precious. Bits are free. Every metre a human doesn't walk is a minute your box arrives
sooner. &,

7] SIRI'S SECRET NOTEBOOK

Shelves walk to people @3 - robots plan routes before moving - one glowing cubby =
zero searching - sorter splits the river by town. Rule: move the INFORMATION, not the
humans.




CHAPTER 5

THE [AST MILE IS THE HARDEST

Dawn at the docks. Trailers
swallowed pallets. “From here,
it's a relay race with no

Bruno unrolled a world
map. Golden threads
from factories and

ports, all ending at one
small lit house.

dropped batons.”

The whole
PLANET is
aiming at a
doormat.

- —
“Now the hard part. One
van, a hundred houses.
W hich order?” The
screen drew a single
perfect loop.

» e

: e : P : » Try it. There are

. '} - 7 ‘7»:;
* / Just... visit them | more orders than
W all? atoms nearby.

P /A

% WORTH REMEMBERING

A hundred stops can be arranged in more ways than there are grains of
sand on Earth — so nobody checks them all. Computers hunt for a route
that is good enough, fast. That is the famous last mile: cheapest to imagine,
dearest to do. gl




Thousands of steps, and it ends with a
human being.

Er LT T T

SIRI'S SECRET NOTEBOOK

Docks — trucks — local depot — van — doormat. gl The LAST MILE costs

the most: many houses, one van, and a puzzle too big to solve perfectly.
Good-enough-and-fast wins.

\




CHAPTER 6

THE INVISIBLE HALF

“One more secret,” said Bruno. A data centre. Corridors
Siri tapped a button — and of humming machines,
light raced away over the thousands of tiny lights,
horizon. cold clean air.

——

“Building these is
brutally hard. So they
let anyone rent a slice,
by the hour.”

1 - Like a power
W here did my TAP ; station for
just go? I computers!

* WORTH REMEMBERING

Why spend billions on this? Because a shop that learned to run huge computers for itself
found that everyone else needed them too. Renting out that skill quietly became one of
the most profitable businesses on Earth.

o

2| SIRI'S SECRET NOTEBOOK

Half of this story has NO boxes in it. They got extremely good at running computers for
themselves... then rented that out to the world. Cleverest side-door | have ever seen.




CHAPTER 7 - THE BIG DISCOVERY

THE EOOKSHOP THAT ATE THE MAP

R
Through the rain: three “1994. A garage near

glass spheres full of .y ' Seattle. Desks made from
rainforest, glowing beside & g = wooden doors. One man,

tall towers. Siri knew the and a very strange plan.”

A GARAGE?!
Again?!

). §

“W hy books first? Millions W
of titles exist — and no 3 s
shop on Earth can shelve i 3 1} bicycles. The river kept

“Then music. Then toys.
Then pots, shoes, seeds,

them all. But a list can.” widening.”

p 2
4

\ bV

The shelf was : . 2 t’ From books... to
never the point! Al . everything?

- Fur -

% WORTH REMEMBERING

The founder's rule was simple and stubborn: start with what customers

will always want — big choice, low prices, fast delivery. Nobody ever asks
for slower delivery. So he built for the things that never change.




B THE STORY IN TIME

Founded near Seattle. Desks built from wooden
1994
doors.
1995 The first book is sold online, to a customer far
away.
1998 Music and films join the shelves. The river widens.
2000 Other shops are invited to sell alongside — a
marketplace.
2005 A membership promises fast shipping, all year.
2006 Renting computing power to the world begins.
2007 A reading device puts a bookshop in a pocket.
2012 Warehouse robots arrive: the shelves start walking.
L




%] SIRI'S SECRET NOTEBOOK

Garage 1994 - books — music - toys -
EVERYTHING - letting rivals sell too - renting
computers. Their religion: bet on what

customers want FOREVER. Choice, price, speed.
-y




CHAPTER 8

THE CASTLE OF CARDEOARD

A warm glow. A smell of cherry cola. Warren and Charlie,
the partners from Omaha, before a shining castle.

i

W hat keeps invaders out, Siri?)
&




# THE CASTLE WALLS - WHY RIVALS CAN'T COPY IT

—
%1 Wall One: The Impossible

Copy

Hundreds of giant buildings,
robots, vans and planes, built
over thirty years. A rival
needs decades and a fortune

— before selling one box.
\, J

Bl wall Two: The Two-Sided
Bridge

Millions of shoppers on one
side, millions of small sellers
on the other. Each side pulls
the other in. Build BOTH at
once? Brutal.

