EVENT CARD LIST
If not using cards, roll percentile dice to generate a daily event.  Re-roll duplicates.

01-02:  A Castaway Dies, and we lament.  Another broiling day beneath the merciless sun.  
03-04:  Ugly Talk.  Today somebody will talk about "the custom of the sea" - eating the dead.  Everybody’s Fear goes up by one.  The first person who chooses to role-play this can, if they wish, take an extra ration of provisions without the possibility of intervention. If nobody role-plays it, Humanity is still decremented.
05-06:  Caught a Wee Turtle.  One player (the one who caught it) may lower his Hunger by two.  Decide however you like who gets this boon; if a unanimous decision cannot be made, nobody gets it.
07-08:  Sharks to Larboard.  One player’s Fear goes up by one.  Decide however you like who gets this penalty; if a unanimous decision cannot be made, everybody increases by one.

09-10:  Belly-Sick.  Somebody is violently ill and cannot eat today.  Maybe they drank sea-water or tried to eat paint.  Decide however you like who gets this penalty; if a unanimous decision cannot be made, nobody eats today.

11-12:  Spoilage.  Throw out one provision per surviving character.

13-14:  Mirage.   It is land!  Land, I tell you!  Everyone increases Fear or Madness by one - individual's choice - except the person who spies the mirage.  If you cannot agree who sees the wavering apparition, everyone on board gains one Fear and one Madness.    

15-16:  A Castaway Dies, and we lament.  A nation's wealth could not buy us a drop of water now.  If no Castaways remain, nothing much happens today.
17-18:  Dark Talk.  Today somebody will talk about giving up, packing it in, and dying. Everybody’s Fear or Madness goes up by one.  The first person who chooses to role-play this can, if they wish, take an extra ration of provisions without the possibility of intervention. If nobody role-plays it, Degeneracy still happens.
19-20:  Flying Fish.  An unexpected bounty fills the boat.  Everyone’s Hunger goes down by two.

21-22:  Caught a Nacreous Shark.  Great news!  Everyone’s Hunger goes down by four.

23-24:  Caught a Frigate Bird.  The booby tarried on a sleeping jack-tar's head!  4 extra provisions into the communal pile.
25-26:  Not a cloud in the accursed sky! If no Castaways remain, nothing much happens today.
27-28:  Dreams of Beef Wellington.  One player’s Hunger goes up by one.  Decide however you like who gets this penalty; if a unanimous decision cannot be made, everybody increases by one.

29-30:  Strange Piping in the Night.  One player’s Madness goes up by two.  Decide however you like who gets this penalty; if a unanimous decision cannot be made, everybody increases by one.
31-32:  A Castaway Dies, and we lament.  We are far, far from the trade routes.  If no Castaways remain, nothing much happens today.
33-34:  Brave Talk.  Today somebody will talk about honor and duty.  Everybody’s Fear goes down by one.  The first person who chooses to role-play this can, if they wish, take an extra ration of provisions to give to someone else, without the possibility of intervention.  If nobody role-plays it, Fear is still incremented.

35-36:  Tough Talk.  Today somebody will talk about keeping fit and the will to survive.  Everybody’s Madness goes down by one.  The first person who chooses to role-play this can, if they wish, take an extra ration of provisions to give to someone else without the possibility of intervention.   If nobody role-plays it, Madness is still deccremented.

37-38:  Pious Talk.  Today somebody will talk about fellowship and faith.  Everybody’s Hunger goes down by one.  The first person who chooses to role-play this can, if they wish, take an extra ration of provisions to give to someone else without the possibility of intervention.   If nobody role-plays it, Hunger is still deccremented.

39-40:  Gentle Rain.  A mild squall fills your water breakers.  Everyone loses a point of either Hunger, Madness, or Fear - choose as a group which to decrement.  If you cannot decide unanimously, there is no benefit and the rain evaporates.  
41-42:  A Castaway Dies, and we lament.  Oh, for a drop of rain!  If no Castaways remain, nothing much happens today.
43-44:  Fair Wind and Clear Skies.  Good weather raises spirits.  Everyone may lower Fear, Hunger, or Madness by one - individual's choice.

45-46:  Following Sea.  Things seem likely to improve soon.  Everyone may lower Hunger or Fear by one - individual's choice.

47-48:  Red Skies at Night.  Sailor’s delight.  Everyone may lower Fear or Madness by one - individual's choice.

49-50:  Becalmed.  Three days pass instead of one.  Everyone consumes three provisions or suffers the consequences, but no event additional event cards are drawn and only a single round of actions takes place.  

