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The Complete Unknown: A Capsuleers Guide to Wormholes and Exploration

A word from the author, Lorkin Desal
To:

Des Yeti, Arcturus Stargazer, Hellah Layboool and Prokaryon. Without you | would not have had the
start that | did in this wonderful universe. It is not just that the above names that have had a massive
effect on my play, but the wonderful characters above, and the people behind them (Des) have
genuinely influenced my life and | am lucky to count them as my friends.

| also want to thank the graphical artist, Labtecwar for the brilliant cover he has designed for this
guide. It makes my efforts look far more professional then they would have otherwise.

Labtecwar is currently accepting commissions in game for alliance logos, banners and art of all sizes.

When | first started In EVE: Online, | was lucky enough to stumble upon the second edition of
Halada’s Mining Guide. | was also lucky enough to join Lone Star Academy. While LSA is no-longer
active, | stuck with the family and now feel that | have learned enough to give something back.

Writing this first edition of The Complete Unknown is something completely new to me. | hope that
it will inspire you to venture out in to wormhole space as an alternative to being restricted to the
boundaries of empire, or low/null security space.

| realise that there is a great deal of work that has already been done to make the colonization of
wormbhole space easier for everyone, and | must admit that | have drawn upon some of it when
writing this guide. | hope that those original players whose material | have drawn upon will
understand that my use of their words in my own form is the sincerest form of flattery. Many more
of the concepts in this book have been discovered through personal experience as a director in Lone
Star Exploration, the corporation founded from the ashes of Lone Star Joint Venture.

| have deliberately written this guide in an informal style. If you wanted to know everything there is
to know about wormholes then this guide will be but a stepping stone, you will need to venture out
there and learn for yourself.

Finally: Thank you all for sticking with me through that introduction; it was terribly long-winded

ki daol

wasn’t it.




CONTENTS

Introduction
Sponsors & Advertising

Chapter 1 - Scanning
- Counter Scanning
- The Directional Scanner

Chapter 2 — Wormholes

- Wormhole Properties
- Collapsing a Wormhole
- Static Wormholes

- Wormhole FAQ

Chapter 3 — Corporation Management
- Corporation Members

- Background Checks

- The Corp Management Interface
- Corp Thefts

Chapter 4 — Player Owned Starbases
- The Basic POS

- Defending a POS

- Starbase Defence Management
- POS Defence tactics

- Wormbhole Siege

Chapter 5 — Planetary Interaction
- Introduction
- POS Fuels

- Overheating — Nanite Repair Paste

- Taking full advantage of PI
Chapter 6 — Wormhole PVE

- Running Sleeper Sites

- Capital Escalations

- Magnetometric Sites

- Radar Sites

- Logistics

- Getting Paid

Chapter 7 — T3 Production
- Coming Q4 2011

Chapter 8 — Arek’Jaalan
- Coming Q4 2011

Chapter 9 - Supplementary Information
- Wormhole Identification and Mass
- Site Index - Anomolies

- Site Index - Gravimetric

- Site Index - Ladar sites

- Site Index - Magnetometric Sites

- Site Index - Radar Sites

Chapter 10 — References and Links




Introduction

Wormhole space can be extremely menacing. With no local and no stations or gates to guide you,
you are entirely cut off from known space. There are no blobs of thousands of angry 0.0 residents
trying to hunt you down or beat you to the officer spawn next door. There are no Cynosural fields
and no super-capital ships. It is uncommon to find even the ubiquitous capital ship in wormholes,
with it being necessary to either build them inside (C1-C4), or to have multi-jump routes to find a
wormhole capable of sustaining their mass (C5-C6).

The most obvious difference is that local chat runs in delayed mode. You don’t appear unless you
talk. While this could be a boon for some, it is the curse of others. This element of suprise is the
most unique feature of w-space, where as in 0.0 or low/high security space you can see people in
local as soon as they enter the system making it an important information tool.

Finally:

| freely admit that | am not in any way, shape or form the most brilliant pilot New Eden has ever
seen. Corrections and clarifications will be added to the guide when feedback is received, and
requests for correction and clarification can be sent to Lorkin@podgoo.com.

Sponsors

| would like to acknowledge the help | have received from the following people and corporations of
EVE:

Furthermore, | will consider accepting advertisements in a later version of this guide. | can be
contacted via EVE-mail (Lorkin Desal) and E-mail (Lorkin@podgoo.com).



mailto:Lorkin@podgoo.com
mailto:Lorkin@podgoo.com
http://www.lsp-eve.com/
http://www.podgoo.com/

1. Scanning

Scanning is an awfully big area to start with; however is probably the most important skill you will
need to exploit wormholes. Let’s face it, how are you going to find exploration sites or sleeper
enclaves when you can’t scan, let alone finding a hapless newbie in his first mining barge on his first
expedition to w-space?

The Basics

Ideally, to enter W-space and survive, you will need at a minimum the 4 Astrometrics skills. The
higher you have them trained the easier you will find it, but try to have Astrometrics at level IV, and
Astrometric Rangefinding, Pinpointing and Acquisition to Ill. All of my characters have the above
skills at V IV IV IV, and let me tell you, it makes a HUGE difference. Astrometrics V will let you utilise
Deep space probes, which, although they have poor scan strength, will give you a return of
everything in a system at their maximum range.

Probes
The two kinds of probes we are most interested in however are Core and Combat Scanning Probes.

Technically, all of your scanning could be done with combat probes; however these are limited by
the fact that they only scan down to a radius of 0.5 AU, rather than the 0.25 AU of core scanning
probes.

Core scanning probes will not detect drones, ships or structures, but that’s ok as we looked at
directional scan when we entered this system to make sure it was unoccupied, right?

NB — Many wormhole systems are 30AU across or larger (I've run across systems with 90+ AU warps between the sun and
outside planets). Be sure you cover the entire system with directional scan by warping about cloaked and checking for signs

of life.

You will notice that the faction equivalent of the above, Sisters probes have an extra 2 points of
base sensor strength. Combined with the skills increasing your probes sensor s strength, and the
correct ship, this can significantly improve your scanning results.

Sister’s probes and launchers are available as a loyalty point’s reward from the Sisters of EVE NPC
Corporation, and can be purchased from contracts. The faction probes can be purchased from both
the market and contracts.

The Scanning Ship

Depending on your preferences, you will have a choice of 4 racial frigates that give a bonus to
scanning, the Amarr Magnate, Caldari Heron, Gallente Imicus and Minmatar Probe. The Tech 2
versions of these are the covert-ops frigates, and are highly recommended due to their ability to
warp cloaked. These are the Amarr Anathema, the Caldari Buzzard, the Gallente Helios and the
Minmatar Cheetah.

The T1 scanning frigates all give a 5% bonus to scan strength of probes per skill level and a 5% bonus
to survey probe flight time per level. At level 5 this is a 25% bonus to your scan strength and is under

no circumstances to be ignored. That’s a big bonus as bonuses in EVE go.




The T2 covert-ops frigates go even further than this: they give a 10% increase to scan strength of
probes per level, at level 4, where most people stop, this is a huge increase. Combine that with
faction launchers, probes and implants, and you will have 60+% hits at 4AU, not to mention only
being detectable when you uncloak to jump through a gate/wormhole or to launch probes.

(You may be undetectable, but your probes are visible to a player who has d-scan configured
correctly for w-space)

CRUISER 5? —If you have a racial cruiser skill trained to level 5 it will be quicker and easier (although not cheaper) for you
to train for the appropriate strategic cruiser. Fit the “Emergent locus analyzer” subsystem to your T3 and you will get a
10% bonus per level to your scan strength. This is much faster than training covert ops to level 5. Additionally, your T3 can
fit the “Interdiction Nullifier’ and “Covert Reconfiguration” subsystems, meaning that warp disruption/interdiction
spheres will not affect you, and allowing you to fit the covert ops cloaking device, giving you a scanning ship that is very
difficult to catch indeed.

Scanning methods

There are several competing theories here. | have encountered players who are convinced their way
is right and yours sucks etc.

