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passed

Continue as if you succeeded

Synergy: A crew member can activate a synergy_token on his board (except his own synergy token) at any
moment in a combat, even after drawing fate. Then, return the synergy token to the matching crew board.

"Gain quest x" : Retrieve card X from quest deck and place it face up near the atlas
"Lose quest x" : Put the quest X in the Used quest box

Normal mode:
If all crew member have 0 health, move to the nearest port, remove all crew damage and fatigue, discard 6 top

events and start a new turn.
If ship reaches 11 damage, move to the nearest port, remove all damage, discard 6 top events and start a new

turn.

Brutal mode: If all crew member have 0 healths or ship reaches 11 damage, you lose the game.