51-52:  A Castaway Dies, and we lament.  The thrice-cursed salty brine!  If no Castaways remain, nothing much happens today.
53-54:  Sea-Rot.  Throw out two provisions per surviving character.

55-56:  A Cruel God Laughs.  A ship is sighted, but it sails serenely by.  Increase everyone’s Fear or Madness by one - individual's choice.  

57-58:  Catch of the Day.  Some debris floats by - someone gets to draw a new Flotsam and Jetsam card.  If you can't agree who should get it, it floats away as you squabble.

59-60:  Leaky Boat.  Bail, or die.  The lifeboat has sprung a leak.  This requires constant attention, and is exactly like the tiller in every respect - someone must be chosen to tend the leak, and if it is ignored, the boat sinks.  
61-62:  A Castaway Dies, and we lament.  We would eat our own turds if any presented themselves!  If no Castaways remain, nothing much happens today.
63-64:  Sunstroke.  Two people are prostrated by the merciless sun.  They can do nothing on this day - they may not intervene, eat, vote, or man the tiller.  If you can't agree who should be stricken, increase everyone's Hunger, Fear, and Madness by one each.

65-66:  Sunburn.  Someone is roasted by the cruel sun.  He can do nothing on this day - He may not intervene, eat, vote, or man the tiller.  If you can't agree who should be stricken, increase everyone's Hunger, Fear, or Madness by one (individual's choice).

67-68:  Man Overboard.  Someone falls overboard - a player character or Castaway.  Any two people must agree to save him or he will be lost, but the effort raises their Hunger or Fear by one each (their choice).  If you can't agree who should take the plunge, increase everyone's Hunger, Fear, and Madness by one each, and the victim is lost.

69-70:  Unholy Fœtor.  Any human meat on board has gone bad.  It is ruined and inedible.  For the love of God, consign it to the deep!

71-72:  A Castaway Dies, and we lament.  Oh, for a crumb of worm-passed biscuit!  If no Castaways remain, nothing much happens today.
73-74:  The Cramps.  Hideous stomach pain wracks some unfortunate, and they will gain two Hunger.  Decide however you like who gets this penalty; if a unanimous decision cannot be made, everybody's Hunger increases by two.

75-76:  The Itch.  A riotous skin infection tortures someone, and they will gain two Madness.  Decide however you like who gets this penalty; if a unanimous decision cannot be made, everybody's Madness increases by two.
77-78:  The Horrors: A poor soul has been struck by the crushing dreadfulness of the situation. Decide who this is, and raise their Fear by two. If an unanimous decision can not be made, everyone is stricken.

79-80:  Foolish Talk.  Today somebody will talk about delicious food in loving detail.  Everybody’s Hunger increases by two.  The first person who chooses to role-play this can, if they wish, take an extra ration of provisions without the possibility of intervention.  If nobody role-plays it, Hunger is still incremented.
81-82:  A Castaway Dies, and we lament.  The gentle rolling of the waves is your only solace. If no Castaways remain, nothing much happens today.
83-84:  Raging Storm.  A horrible tempest tosses your lifeboat to and fro.  Nobody can eat today.  If the sea anchor is set, it has been lost.  Everyone must take a new seat in the boat with at least one new neighbor.
85-86:  A Castaway Dies, and we lament.  Death would be sweet release now.  If no Castaways remain, nothing much happens today.
87-88:  Howling Gale.  All hands lash themselves to the thwarts.  Nobody can eat today.  If the sea anchor is set, it has been lost.  Everyone must take a new seat in the boat with at least one new neighbor.  When the gale subsides, one Castaway has been swept over the gunwale and is lost forever.  Decide however you like who the unfortunate is.  

89-90:  Rogue Wave.  An item or Castaway is knocked overboard and swallowed by the savage ocean.  Decide however you like which is lost; if a unanimous decision cannot be made, every item on board is lost.  If the sea anchor is set, it has been lost.  Everyone must take a new seat in the boat with at least one new neighbor.

91-92:  A Castaway Dies, and we lament.  There is water in the liver, mind you.  We must eat the liver.  If no Castaways remain, nothing much happens today.
93-94:  Capsize.  If the sea anchor is set, it has been lost.  Everyone must take a new seat in the boat with at least one new neighbor.

95-96:  Surely a Half-Pint Cannot Hurt?.  Somebody is drinking seawater - that person must raise Madness by three.  Decide however you like who gets this penalty; if a unanimous decision cannot be made, everyone drinks seawater.

97-98:  Drink Your Fill.  Everybody is drinking seawater - raise Madness by three.  You fools!

99-00:  A Sprig of Green upon the Grey Sea: A bit of floating flora is spotted, convincing the boat that land must be near. For this false hope, raise everyone's Fear by two.