I'll go in to all of them in a little detail, but let me state that firstly, | have my own method that will
be discussed below, and secondly, it’s an adaption of the method shown in this

http://www.youtube.com/watch?v=heYfTA0OIdg official tutorial.

4 Probes



http://www.youtube.com/watch?v=heYfTA00Idg

This method relies on the player launching 4 probes to form a pyramid (or 5 to form a hexahedron)

The signature is located in the middle of the created shape so that results are gained from all 4 or 5
probes, giving a good reading, with the use of minimal probes. It can be hard to position the probes
in this manner to surround the signature properly.

5 Probes:

This is the method most commonly used by players and works well. It limits your probes to one
plane and so you may have to move them up or down a bit to get a good lock on a signature.

This is the method featured in the CCP tutorial, and requires Astrometrics level 2.

Remember that space is most definitely not flat and that scanning is an exercise in 3 dimensions
(well 4 if you count the time it takes).

The method above gives good results from 5 probes and is nice and quick for scanning down
everything, even with limited skills. It is only limited by probe locations.




7 Probes:
7 probes (requires astrometrics 4) are used form an octahedron with a probe at the centre.

The probe at the centre can be set to 1 size smaller radius then all the others, have 4 around it in a

quadrilateral arrangement and 2 (above and below) the centre.

Since the release of EVE:Incursion, you can ALT+drag your probes from the centre to resize the
entire shape, changing size on the fly.




You can use SHIFT+drag to move the shape about in the solar system, making scanning a lot faster.

With the release of Incarna, team BFF (<3 you guys) made it so that all probes would count towards
a scan result meaning that the 7 probe method delivers consistently higher accuracy readings than
any other method. This was part of an overall scanning buff that made the silly ECCM T3’s probable
again, as well as expanding the range of the onboard scanner.

One last thing I'd like to mention is that probes are re-useable. You can recall them (even while you
are cloaked or in warp) and they will fly back to your cargo bay. | am a sucker for leaving probes
behind when | jump in to a new system (and sisters probes are expensive) so don’t forget when you
re-enter the system you can reconnect to lost probes, and they will be where you left them.

Counter Scanning

How do | know if someone is coming to get me? | won’t be able to see them until it’s too late and
they are flashing red on my overview.

Wrong! You can add scanning probes to you overview under the charges subheading. You can then
set your directional scanner to the maximum range and tell it to “Use active overview settings”. This
gives you a 360 degree arc of visibility so that you can see those combat probes, giving you time to
run away and re-ship for a fight.

So, to end this chapter, | give you: the top 5 top tips to succeed at scanning:

1. Use a covert-ops ship. You are much less likely to get noticed in a ship that warps cloaked,
and it gives great bonuses too.

2. Use faction probes and launchers, yes they are expensive but worth every isk.
Train all your astrometrics skills, no excuses. The more you train them the easier it gets.
Astrometrics 5 is a godsend.

4. Use implants. Even the most basic PPH/ low grade virtue implants give a bonus to scan
strength and make scanning quicker.

5. Thinkin 3d, don’t get caught out by thinking that space is flat, as happens to me from time
to time. It can really stump you until you realise.

The Directional Scanner

The directional scanner is a superb tool. Not only for PVP, it can be adapted out to any number of
situations such as locating the position of an unfriendly POS or simply telling you how many people
are on the other side of that wormhole you are considering jumping a convoy through.

The directional scanner is intrinsically linked to the overview. To use it at its maximum versatility,
you need to have an overview tab set up to show enemy ships of all kinds and charges, including
bombs, scan probes and anything else you might like to see coming for you.

It is important to have brackets enabled for wormhole scanning, as you need to know where objects
are in space. You are unlikely to run in to 250 man fleets, so slowdown due to loading brackets

shouldn’t be an issue.




To use the directional scanner click on your scanning button on the HUD. You will need to have your

overview set to PVP (your corporation can provide an overview setting for this, or you can download
this overview setting by FHC/SHC’s Shigsy. (You will need to add probes to the overview under
charges -> scan probes.)

1)Download RAR

2) Extract to Documents -> Eve -> Overview. Note you may have to make the Overview folder.
3) In game, right click on your overview and select import overview settings

4) Select shigsyoverview.

There is also a 3™ party overview creator here. This will allow you to change some settings that
cannot be changed in the EVE client.

A quick AU to Km conversion guide

AU Km Dscan (Rounded) The astronomical unit (AU) is

1 149,597,870.69 149,600,000.00 approximately equal to the mean

2 299,195,741.38 299,200,000.00 distance between the Earth and Sun.

3 448,793,612.07 448,794,000.00 The currently accepted value of the

4 >98,391,482.76 >98,392,000.00 AU is 149 597 870 691 + 30 metres

5 747,989,353.45 747,990,000.00 - .

5 897 587.224.14 897 588,000.00 (about 150 million kilometres or 93
million miles).

7 1,047,185,094.83 1,048,000,000.00

8 1,196,782,965.52 1,197,000,000.00

9 1,346,380,836.22 1,347,000,000.00

10 1,495,978,706.91 1,496,000,000.00

11 1,645,576,577.60 7,646,000,000.00

12 1,795,174,448.29 1,796,000,000.00

13 1,944,772,318.98 1,945,000,000.00

14 2,094,370,189.67 2,095,000,000.00

Max 2,147,483,647.00 2,147,483,647.00

Ok, so set the scanner to the maximum range of 2,147,483,647km, (type 9999999999 in the box).
All we have to do now is keep hitting D-scan for quick, accurate information.

Say for arguments sake you were in a high security system. (0.5+). How could | narrow the scanner

down to see if someone was at a planet or there was a POS at a moon without warping there?

Simple! Simply narrow the scanner down to 30 or so degrees, move the camera towards the objects
you are searching and hit scan. If the object is within 14AU, then you will be able to tell. (It should be
visible on the 360°scan first)

(It’s important to note that the scan angle is where you are looking, not where the ship is pointing,

although this may prove confusing to newer players.)



http://dl.eve-files.com/media/corp/shigsy/shigsyv2.rar
http://balss-industries.com/eve_online/overview/index.php

2. Wormbholes

Wormbholes in EVE lead to a special kind of space known as wormhole space, or W-space.

Wormbholes are in a way, similar to stargates, but with some very distinct differences: some of these
are very important, and so this section of the guide is worth reading.

WORMHOLES HAVE MASS LIMITS: If you jump a ship or number of ships through a wormhole that
exceeds the maximum allowable mass of the wormhole, then you will be stranded on the wrong
side as that wormhole collapses behind you.

Wormbholes can be activated from within 5km, assuming you are not cloaked. When you jump
through you will hopefully be within 5km,although not always. (I have jumped in to a hostile
wormhole and appeared 6-10 km away, and have also spawned within 2 km of the wormhole and
have been unable to cloak when | move my cov-ops, so be careful).

If the circumstances on the other side are “unfavourable”, then you should be safe enough to jump
back through, especially on a highsec hole. Always maintain your 30 second jump timer as this will
allow you to assess the situation before being targeted.

Jumping through a wormhole will start a 30 second timer before you can jump back through. This is
ok however, as you will remain cloaked. If you move even slightly, you can be shot at immediately,
and could be dead in the 20 seconds it takes for the wormhole to let you back through.

It’s always a good idea to wait for the timer to lapse, as no matter how good your Intel, you don’t
know who could be waiting for your blockade runner and the 1000 Nanoribbons in your cargo.

Note 2: when you jump through the same wormhole within 2 minutes, you “polarise your secondary
coils” for 4 minutes. This is very important, as it means you cannot jump through that same
wormhole for the entire length of this time, and are fair game for anyone who may be waiting for
you. This can be used to your advantage however; as you can manipulate the circumstances to make
opponents split up their fleets if you are careful about it. Heavy Interdiction Bubbles from ships such
as the Phobos give a practically guaranteed kill when this happens.

