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A	ship	or	spaceship	in	EVE	Online	is	a	vehicle	used	to	travel	in	space,	battle	enemy	forces,	ferry	materials	and	products,	provide	logistical	services,	and	for	many	other	purposes.	A	ship	may	be	piloted	by	a	capsuleer	(player)	or	non-player	characters	such	as	CONCORD,	faction	militaries,	civilian	industrialists,	or	outlawed	paramilitary	and	pirate
forces.	A	ship's	defenses	and	durability	are	represented	by	its	shield,	armor	and	structure	hitpoints.	Certain	NPC	vessels	lack	shields,	but	all	capsuleer	ships	have	all	three	defensive	systems,	including	capsules	themselves.	These	hitpoints	are	used	for	tanking	incoming	damage.	Nearly	all	ships	have	module	slots,	allowing	them	to	fit	modules	such	as
(but	not	limited	to)	weapons,	armor	repairers,	shield	boosters,	armor	plates,	electronic	warfare	devices,	cloaks,	rigs	and	propulsion	equipment.	All	ships	have	capacitor	banks,	similar	to	a	gigantic	battery.	The	engines	charge	these	batteries	and	the	accumulated	energy	is	used	to	run	active	modules	and	power	warp	drives.	Ships	move	in	local	space	by
using	their	engines,	almost	always	located	at	the	ship's	stern.	This	local	movement	does	not	use	capacitor	energy,	although	using	afterburner	or	microwarpdrive	modules	to	speed	the	ship	up	does.	"Military	experts	are	calling	this	a	'cynosural	field'."—Journalist	during	the	start	of	the	Gallente–Caldari	War	in	YC110To	move	longer	distances	within
solar	systems,	ships	use	warp	drives.	Starting	warp	requires	a	destination	object	with	mass	or	feigned	mass.	The	ship	will	acquire	this	object	as	a	target	and	use	its	warp	drive	in	conjunction	with	sub-lightspeed	thrusters	to	accelerate	through	a	warp	tunnel.	To	travel	the	great	distances	between	solar	systems,	ships	use	stargates,	wormholes,	and
certain	types	of	filament.	Capital	class	ships	can	also	use	built-in	jump	drives	to	travel	these	great	distances,	by	locking	onto	the	beacon	of	a	cynosural	field	at	their	destination.	All	ships	except	supercapitals	can	be	built	in	and	docked	in	stations.	Most	ships	have	a	cargo	hold,	many	ships	have	drone	bays,	and	some	ships	have	specialized	cargoholds,
ship	maintenance	bays	and	fuel	bays.	The	Sin,	a	Black	Ops	Battleship	which	requires	months	of	training	to	fly.	To	fly	ships	in	EVE,	a	character	must	train	the	relevant	skills	in	the	Spaceship	Command	skill	category.	This	category	is	not	to	be	confused	with	the	general	skill	Spaceship	Command.	The	skills	for	larger	hull	types	and	higher	tech	levels
usually	require	some	skill	training	in	smaller	hull	types	or	lower	tech	levels	first.	To	fly	a	Tech	1	cruiser,	for	instance,	you	must	first	have	some	training	in	a	Tech	1	destroyer	command	skill.	Likewise,	the	skills	for	Tech	2	frigates	require	perfecting	the	Tech	1	frigate	command	skills.	In	most	cases,	the	prerequisites	for	flying	bigger	ships	(by	hull	type)
are	faster	to	train	than	the	prerequisites	for	higher	tech	levels.	As	a	result,	newer	pilots	may	find	themselves	in	large	T1	ships	(battlecruisers	or	battleships)	long	before	they	can	fly	a	T2	ship	of	any	size.	This	is	not	a	hard-and-fast	rule,	though:	it's	reasonable	to	train	straight	from	Tech	1	frigates	into	Tech	2	frigates,	for	instance,	without	ever	training
the	skills	required	to	fly	larger	Tech	1	ships,	if	that	is	your	goal	as	a	pilot.	Support	skills	Main	article:	Support	skills	Being	able	to	fly	a	ship	at	all	and	being	able	to	fly	a	ship	well	can	be	two	very	different	things.	While	the	relevant	spaceship	command	skill	may	let	you	enter	a	ship	and	undock	it	from	a	station,	this	is	only	the	first	step	to	using	the	ship
properly.	In	addition	to	the	skills	you	will	need	to	fit	all	of	the	guns	and	modules	you	want	to	use	(fitting	skills),	there	is	an	entire	suite	of	support	skills	that	can	cumulatively	boost	a	hull's	performance.	Some	of	these	benefit	most	or	all	ships	that	you	can	fly,	making	them	valuable	training	choices.	As	a	rule	of	thumb,	smaller	and	lower-tech	ships
