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Week after 16 infections [Scenario 1, PandemicSociety101]

Slow-Motion Explosions like pandemics keep exploding

Killed worldwide
Killed in USA
Killed in 1 county
Killed in 1 prison
Series5
Series6
Series7

Dice rule first: many slo-mo explos die early by chance as viruses try to 
colonize new spaces (all runs here start with 16 to reduce early-dice impact)

Types of Dice rule later
Slo-mo explosions are 
complex machines that 
often depend on tiny 
differences in how 
some of their many 
weighted dice roll:
amplified across
a pandemic,
tiny quickly
becomes
huge!

The Law of L
arge Numbers
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all US deaths/yr pre-covid: 2.8mio 

World, 7.8 Bn, ~326 million dead

3x SSA 
1x ODE

USA, 330 million
~13.8 million dead

County, 0.5 million
~21 thousand dead

Prison, 1000 people
~42.7 dead (ODE; 3 stochastic runs: 44, 33, 45)

Forecasting 
Examples ready to

adapt and update
with the details for  
specific situations

... until they crash hard into the 'walls' of their spaces (regardless of cost), 
... until they 'run out of steam' in uphill races against non-ideal conditions, 
or until people turn off the myriad tiny 'drips that feed' the explosions