The exact mechanics here are that you cannot jump through the same wormhole in the same

direction for 5 minutes. Remember this when you PVP, don’t split your fleet - don’t get caught out!




Wormholes and Aggression

Wormbholes do not have any aggression timers of any kind. Aggression will not prevent you from
jumping in to or out of any WH system and this can be used to your advantage. Not knowing this has
killed many pilots who thought “hey | engaged so | can’t jump” — Wrong.

Be sure to remember about the 5min and 30s timers, as you can easily be uncloaked when you move
and bumped more than 5k away from a wormhole, making escape tricky, especially when
interdictors are involved.

Personally, | always wait out the 30s timer under the wormhole-cloak, as | can then simply jump
back if the system is too hot. This can make all the difference between a lucky escape and the loss of
a potentially very expensive ship and a pod.

How active is the wormhole | have just found? All I can see is a POS on d-scan. When will its
owners wake up?

You can monitor system activity through the map in the EVE client (with data up to 20 mins out of
date), but for wormholes, knowing at what time people will be around is often crucial.

To this end, you can use Dotlan to tell you. It will keep track of the number of pilots in a specific
system, and is reasonably accurate. Dotlan pales in comparison to Static Mapper however, which is a
wormhole bound capsuleers best friend.

Static Mapper will tell you the class of wormhole that the wormhole you are currently in connects
to. It will also tell you the effects you wormhole system has on your ships (Black Hole / Pulsar etc).

It uses live data export from Dotlan, so you can see how many jumps there were in your system from
30 Minutes to 48 Hours ago, and it will tell you the number of NPC kills / Capsuleer kills in the system
in a timeframe of your choice. It will even show you recent Battleclinic killmails for the system!

Static Mapper will tell you what planets are available for PI, and when trusted and used in game, it
will let your corporation share the signatures for wormholes and sites, making scanning a much

faster process.
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Collapsing a Wormhole

Every so often, you will find a wormhole that you don’t want to explore. It may be occupied by a
hostile alliance, or may simply have run out of sites.

Wormholes can be closed, and when you close your static wormhole, another will spawn
immediately, leading to a different system.

Firstly, we need to find out what the locus of the wormhole we want to collapse is. We can find this
on Static Mapper or on the EVE wiki. | have also included the information as a supplement in the
back of this guide.

| won’t be providing a step by step guide to collapsing a wormhole, as I’'m sure you can probably find
one if you need it, and you should have no trouble finding the information you need.

You will need to bring some high mass ships such as Orca and/or battleships, or a capital if allowed
by the maximum passable mass of the wormhole. (You can see ship mass information on your ship
fitting screen). Every time you jump a ship through or back, subtract the mass of your ship from the
total mass of the wormhole. If the wormhole gets to half mass as you think that it should, then this is
a good indicator that you are on the right track.

“My wormhole is at critical mass, and | cannot risk jumping through a battleship, what do | do?”

When your wormhole reaches critical mass, it can look quite daunting. No-one wants to get stuck on
the wrong side, away from their valuable assets and ships. This is where a Heavy interdictor is your

best friend.
€3 Setups for Phobes Heavy Interdicter o | B ER il Phobos @
Current Setup Character Ship Hesourcig_ Description [ ] Requirements
& |wH Closer | @ |[llevelv] | '1 5 | a5/ amms MASS 72500000
S 0 R CARGO kil
Moduies _ 2238/ 254659 STRUCTURE 3163.75
, B30 o0 0/5 POWER 2546.93
3 1600mm Reinforced Steel Plates |1 TR LOWSLOTS c
. Ip Farameters
e Tt Remrced SteelPates | Hitgairts [Effective HP: 54,759) MEDSLOTS 4
. heacor Zonie S 180§ 175 gy 31ee HISLOTS 5
& Reactor Contral Uit || L
& Reactor Control Unit I o) % zg) 60%, ) 85%, gy) 0% MEDIUMRIGSLOTS 2
-r\ HBaCtUTE e g2 5% TREY M E7.0% 8L 325% SPEED 1065.35 |
W eacion Lonioion Defence Capacitor [Stable at: 63%) CcPU 45875 3
& 100MN Afterbumer I I 8 & 1719 i CAPRECHARGE 51,25
= Med Slot ! & & L7 :
= Med Slat Fi T i AGILITY 039184
e ol %0 7 o5 ki (A 6 TARGETINGRANGE 51250
X we DD' ior Field G | ¥ /T & LAUNCHERS ]
o Wap fsruptfon e eneratar =0 48, 2813 mm (@) 115 TURRETS 5
¥ & Warp Disruption Field Generatar | = CALIBRATION 200
¥ & Warp Disruption Field Generatar | tobility 0* STRUCTURERESIST o
i ion Fi b 10ESmds B 4125 (g 38 auds
: “xa’pgfw"?m Efe:jge"e’a:”: e reete e STRUCTURERESIST.. O
@ Warp Disruption Field G eneratar
4 High Slet Signature: 160m  Price: 260,768,837 isk EEBSBEEEEEE g
&9 Medium Trimark Amar Pump | Cargohold: 315 m3
aMedium Trimark Armor Pump | Fleet Commander - right click to set MAXTARGETS g
“wing Commander - right click to zst GRAVIMETRICSTRE.. 0
Squad Commander - night click to set LADARSTREMGTH 0
MAGMETOMETRICST... 15
RADARSTREMGTH 0
SHIELD 1450
ARMOR 17258.625
ARMORRESISTEM 0625
a m m ARMORRESISTEXPL... 0325
Cirones Description Boostershlmplants Projected effacts [ ] ﬁE!M?E!EEgSI?IfI N_E_'" ??E?lg S



http://wiki.eveonline.com/en/wiki/Wormhole#Wormhole_Collapse

Let’s have a look at the Phobos opposite shall we. It’s been tricked out to make it as heavy as

possible, with an oversized propulsion module and two mass increasing armor plates, making the
total mass 72,580,000: roughly % of the mass of a battleship.
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If we look at the second picture, with the same fitting, we can see that the mass is now only 7225.6,

Ideal for sneaking through a mass critical wormhole.

How is this possible? The slap to the face of Physics that is known as the Warp Disruption Field

Generator.

Spitting on Einstein’s grave, the generator reduces the mass of your ship by 80%. It also stacks with

its friends, making closing mass critical wormholes a cakewalk.

NOTE: - DONT FIT YOUR HEAVY INTERDICTORS AS ABOVE.

The above fitting is intended to demonstrate the process of reducing the mass of the heavy

interdictor. You can use a fit with 2 bubbles and a plate and still get the same effect with a non-

oversized prop mod.

Static Wormholes

Every wormhole space system has a static wormhole that will always be of the same type, will

always lead to the same class of space, and will always have the same mass limitation.

Staticmapper.com will tell you the static of the wormhole you are currently in when you trust it,

which is an invaluable piece of information.

LSE’s static is an H900. This means that it respawns in a different location in our system every 24

hours, unless we collapse it earlier, it always has 3Bn mass, and it always leads to a class 5 wormhole

system. (It will stay unspawned until someone warps to it and spawns it however)



http://www.staticmapper.com/

Wormbhole FAQ

1. How many wormholes can a single w-space system contain?

The Evelopedia states that a WH system can contain 7, 4 outbound and 3 K162. Many wormhole
luminaries have told me that there is no hard limit

2. How many “static” wormholes can a w-space system have?

All wormholes have a “static”. Class 1-3 wormholes always have a static to known space. Class 4 and
above wormholes always have a static leading to another wormhole system.

C2 systems have 2 statics, obeying all the normal rules for static wormholes - 1 Static leads to known
space and one to wormhole space.

This makes class 2 wormholes ideal for first time residents looking for a stable empire route.
3. How long will this wormhole last for?

“Life-cycle has not yet begun” means that the wormhole is new. “Probably won’t last another day”
means there is more than 25% of the actual lifetime left. “Nearing the end of its life” means that
there is less than 25% of the actual time left. (See below). Wormholes can last for 16 or 24 hours.