demand	less-polished	support	and	fitting	skills	from	your	character.	A	Tech	1	frigate	in	the	hands	of	a	days-old	character	can	handily	complete	Level	1	PvE	missions	or	significantly	affect	veteran	pilots	in	advanced	ships	by	tackling	or	using	electronic	warfare	in	PvP.	An	expensive	Tech	2	black	ops	battleship,	meanwhile,	will	be	a	painful	loss	waiting	to
happen	if	piloted	by	a	character	without	well-trained	support	skills.	Small-	and	medium-sized	Tech	1	hulls	can	take	part	in	most	activities	in	EVE,	and	even	players	with	high-SP	characters	often	return	to	these	"basic"	ships,	so	new	players	should	bear	support	skills	in	mind	but	should	not	be	daunted	by	the	thought	of	training	them.	EVE	University's
Short	Skill	Plan	and	Pyramid	Skill	Plan	might	help	players	plan	skill	training	in	the	short	and	long	terms,	respectively.	Main	article:	Fitting	ships	Ships	are	merely	empty	hulls	waiting	to	be	equipped	with	the	guns	and	modules	that	let	them	do	their	job.	The	process	of	equipping	a	ship	is	known	as	"fitting"	the	ship	and	is	an	expansive	topic.	However,
one	basic	concept	is	worth	mentioning	here	as	it	ties	into	the	ship	sizes	listed	earlier.	The	ship	sizes	are	grouped	into	small,	medium,	large,	or	X-large.	When	browsing	the	market,	you	will	notice	that	modules	and	weapons	are	also	grouped	into	these	same	sizes.	When	fitting	a	ship,	you	normally	want	to	use	modules	and	weapons	that	are	in	the	same
size	grouping	as	the	ship	size.	This	can	sometimes	be	confusing,	especially	with	weapon	systems,	as	many	items	may	say	"medium"	in	the	name,	but	belong	to	the	"small"	size	group	in	the	market	categories.	What	matters	for	ship	fitting	is	that	the	market	category	size	group	matches	the	ship	size,	not	any	terms	found	in	the	item	name	itself.	Ships	can
be	categorized	in	many	ways,	and	this	section	will	cover	the	most	basic	methods.	The	examples	given	are	not	a	complete	representation	of	ships	in	EVE.	It	should	be	noted,	however,	that	more	expensive	or	bigger	doesn't	always	mean	better	in	EVE.	Size	Class	An	Avatar,	one	of	the	largest	ships	in	EVE.	Almost	14	kilometers	in	length,	it	is	over	200
times	longer	than	the	Punisher,	a	frigate.As	ships	increase	in	size	they	gain	more	hitpoints,	potential	damage	output,	and	module	slots.	They	lose	agility,	speed,	and	the	ability	to	apply	damage	to	smaller,	faster	targets.	The	sizes	(with	a	few	example	ships)	are	as	follows:	Frigates:	 Incursus,	 Heron,	 Crucifier,	 Burst	Destroyers:	 Algos,	 Corax,	 Coercer,	 
Thrasher	Cruisers:	 Thorax,	 Caracal,	 Maller,	 Scythe	Battlecruisers:	 Myrmidon,	 Ferox,	 Harbinger,	 Hurricane	Battleships:	 Megathron,	 Rokh,	 Abaddon,	 Tempest	Capital	Ships:	 Rorqual,	 Anshar,	 Charon	Supercapitals	Some	ships	that	don't	fit	or	are	hard	to	pin	down	in	this	classification	are	certain	Haulers	and	ORE	Ships.	As	indicated	above,	carriers,
dreadnoughts,	Force	Auxiliaries,	supercarriers,	titans,	and	the	Rorqual	are	commonly	further	grouped	together	as	capitals.	The	other	ships	are	therefore	referred	to	as	"sub-capitals".	Tech	1	ship	class	comparison	table	This	table	is	meant	to	provide	a	basic	comparison	of	ship	classes,	showing	how,	for	example,	"bigger	is	slower,	but	has	more	fitting
slots".	Characteristics	that	vary	widely	have	been	omitted.	For	example,	bonuses	can	make	drone	capacity	or	scan	resolution	much	higher	or	lower	on	one	kind	of	cruiser	than	another.	These	often	turn	out	to	be	the	characteristics	that	define	unique	uses	for	ships	within	a	class,	making	a	given	ship	"a	drone	cruiser",	"an	EWAR	cruiser",	"an	exploration
