Forecasting Slow-Motion Explosions like pandemics keep exploding

Eé%rggle:nrg%%ge .. untilthey crash hard into the 'walls' of their spaces (regardless of cost),
with the details for --- until they 'run out of steam'in uphill races againstnon-ideal conditions,

specific situations  or until people turn off the myriad tiny 'drips that feed' the explosions
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