The actual lifetimes of the above wormholes and the wormholes in the supplemental information
vary by as much as 10%. This is calculated when the wormhole spawns, so be sure to factor it in to
your mass calculations.

4. How much mass can this wormhole support?

See the table in the supplemental information section of this guide. “Has not yet had its stability
reduced” means that it has more than 50% of its maximum allowable mass left. “Has had its stability
reduced, but not to a critical degree yet” means that it has less than 50% of its maximum allowable
mass left. "This wormhole has had its stability critically disrupted by the mass of numerous ships
passing through and is on the verge of collapse." means it has less than 10% of its allowable mass
left.

The total mass that can pass through a wormhole varies by 10%. Again, this figure is decided at
random when the wormhole spawns and you need to take it in to account when performing mass
calculations. You d o nwhartt to lose a ship now, do you?

Want your Banner here? EVE-mail Lorkin Desal in Game.




3. Management of the Wormhole Corp/Alliance.

Class 1 & 2 wormholes can be farmed solo, class 1 in a Battlecruiser and class 2 in a correctly fit T3.
You can even solo class 3 sites if you know the spawns and manage the site correctly.

But — It’s kind of boring. EVE is a MMO, or massively multiplayer. You want to roam out amongst the
stars in a high class wormhole, commanding your friends and corpmates, making T3’s and running
some of the hardest PVE and balancing it with the most fun PVP in EVE.

You need a corp. There are plenty of decent guides to corporation management for EVE already
published, so | am going to cover the areas that you need to be careful of in wormhole space. | will
cover POS management in a later section.

Corporation Members

Who are you going to let join you? Your corporation could start off with 5-10 friends who know each
other away from EVE, deciding that they would like to do a little wormhole exploration and make
some more money. Nothing could be simpler then deciding who is going to do what and working
together as a team, making sure stuff gets done and all having fun together.

What happens when you decide to recruit from players in EVE you don’t know however? How can
you tell if they genuinely want to join you and experience the highs and lows of w-space?

Background Checks

There are many different ways of doing this, including automated interviews, Mumble chats, text
chats, Skype, ISK collateral, joining fees etc. The trick is to try and get a feel for the new recruit,
without insinuating that they are a despicable person who you don’t trust. If the member feels that
they are under pressure or some kind of examination, then it’s entirely likely that you will send the
wrong message and they will either end up not wanting to join you, or joining you and feeling like an
outsider.

CCP have made background checks easier with a number of tools released with the eve client. The
first of these is the APl service. The API, or Application Programming Interface if you want to get
technical, is a set of data exported from the EVE Tranquillity server including skill training data, buy
orders, sell orders and wallet levels, personal and corporation assets, POS fuel levels, Research agent
RP accumulation, all EVEmails and notifications and pretty much everything else.

The APl comes in 2 flavours, limited and full. Limited provides only access to the current wallet level
of the character and their skill portfolio, including what skill they are training whereas the full key
allows access to everything described above.

| keep the help channel open looking for interesting questions about wormholes and occasionally |
see someone stating that the API key gives account access. This is simply not true and anyone stating
it is doesn’t know what they are talking about, so as a CEOQ/recruiter don’t be afraid to ask for it, and
as an applicant don’t be afraid to give it away. If you leave your corporation then you can change
your API so you know that no-one else can see how much money you have or what skills you are

training.




A Standard Background Check

You can run a background check at the same time as you talk to an applicant to your corp and asking
why he wants to join you and trying to find out a little bit about what he enjoys doing in EVE.

It takes all sorts to run wormholes, including die-hard PVP’ers, PVE’ers and even miners and
industrialists. When you ask the applicant for his APl key you can but it through EVEmon, EVEHQ or a
website such as EVEboard (Please ask the applying characters permission before posting their API to
EVEboard — LSE have their own internally developed website for skill checking).

You will need to run a search of the EVE forums (EVE-search is invaluable here) for the names of the
character and any alts (the API will reveal which characters are on an account). We do this for a
couple of reasons, the first is to make sure that they have not been accused of corp theft previously,
and the second is to check if the character has been sold or purchased recently.

Many people use the character sale forums to dispose of alts that they have used (or burned) on a
particularly lucrative corp theft. You can also check the attitude of a character by their posts. Do
they spend all day posting in C&P, or are they looking for the next big IPO in MD?

Corporation History

They say a picture is worth a thousand words, and a characters corporation history paints a very
revealing picture indeed. From corp history you can track what they have been doing for their entire
career. You can contact their Former CEQ’s, see when they created alts and if their alts joined the
same corporations their main was currently in, if they joined several corporations only for them to
mysteriously close not long after.

Asking Questions

Last but not least, my favourite method for talking to potential corp members: Talking to them. Are
they willing to talk to you on a voce comms server? Are they interested in what you have to say, and
more importantly, have they done their homework? Have they found and registered on your public
forums, have they talked to some of your members, and do they have questions for you about

wormholes? If not, | would be very surprised.



http://evemon.battleclinic.com/
http://evehq.battleclinic.com/
http://eveboard.com/
http://www.eve-search.com/search/

Corporation Management

So you and your members are set up in your wormhole. Your tower is online and the fuel is paid for
(more on that later), and you are stockpiling loot in your hangars. What now?

How do we agree on what to pay our members? Should we tax them for the logistics effort of
moving the loot to high-sec and for the cost of POS fuel?

One member is taking up an entire SMA for his ships, should he pay for the space he is using?

In LSE, we found that it was necessary to take a cut off the top of the loot to pay for POS fuel and to
keep popular items in stock at the corp store (an X-Large array filled with ammo and skillbooks for
members that cannot log on when there is a route to highsec).

We also run all the POS’es for free for all members, not requiring them to pay for POS fuel. The
money for that has to come from somewhere.

We found it very difficult to pay ops using a system where a list of the loot and the members it
belonged to were posted to a mailing list, so we had a tool developed to do the maths for us. A
member simply joins an op in progress and is credited with an equal share of the value of the loot,
subtracting the corp tax. This lets us pay our members a lump sum, keeping them, and the people
who run logistics, happy.

What you will do with your wormhole corporation is entirely up to you. Will you have labs for
member use and a corp store, how much will you charge in tax?

You need to think long and hard about all the above questions, or you will find your corporation
faltering before you have started.

The Corporation Management Interface

The corporation tab can be viewed from your Neocom, or if loaded in to Incarna, on the left screen
of your captains quarters.

The tool we are most interested in is the members tab, allowing you to see what roles individual
members have, when they were last online, where they were and what ship they were flying. You
can filter by any of the column subheadings, allowing you to locate an individual member should the
need arise.

The recruitment tab is where you can find new applications to your corp and pay for adverts with in-
game currency. (Don’t forget to post a thread on the EVE forums. Getting your name out is a key to
running a successful corporation. If no-one knows who you are, why should they care enough to join
you? Be literate and give plenty of detail about what you do and you will get people interested in
your corporation.

Lots of guides have been published on how to manage the roles of your corporation effectively, But
I'll add this: Don’t give Config Starbase Equipment to anyone you don’t fully trust, or you will soon

see many of your assets disappear.



http://www.eveonline.com/ingameboard.asp?a=channel&channelID=109585

Protecting Against Corp Theft

“If your corporation’s wallet or hangars are cleaned out using legal in-game methods then no
intervention on CCP’s part can be made. It is the CEQ’s and directors’ duty to make sure that only
members who can be trusted get access to valuable items and the corporation wallet. It is advised
that all corporations be very careful both when hiring new members and when giving out rights. Be
sure that you know the person before you trust him with items and ISK of your corporation.”

- The EVE: Online Wiki

We have previously discussed background checks for your new recruits, so all | will say on this topic
is be very careful who you give roles to. Corp theft will happen, but you can take steps such as
limiting newer members’ access to reduce the losses that may occur.
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4. The POS, Or Player Owned Starbase/Structure

There are no stations, in wormhole space. If there are, life would be very easy. Your corporation will
need somewhere (or multiple POS for a larger corporation) to store all the ship you use, all the loot
you have gained, and the minerals you have mined, not to mention cower in fear when someone
knocks on your door with a large fleet.