\, W,

—_————
5 wall Three: A Promise

Kept

It arrives, on the day

promised, or they fix it. Trust

like that is earned one boring

parcel at a time — and it

takes a generation to copy.
\. S

—
Wall Four: The Quiet

Engine

Renting computing power

earns most of the profit —

which pays for the

warehouses. One business
feeds the other.

—
I\ The Cracks inthe
Cardboard

Rule-makers ask whether the
referee should also play.
Delivering is expensive and
thin-margined. Rivals copy
fast shipping. Being
enormous makes you a
target. Castles need
defending — daily.




Charlie tapped his glasses. “My trick: don't ask how to
WIN. Ask what would DESTROY it. Then don't do that.
Invert, always invert.”

% WORTH REMEMBERING

Charlie's checklist for ruining this castle: break the delivery promise.
Squeeze the small sellers until they cheer for rivals. Get comfortable and
slow. Let someone else be cheaper AND faster. Now — never do those.
Worry, turned into a to-do list.




Warren raised his cola. “/ watched this one for years and

admired it — and I've admitted | was slow to see how big
it could grow.”

r

So the treasure isn't the box. It's the
WALLS.

] SIRI'S SECRET NOTEBOOK

Walls: impossible copy 71 + bridge + kept promise |7 + quiet engine

Cracks: rule-makers, costly delivery, copycats, size. Charlie: INVERT. Warren:
buy walls, not boxes. itf




CHAPTER 9

THE NEXT THIRTY YEARS

“Last question,” said Bruno. On a rooftop at dusk, Siri
“What is this in thirty thought it through the way
years?” A street of — Grandpa taught her.
tomorrow: quiet electric =

vans, a pavement robot, a

solar depot.

> LAl Don't bet on the
The box might stop | |,a§ ! \INR T van. Bet on the
needing a driver! o <l 4 ; NEEDS.

% WORTH REMEMBERING

The deep currents: electric delivery fleets, small depots close to homes, robots for the
dull lifting, packaging that shrinks to nothing, and computing power for the whole Al
age. Shapes change. But wanting things soon, cheap and certain? Forever.

-

SIRI'S SECRET NOTEBOOK

2056 watchlist: electric vans, tiny local depots, lifting robots, less packaging, Al running
on rented computers. Rule: bet on needs, not shapes. (Also: | still want the box to sing
when it lands.)




Her own bed. Morning. The
compass: quiet. The house:
somehow different.

y

/

Was it real? It FELT
real...

At breakfast, a plain brown
box lay beside the milk.
Random stow. Walking I
shelves. A river of chutes. A |\
last mile. '

e @

"‘——

AL

You're a whole
civilisation, folded
flat.

CHAPTER 10

COMING HOME

One fresh line dried on the
diary's glowing page.

“The modern world\
is not magic. It is

millions of ordinary
people doing small

together, for a long
‘ time.”

She hugged the diary tight.
Somewhere far away, three
glass spheres caught the
morning rain.

/|
Show me the next
one, Grandpa.

— e

% WORTH REMEMBERING

Next unlock, feel it: a barcode remembering what the shelf forgot — robots
agreeing on every turn before they take it — a route chosen from more
paths than there are grains of sand. A box is no longer just a box. Nothing,
from now on, is just anything.




£ SIRI'S SECRET NOTEBOOK - WHAT | LEARNED

@ Random stow beats tidy shelves.

@ Barcodes move memory, not muscle.

© Shelves walk to people.

O The last mile costs the most.

© The invisible half rents computing power.
@ Bet on what never changes.

@ Invert! And buy walls, not boxes.




OUR PHILOSOPHY

We believe the greatest gift we can give a child is the
ability to think.

Inspired by the multidisciplinary thinking of Charlie Munger and the
rational, long-term philosophy of Warren Buffett, our comics connect
science, technology, business, history, and human behavior to show how

the real world works.

Every story begins with a scientific idea and follows its journey into
innovation, industry, and the businesses that create value for society.
Along the way, children learn that great companies are built on curiosity,

experimentation, integrity, and long-term thinking.

Our goal is not to teach children how to invest, but to help them build the
mental models needed to understand the world, ask better questions,

and think independently.

The companies featured in The Great Company Adventures are
educational case studies—not investment recommendations. They show
how knowledge, innovation, and perseverance turn ideas into products,

services, and enduring businesses.

LEARN THE SCIENCE. - UNDERSTAND THE BUSINESS. - THINK FOR LIFE.



EVERY ORDINARY THING HIDES A SECRET.

Siri cracked the box that crossed the world. But the
compass is twitching again — toward a dusty
computer, where a small green chip sits humming

far too warmly. It was invented to draw dragons in
video games... and now it is teaching machines to
think. How?

NEXT ADVENTURE - The Brain Made of Sand —