The Basic POS

There are 4 types of POS; one for each of the 4 races/empires of New Eden. There are also pirate
faction variants which give a bonus to total HP (Shield, Armor and Structure).

POS Bonuses Faction Variant Bonuses
Amarr 50% bonus to Energy Sentry | Blood/Dark Blood Control 20% Armor/Shield/Structure
Optimal Range Tower HP

25% bonus to Energy Sentry | Sansha/True Sansha Control
Damage Tower

50% bonus to Silo Cargo
Capacity

Caldari 25% bonus to Missile Guristas Control Tower 20% Armor/Shield/Structure
Battery Rate of Fire HP

Dread Guristas Control
50% bonus to Missile Tower

Velocity

-75% bonus to ECM Jammer
Battery Target Cycling
Speed

Gallente 25% bonus to Hybrid Sentry | Shadow Control Tower 20% Armor/Shield/Structure
Damage HP

Serpentis Control Tower
100% bonus to Silo Cargo

Capacity
Minmatar 50% bonus to Projectile Angel Control Tower 20% Armor/Shield/Structure
Sentry Optimal Range HP

Domination Control Tower
50% bonus to Projectile
Sentry Fall Off Range

25% bonus to Projectile
Sentry Rate of Fire

Personally, | would go for either an Amarr or Minmatar tower, or a faction equivalent. | would
seriously consider a faction POS due to the increased HP and lower fuel requirements, making
logistics easier. They also have the most apt defensive bonuses of all the 4 races (Minmatar being
the best for defence)

The Amarr Faction tower is a good choice for those running ladar mining operations in w-space as it
gives an increase to silo capacity, meaning that your reactions will have more uptime while providing

a good set of defensive bonuses and a reasonable amount of PG and CPU, unlike the Gallente tower.




Defending a POS that is under attack

It will happen to you at some stage so plan ahead. W-space corporations often keep a lot of good
loot in their home systems, and there is nothing more satisfying for an aggressor then siegeing a
wormhole to extract the T3 loot inside.

You need to have guns, energy neutralizers and warp disruptors online and loaded at all of your w-
space towers. Not doing so is not only criminally incompetent, but puts your assets, and more
importantly the assets of your members at risk.

There is an excellent guide to all manner of POS defence observations located here.
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The POS above, one of LSE’s can be seen to have guns online and on all facings. In the event of a
siege, guns would be online as appropriate, with replacements offline and loaded.

Spreading out the guns on the tower insures that no matter where the enemy fleet is, they will still
be under fire from a variety of effects and guns.

Your gunnery support skills have no effect on anchored turrets. Instead their attributes are
influenced by the type of tower that they are attached to. Batteries not being controlled will cycle

randomly.



http://www.eveonline.com/ingameboard.asp?a=topic&threadID=817184

Starbase Defence Management

The skill above allows you to manually control one battery per level of the skill trained. Working
together, a team of 4-6 people can make attacking a large POS a nightmare.

Gun Settings

You need to set your guns to attack anyone or anything that is neutral to your corporation. Enable
the following options on the “Manage” screen of the POS.

Attack if at War
“Attack if standing is less than: “0.1””
(0.1 will exclude your blues, but will attack neutral characters on site)

Don’t, for any reason, tick the “Attack if aggressed” box, as any aggression timer will make the POS
defend itself. This includes corp 1v1 fights; shield and armor repairing modules, and various other
activities that you would not think were harmful but will probably encourage your POS to shoot you
if you come near it.

Fitz VonHeise has recommended that when defending your POS, the gunners should be split in two
different groups and be given different tasks. | won’t copy and paste his words in my guide, but for
an extremely thorough guide to POS defence, click on the name.

Wormbhole Siege

Every so often, a group of hostiles will come along and take offence to your residency of w-space.
They may have a grudge, they may be being paid, or they simply might be bored. Whatever their
reasons, they are invading your home system en mass, and you have a fight on your hands...

C5/C6 Wormholes

You probably have a lot of capital ships: use them or lose them. They should be spread out amongst
your various holdings in the wormhole so that they cannot be bubbled and stuck inside one POS. You
can be sure that when the attack comes, your ECM will be useless as they will bring dreadnaughts in

siege mode. Fit energy neuts to your towers to cap out dreadnaughts and kill them.

The Bhaalgorn is an excellent ship to have around for this purpose. Supported by a logistics cruiser, it
can sport a massive tank and a fleet containing several of these can suck capital ships dry, making
them easy targets.

C4/C3/C2/C1 Wormholes

Hopefully you will have been resident long enough to have a small capital fleet, especially triage
carriers. These are ideal for POS and module repair, and can help you attack the enemy staging POS
(they will probably have one). If you have dreadnoughts now is the time to use them — deny your

enemy a place to set up for attacks on your members.



http://www.eveonline.com/ingameboard.asp?a=topic&threadID=817184
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All of your towers will be surrounded by large warp bubbles once reinforced. They don’t want you
consolidating your assets in one location for a counter offensive.

It is highly likely that your enemy will also have cloaked eyes on all of your towers. Assume that they
know what fleet setup you are bringing, and assume that your corporation has had spies placed in to
its ranks, possibly as far as 6 or more months before the attack begins.

Outside help —you can hire mercenary corporations such as Narwhales Ate My Duck or Noir, who
particularly enjoy wormhole based contracts. However getting them to your wormhole will be hard.
Your enemy will have dedicated scanners and will occupy any route that can be found to safe-space
to prevent you evacuating assets.

Wormbhole Control

Your enemy will want to control all the entrances and exits to your system. They don’t want to be
trapped between two fleets (your backup from outside and your own fleet) and they will probably
want to move their own tower in and ships/modules to assist them with their attack. Letting this
happen is the worst thing you can do. In wormhole space systems, the corp that controls the
wormholes and the routes is the corp that will emerge victorious.

Ships to keep in your wormhole at ALL TIMES:

1 Heavy Interdictor, 2 PVP Battlecruisers, 2 Covert Ops Frigates, 2 Stealth Bombers, 1 Cloaky Hauler

Want your corp banner here? EWRIl Lorkin Desal in game.
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5. Planetary Interaction

Introduction
“All these worlds are yours” — EVE: Online — Tyrannis

Wormholes are very similar to NPC Nullsec for PI, but better. You can’t claim sovereignty over a
wormbhole system or build supercapitals or stations, but the truesec security level is -1.0.

-1.0is as dangerous as space gets in New Eden, and therefore the planets in wormholes have
material abundance off the charts. So much so that capsuleers with the right skills can make over
2Bn ISK a week, just running 3 Pl characters on 1 account.

When LSE moved in to our new wormhole, it was because of PI. We could make every combination
of every POS fuel and P4 item with our planets. We would no-longer have to shop for Pl POS fuel in
Jita and would save ourselves a lot of logistical work. We could also build Nanite Paste and repair our
modules, saving the otherwise frequent trips to empire for Isotopes and skillbooks.

POS Fuel

Ideally, to keep your wormhole nice and safe you will need a buffer of POS fuel. You can never
guarantee finding a route to highsec (unless you live in a C1/C2, with highsec static which is not
doing it properly in my opinion). POS can eat through a large amount of fuel per month, and that
fuel takes up precious cargo.

Ideally, you would like a wormhole with the correct mix of gas/storm/barren/plasma planets to set
up an entire reaction chain to produce whatever you wanted.

| have included here an excerpt from the planetary Interaction Material Diagrams by Korai larok.
They can be found here and are excellent reading for anyone interested in PI.

http://www.hst-soft.de/korai/Eve_PI_Diagrams_v1_4.pdf
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http://www.hst-soft.de/korai/Eve_PI_Diagrams_v1_4.pdf

Overheating — Nanite Repair Paste

Overheating your modules allows you to get extra power out of them and increase their usefulness
for a short time until they burn out. During this time they will receive damage. Overheated modules
will damage the modules next to them, which is why you will hear about some modules being used
as “Heat Sinks”. They are throwaway modules that the pilot doesn’t care about, that absorb damage
that would negatively affect other modules on the same rack.

For every time a module cycles while overheated, it produces heat. This is displayed above your
capacitor readout on the HUD. The more heat there is on a rack, the more quickly the modules will
become damaged.

It has been debated for some time that racks wrap around, and modules on the opposite ends of
racks are treated as in contact. | have seen experiments to confirm this is not the case, and heat only
radiates from the overheated module outwards.

Damage to your modules is displayed around their edges. It is important in wormholes to remember
not to burn out your modules, as 100% damaged modules cannot be repaired with Nanite Paste, but
require a repair facility in a station.

“Adjacent overheated modules do burn out faster than non-adjacent ones, but not by much.
However the non-adjacent ones will cause generally more heat damage to the whole rack.” - Kivena

Modules that are online and not 100% damaged can be repaired by right clicking on them and
selecting the repair option. You need Nanite Paste in your cargo hold to do this. The amount of
Nanite Paste consumed in repair depends on several factors, including the level of damage and your
skills.

Skills

Thermodynamics - reduces heat damage by 5% per level
Nanite Operation - 5% reduction in paste consumption per level
Nanite Interfacing - 20% increase in repair amount per second per level

Overheating can be the difference between life and death, and is a HIGHLY recommended skill for
wormhole life. (I'll always fondly remember overheating my shield booster in my hulk, allowing me

to survive long enough for my backup to kill the stealth bomber | was having problems with)




Making Nanite Paste

Nanite Paste requires a BPO (available on the market) that consumes 4 Nanites, 1 Gel-Matrix
Biopaste and 1 Unit of Data Chips. It is produced at an ammunition assembly array, which can be
anchored at one of your POS. Production requires Industry level 5.

A Nanite Paste chain can be put together by one character, but it takes a lot of effort and advanced
skills.

If one person was producing, you would need the following planets for the raw materials:

Lava, Temperate, Barren, Gas, Ice, and Storm.

2 Characters can manage it pretty easily and the rewards can be staggering (and also convenient for
your PVP’ers, who if like me burn their modules far too often).

Taking full advantage of PI

If you look at http://fazenda.w-space.org/, you will see that you can make POS fuels, Materials for T2
production, materials for POS production, and materials for Meta capital components, amongst
many other things.

Don’t under-estimate the value of Pl — for 20 minutes a day of work, it’s basically free ISK. The above
website will tell you what you can build on your planets, and has a lot of useful features that work
with the in game browser.
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http://fazenda.w-space.org/

6. Wormhole PVE

Running Sleeper Sites

The first time you warp in to a live sleeper site can be an amazing experience, as wormhole PVE is
some of the hardest in the game.

Sleepers will switch targets much like players, but have several prefered targets to agress. Primarily,
Logistics ships will be the main target of the sleeper agression: they are the backbone of your fleet,
and the sleepers know this.

Class 1 and 2 wormhole sites can be run alone. The most popular way to do this is to use a passive
tanked ship such as a drake, or a nighthawk. Tengus and lokis are also popular for this purpose.

Class 3 Systems need a very heavy tank to complete solo, and due to the time constraints it is better
to bring friends.

Class 4 and above systems cannot be run solo, the sleeper drones will use a great deal of energy
neutralizing, stasis webifying and warp disruption to make your life difficult. The sites in theese
systems require a competent and experienced fleet to run.

Class 5 and 6 WH sites and anomolies can have capital escalations:

Capital Escalations — Initiating warp in a capital ship to a C5/C6 Anomaly, Magnetometric or Radar site will
instantly spawn an additional 6 advanced sleeper battleships, which web scram and neut. Warping another
capital in will spawn another 8 Battleships. Very heavy tanks and triage carriers are recommended if you
wish to experiment with escalations. Assigning fighters from a carrier will also cause a capital escalation.

A Capital Escalation will trigger 6 and then 8 battleships for both carriers and dreadnaughts.

Magnetometric Sites

Magnetometric sites are some of the hardest sites in wormholes; but they have the best reward.
Magnetometric sites contain continers that need to be analysed — using the archeology skill and an
“Analyser” module. Theese containers contain artefacts — intact, malfunctioning or wrecked, which
are used to create BPC’s for T3 hulls and subsystems.

Radar Sites

Radar sites, while not as challenging as magnetometric sites are still very valuble. They contain
databanks, which you will need the hacking skill to break in to to retrieve datacores and Interfaces
for reverse engineering, in conjunction with loot from magnetometric sites. Hacking requires the
hacking skill, and a “Codebreaker” module.

Rigs — if your skills are not up to scratch you can fit rigs on your ship: Emmission scope sharpeners
make your analysers 20% more effective, Memetic algorithm banks make your codebreakers 20%
more effective, and salvage tackle rigs make salvaging 10% more effective. This does not influence
what loot you get, only how fast you get it.




Logistics

Logistics Ships are the backbone of both PVE and PVP fleets, especially in w-space. | wont say much
on the Onerios or the Scimitar, which are ok ships, but would not be my first choice in wormholes as
they dont give a bonus to remote cap generation. The Basilisk and the Guardian on the other hand,
have the high slots, the powergrid and the bonuses to support fitting large energy transfer modules,
which help to establish a cap chain to ensure the stability of fleet logistics, even when being heavily
neuted by sleepers.
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| Light Shield Maintenance Baot 1
| Light Shield Maintenance Bat |1
| Light Shield Maintenance Bot [l
| Light Shield Maintenance Baot 1
[ I Descriptian Boosters\mplants [ | I

(The above fitting requires a Zainou —“Gypsy” KMB-25 Implant, for some extra CPU.)




Getting Paid

Sleepers don’t have bounties like normal NPCs. In fact in killing them, you will lose money (through
ammunition expenses, the occasional ship loss, the risk of getting jumped etc.

What sleepers do drop is Blue Tags. These can be looted from the sleeper wrecks normally, and are
sold to NPC buy orders in empire stations in lieu of bounties.

There are 4 types of Blue Tag: Sleeper Data Library (200,000), Sleeper Drone Al Nexus (5Mn), Ancient
Coordinates Database (1.5Mn) and Neural Network Analyzer (50,000).

Sleeper wrecks provide sleeper salvage, which is used in the construction of T3’s. Of all of the
salvageable materials, Melted Nanoribbons are the most valuable and rare at the current time. They
are the current bottleneck on T3 production and so are likely to remain this way for quite some time,
unless CCP rebalances the loot tables for sleeper salvage.

To see just how quickly a ship can die when sleepers take a dislike to it, watch the first couple of seconds of
this PVP video. It proves good logistics pilots and fits are important.

There is some debate about the effectiveness of armor logistics vs. shield logistics. Shield logistics apply their
HP at the beginning of the cycle, and so can get you out of a tighter spot then armor more quickly.

Personally, | feel it depends mostly on what kind of wormhole you live in. If you live in a pulsar, then of
course you will use shield logistics, but if you live in a Wolf-Rayet or a Black Hole | would prefer armor.

A cataclysmic variable makes logistics much more effective, although they are more often than not
mandatory in higher-class wormholes anyway.

7. Tech 11l Production

Because this section was very complicated and would have taken too much time to include before |
released the guide, | have removed it. It will be released in version 1.2, at the beginning of
November 2011, if all goes to plan.

8. Arek'Jaalan

CCP’s new schedule of in-character live events resumed shortly after | was ready to make the final
push on getting the first version of the guide out the door. | expect to immerse myself in finding out
all about this new and exciting effort on CCPs behalf to entertain us wormhole dwelling capsuleers,
and will report back shortly, in version 1.3, at the beginning of December 2011.



http://dl.eve-files.com/media/corp/libra/rawrxtina.mkv

9. Supplementary Information

Wormbhole Identification and Mass

Name Target Lifetime (Hours) | Max Mass/Jump | Total Max Mass
(kg) (kg)

A239 Lowsec 24 300,000,000 2,000,000,000
A641 Highsec 16 1,000,000,000 2,000,000,000
A982 C6 W-Space 24 300,000,000 3,000,000,000
B041 C6 W-Space 48 300,000,000 5,000,000,000
B274 Highsec 24 300,000,000 2,000,000,000
B449 Highsec 16 1,000,000,000 2,000,000,000
C125 C2 W-Space 16 20,000,000 1,000,000,000
C140 Lowsec 24 1,350,000,000 3,000,000,000
C247 C3 W-Space 16 300,000,000 2,000,000,000
C248 0.0 Sec K-Space 24 1,800,000,000 5,000,000,000
C391 Lowsec 24 1,800,000,000 5,000,000,000
D364 C2 W-Space 16 300,000,000 1,000,000,000
D382 C2 W-Space 16 300,000,000 2,000,000,000
D792 Highsec 24 1,000,000,000 3,000,000,000
D845 Highsec 24 300,000,000 5,000,000,000
E175 C4 W-Space 16 300,000,000 2,000,000,000
E545 0.0 Sec K-Space 24 300,000,000 2,000,000,000
G024 C2 W-Space 16 300,000,000 2,000,000,000
H121 C1 W-Space 16 250,000,000 500,000,000
H296 C5 W- Space 24 1,350,000,000 3,000,000,000
H900 C5 W-Space 24 300,000,000 3,000,000,000
1182 C2 W-Space 16 300,000,000 2,000,000,000
J244 Lowsec 24 20,000,000 1,000,000,000

K162 — A Generic wormhole exit. To determine the mass and time allowance of this wormhole, jump
through and see what the Name of the wormhole on the other side is.

K329 0.0 Sec K-Space 24 1,800,000,000 5,000,000,000
K346 0.0 Sec K-Space 24 300,000,000 3,000,000,000
L477 C3 W-Space 16 300,000,000 2,000,000,000
L614 C5 W-Space 24 20,000,000 1,000,000,000
M267 C3 W-Space 16 300,000,000 1,000,000,000
M555 C5 W-Space 24 1,000,000,000 3,000,000,000
M609 C4 W-Space 16 20,000,000 1,000,000,000
N062 C5 W-Space 24 1,350,000,000 3,000,000,000
N110 Highsec 24 1,350,000,000 1,000,000,000
N290 Lowsec 24 300,000,000 3,000,000,000
N432 C5 W-Space 24 300,000,000 3,000,000,000
N766 C2 W-Space 16 300,000,000 2,000,000,000
N770 C5 W-Space 24 300,000,000 3,000,000,000
N968 C3 W-Space 16 300,000,000 2,000,000,000
0128 C4 W-Space 24 300,000,000 1,000,000,000
0477 C5 W-Space 16 300,000,000 2,000,000,000
0883 C3 W-Space 16 20,000,000 1,000,000,000
P0O60 C1 W-Space 16 20,000,000 500,000,000




Q317 C1 W-Space 16 20,000,000 500,000,000

R0O51 Lowsec 16 1,000,000,000 3,000,000,000
RA74 C6 W-Space 24 300,000,000 3,000,000,000
R943 C2 W-Space 16 300,000,000 750,000,000

S047 Highsec 24 300,000,000 3,000,000,000
5199 0.0 Sec K-Space 24 1,350,000,000 3,000,000,000
S804 C6 W-Space 24 20,000,000 1,000,000,000
T405 C4 W-Space 16 300,000,000 2,000,000,000
U210 Lowsec 24 300,000,000 3,000,000,000
U319 C6 W-Space 48 1,350,000,000 3,000,000,000
U574 C6 W-Space 24 300,000,000 3,000,000,000
V283 0.0 Sec K-Space 24 1,000,000,000 3,000,000,000
V301 C1 W-Space 16 20,000,000 500,000,000

V753 C6 W-Space 24 1,350,000,000 3,000,000,000
Vo1l C5 W-Space 24 1,350, ,000,000 3,000,000,000
W237 C6 W-Space 24 1,350,000,000 3,000,000,000
X702 C3 W-Space 24 300,000,000 1,000,000,000
X877 C4 W-Space 16 300,000,000 2,000,000,000
Y683 C4 W-Space 16 300,000,000 2,000,000,000
Y790 C1 W-Space 16 20,000,000 500,000,000

2060 0.0 Sec K-Space 24 20,000,000 1,000,000,000
72142 0.0 Sec K-Space 24 1,350,000,000 3,000,000,000
7457 C4 W-Space 16 300,000,000 2,000,000,000
2647 C1 W-Space 16 20,000,000 500,000,000

72971 C1 W-Space 16 20,000,000 100,000,000




Site Index —in order of Class/Value

Anomalies

Perimeter Ambush Point (Class 1)

Perimeter Camp (Class 1)
Phase Catalyst Node (Class 1)
The Line (Class 1)

Perimeter Checkpoint (Class 2)

Perimeter Hangar (Class 2)
The Ruins of Enclave Cohort 27 (Class 2)
Sleeper Data Sanctuary (Class 2)

Fortification Frontier Stronghold (Class 3)

Outpost Frontier Stronghold (Class 3)
Solar Cell (Class 3)
The Oruze Construct (Class 3)

Frontier Barracks (Class 4)

Frontier Command Post (Class 4)

Integrated Terminus (Class 4)

Sleeper Information Sanctum (Class 4)

Core Garrison (Class 5)
Core Stronghold (Class 5)
Oruze Osobnyk (Class 5)
Quarantine Area (Class 5)

Core Citadel (Class 6)
Core Bastion (Class 6)

Strange Energy Readings (Class 6)
The Mirror (Class 6)

Gravimetric Sites

Average Frontier Deposit

Unexceptional Frontier Deposit

Common Perimeter Deposit

Exceptional Core Deposit

Infrequent Core Deposit

Unusual Core Deposit

Rarified Core Deposit

Ladar (Gas Mining) Sites

Barren Perimeter Reservoir

Minor Perimeter Reservoir

Ordinary Perimeter Reservoir

Sizeable Perimeter Reservoir

Token Perimeter Reservoir

Bountiful Perimeter Reservoir

Vast Frontier Reservoir

Instrumental Core Reservoir

Vital Core Reservoir

Magnetometric Sites

Forgotten Perimeter Coronation Platform (Class
1)

Forgotten Perimeter Power Array (Class 1)

Forgotten Perimeter Gateway (Class 2)

Forgotten Perimeter Habitation Coils (Class 2)

Forgotten Frontier Quarantine Outpost (Class 3)

Forgotten Frontier Recursive Depot (Class 3)

Forgotten Frontier Conversion Module (Class 4)

Forgotten Frontier Evacuation Centre (Class 4)

Forgotten Core Data Field (Class 5)
Forgotten Core Information Pen (Class 5)

Forgotten Core Assembly Hall (Class 6)

Forgotten Core Circuitry Disassembler (Class 6)



http://www.lsp-eve.com/survival/c1-perimeter_ambush_point.html
http://www.lsp-eve.com/survival/c1-perimeter_camp.html
http://www.lsp-eve.com/survival/c1-phase_catalyst_node.html
http://www.lsp-eve.com/survival/c1-the_line.html
http://www.lsp-eve.com/survival/c2-perimeter_checkpoint.html
http://www.lsp-eve.com/survival/c2-perimeter_hangar.html
http://www.lsp-eve.com/survival/c2-the_ruins_of_enclave_cohort_27.html
http://www.lsp-eve.com/survival/c2-sleeper_data_sanctuary.html
http://www.lsp-eve.com/survival/c3-fortification_frontier_stronghold.html
http://www.lsp-eve.com/survival/c3-outpost_frontier_stronghold.html
http://www.lsp-eve.com/survival/c3-solar_cell.html
http://www.lsp-eve.com/survival/c3-the_oruze_construct.html
http://www.lsp-eve.com/survival/c4-frontier_barracks.html
http://www.lsp-eve.com/survival/c4-frontier_command_post.html
http://www.lsp-eve.com/survival/c4-integrated_terminus.html
http://www.lsp-eve.com/survival/c4-sleeper_information_sanctum.html
http://www.lsp-eve.com/survival/c5-core_garrison.html
http://www.lsp-eve.com/survival/c5-core_stronghold.html
http://www.lsp-eve.com/survival/c5-oruze_osobnyk.html
http://www.lsp-eve.com/survival/c5-quarantine_area.html
http://www.lsp-eve.com/survival/c6-core_citadel.html
http://www.lsp-eve.com/survival/c6-core_bastion.html
http://www.lsp-eve.com/survival/c6-strange_energy_readings.html
http://www.lsp-eve.com/survival/c6-the_mirror.html
http://www.lsp-eve.com/survival/average_frontier_deposit.html
http://www.lsp-eve.com/survival/unexceptional_frontier.html
http://www.lsp-eve.com/survival/common_perimeter_deposit.html
http://www.lsp-eve.com/survival/exceptional_core_deposit.html
http://www.lsp-eve.com/survival/rarified_core_deposit.html
http://www.lsp-eve.com/survival/unusual_core_deposit.html
http://www.lsp-eve.com/survival/rarified_core_deposit.html
http://www.lsp-eve.com/survival/barren_perimeter_reservoir.html
http://www.lsp-eve.com/survival/minor_perimeter_reservoir.html
http://www.lsp-eve.com/survival/ordinary_perimeter_reservoir.html
http://www.lsp-eve.com/survival/sizable_perimeter_reservoir.html
http://www.lsp-eve.com/survival/token_perimeter_reservoir.html
http://www.lsp-eve.com/survival/token_perimeter_reservoir.html
http://www.lsp-eve.com/survival/vast_frontier_reservoir.html
http://www.lsp-eve.com/survival/instrumental_core_reservoir.html
http://www.lsp-eve.com/survival/vital_core_reservoir.html
http://www.lsp-eve.com/survival/c1-forgotten_perimeter_coronation_platform.html
http://www.lsp-eve.com/survival/c1-forgotten_perimeter_coronation_platform.html
http://www.lsp-eve.com/survival/c1-forgotten_perimeter_power_array.html
http://www.lsp-eve.com/survival/c2-forgotten_perimeter_gateway.html
http://www.lsp-eve.com/survival/c2-forgotten_perimeter_habitation_coils.html
http://www.lsp-eve.com/survival/c3-forgotten_frontier_quarantine_outpost.html
http://www.lsp-eve.com/survival/c3-forgotten_frontier_recursive_depot.html
http://www.lsp-eve.com/survival/c4-forgotten_frontier_conversion_module.html
http://www.lsp-eve.com/survival/c4-forgotten_frontier_evacuation_center.html
http://www.lsp-eve.com/survival/c5-forgotten_core_data_field.html
http://www.lsp-eve.com/survival/c5-forgotten_core_information_pen.html
http://www.lsp-eve.com/survival/c6-forgotten_core_assembly_hall.html
http://www.lsp-eve.com/survival/c6-forgotten_core_circuitry_disassembler.html

Radar Sites

Unsecured Perimeter Amplifier (Class 1)

Unsecured Perimeter Information Centre (Class 1)

Unsecured Perimeter Comms Relay (Class 2)

Unsecured Perimeter Transponder Farm (Class 2)

Unsecured Frontier Database (Class 3)

Unsecured Frontier Receiver (Class 3)

Unsecured Frontier Digital Nexus (Class 4)

Unsecured Frontier Trinary Hub (Class 4)

Unsecured Frontier Enclave Relay (Class 5)

Unsecured Frontier Server Bank (Class 5)

Unsecured Core Backup Array (Class 6)

Unsecured Core Emergence (Class 6)



http://www.lsp-eve.com/survival/c1-unsecured_perimeter_amplifier.html
http://www.lsp-eve.com/survival/c1-unsecured_perimeter_information_center.html
http://www.lsp-eve.com/survival/c2-unsecured_perimeter_comms_relay.html
http://www.lsp-eve.com/survival/c2-unsecured_perimeter_transponder_farm.html
http://www.lsp-eve.com/survival/c3-unsecured_frontier_database.html
http://www.lsp-eve.com/survival/c3-unsecured_frontier_receiver.html
http://www.lsp-eve.com/survival/c4-unsecured_frontier_digital_nexus.html
http://www.lsp-eve.com/survival/c4-unsecured_frontier_trinary_hub.html
http://www.lsp-eve.com/survival/c5-unsecured_frontier_enclave_relay.html
http://www.lsp-eve.com/survival/c5-unsecured_frontier_server_bank.html
http://www.lsp-eve.com/survival/c6-unsecured_core_backup_array.html
http://www.lsp-eve.com/survival/c6-unsecured_core_emergence.html

Chapter 10 — References and Links (A-Z)

I am enclosing here a list of links for you to browse through. All contain superb guidance on many
different aspects of EVE, especially wormholes.

Akita T's EVE Production Spreadsheet
Allakahzam - EVE
Battleclinic

CCP Scanning Tutorial

Crazy Kinux’s Musings

Dotlan

EVE Board

EVE Fitting Tool
EVE-Files
EVE-Guides.com
EVEHQ

EVElopedia
EVEMon
EVE-News 24
Everything Wormhole
EVE-Wiki
Failheap-Challenge

Fly Reckless
Hallen Turrek’s Blog

Kazuo Ishuguro's POS Guide

MyPOS
Killing In the Hole

Lone Star Exploration’s Wormhole Site Index

Massively — EVE Online

Ninveah.com

Not a lot of news

Ombey’s EVE Maps

Planetary Interaction Material Diagram

Planetary Interaction Guide

POS Setups
PodGoo

PVE Ship Fitting
PVP Ship Fitting

Staticmapper
Ten Ton Hammer

Tranquility Sov Map

Voices from the Void
WH - Thingy



http://www.eveonline.com/ingameboard.asp?a=topic&threadID=993762
eve.allakhazam.com/
http://www.battleclinic.com/
http://www.youtube.com/watch?v=heYfTA00Idg
http://www.crazykinux.com/
http://evemaps.dotlan.net/
http://eve-board.com/
http://www.eveonline.com/ingameboard.asp?a=topic&threadID=548883
http://eve-files.com/
http://www.eve-guides.com/
http://www.evehq.net/
http://wiki.eveonline.com/en/wiki/Main_Page
http://evemon.battleclinic.com/
http://www.evenews24.com/
http://fiercewebs.com/arcdragon/EverythingWormhole108.pdf
http://www.eve-wiki.net/
http://failheap-challenge.com/index.php
http://www.flyreckless.com/blog/
http://amerrylifeandashortone.blogspot.com/
http://www.eveonline.com/ingameboard.asp?a=topic&threadID=588918&page=1
http://www.eveonline.com/ingameboard.asp?a=topic&threadID=585203
http://www.podgoo.com/wp-content/uploads/2011/07/Wormhole-PvP-Guide.pdf
http://www.lsp-eve.com/survival/index.html
http://massively.joystiq.com/category/eve-online/
http://ninveah.podbean.com/
http://www.notalotofnews.com/
http://www.ombeve.co.uk/
http://www.eveonline.com/ingameboard.asp?a=topic&threadID=1325077
http://www.eveonline.com/ingameboard.asp?a=topic&threadID=1332468
http://www.eveonline.com/ingameboard.asp?a=topic&threadID=817184
http://www.podgoo.com/
http://failheap-challenge.com/forumdisplay.php?16-Ship-Setup-Hangar-PvE
http://failheap-challenge.com/forumdisplay.php?15-Ship-Setup-Hangar-PvP
http://www.staticmapper.com/
http://www.tentonhammer.com/eve
http://go-dl1.eve-files.com/media/corp/Verite/influence.png
http://www.voicesfromthevoid.net/
http://www.eveonline.com/ingameboard.asp?a=topic&threadID=1030547