cruiser",	and	so	on.	Note	that	the	following	numbers	are	averages;	drawn	from	a	sample	of	four	ships	in	each	class.	Quick	T1	Class	Comparison	Ship	Class	Speed	(m/sec)	Warp	Speed	(AU)	Time	to	Warp	(sec)	Slots	Capacitor	(GJ)	Signature	Radius	(m)	Shuttle	500	5	2	0	250	25	Frigate	300-400	5	5	10	250-350	35-40	Destroyer	235-365	4.5	6-7	13	500-700
62-70	Cruiser	190-240	3	8-9	14	1250-1950	120-150	Battlecruiser	145-180	2.7	12	17	2300-3500	250-300	Battleship	89-130	2	15-20	19	5500-6500	330-470	Tech	levels	and	factions	An	Imperial	Navy	Slicer,	a	navy	ship	which	is	a	common	sight	an	areas	with	small	gang	and	solo	PvP	activity."Tech	levels"	refer	to	the	complexity	and	rarity	of	the	materials
required	to	build	a	ship.	Tech	1	ships	are	cheap	and	simple,	but	reliable;	Tech	2	ships	are	expensive,	powerful,	but	specialized;	Tech	3	ships	are	expensive	and	highly	flexible.	"Faction"	origins	indicate	the	NPC	group	within	EVE	responsible	for	the	ship	design.	The	standard	ships	of	the	four	main	NPC	empires—Minmatar,	Amarr,	Gallente	and	Caldari
—are	the	mainstay	of	the	game	and	the	most	commonly-encountered.	"Navy"	ships	are	tuned-up,	improved,	and	more	expensive	versions	of	existing	hulls	designed	for	the	four	empires'	military	forces.	"Pirate"	ships	are	hulls	developed	by	outlaw	groups	such	as	the	Guristas	Pirates	or	paramilitaries	such	as	Mordu's	Legion.	Sisters	of	EVE	ships	are
considered	"pirate"	ships	although	the	Sisters	are	not	a	criminal	organization.	Here	are	some	examples:	Tech	1:	 Incursus,	 Corax,	 Omen,	 Hurricane	Navy	Faction:	 Brutix	Navy	Issue,	 Raven	Navy	Issue,	 Imperial	Navy	Slicer,	 Republic	Fleet	Firetail	Pirate	Faction:	 Vigilant,	 Gila,	 Bhaalgorn,	 Dramiel	Tech	2:	 Ishtar,	 Hawk,	 Paladin,	 Sleipnir	Tech	3:	 
Hecate,	 Tengu,	 Confessor,	 Loki	Tech	1	ships	are	the	baseline	for	all	other	ships.	Although	they	are	the	first	ships	every	character	uses,	they	remain	useful	even	for	advanced	pilots.	They	are	easily	built	with	knowledge	available	to	everyone	in	New	Eden,	using	widely-available	materials.	They	are	cheap,	and	they	insure	quite	well.	Navy	faction	ships
are	generally	amped-up	versions	of	their	Tech	1	counterparts,	usually	with	more	CPU	and	powergrid	for	fitting,	and	a	few	more	slots	for	modules.	They	typically	sit	somewhere	between	base	Tech	1	hulls	and	Tech	2	hulls	in	their	capabilities.	Sometimes	the	base	hull's	bonuses	are	traded	for	others	so,	for	example,	the	Drake	Navy	Issue	which	trades
the	Drake's	damage	resistance	for	better	damage	application.	In	some	cases	the	hull's	role	changes:	the	Scythe	is	designed	to	boost	other	ships'	shields,	while	the	Scythe	Fleet	Issue	is	a	damage-dealer.	Navy	ships	are	harder	to	acquire	than	their	base	hull	equivalents,	and	accordingly	are	more	expensive	on	the	open	market.	Pirate	faction	ships
represent	a	greater	advance	on	the	abilities	of	base	Tech	1	hulls.	They	require	two	separate	spaceship	command	skills	for	different	factions	so,	for	example,	the	Angel	Cartel	Cynabal	requires	training	in	both	Minmatar	Cruiser	and	Gallente	Cruiser.	In	return,	though,	each	pirate	hull	has	more	powerful	and	unusual	bonuses	which	often	make	them	fly
in	surprising	ways.	The	Gurista	Gila,	for	example,	launches	only	two	drones,	but	can	use	those	two	to	deal	damage	equivalent	to	ten	drones.	Similarly,	the	Serpentis	Vindicator	offers	a	unique	combination	of	a	stasis	webifier	bonus	and	massive	damage	output.	Pirate	faction	ships	are	roughly	as	powerful	as	Tech	2	ships,	and	require	fewer	skills.	They
are	accordingly	very	expensive.	Tech	2	ships	are	built	by	retrofitting	Tech	1	ships,	and	while	they	take	some	features	from	their	Tech	1	forms,	the	ways	they	fly	and	take	advantage	of	fitting	may	be	very	different.	They	have	higher	resistance	to	damage	and	are	typically	much	more	specialized	in	their	roles.	Many	special	modules	can	only	be	fit	on	Tech
2	ships.	The	heavy	Interdictor	is	a	prime	example	of	a	Tech	2	ship	filling	a	specialized	role:	it	can	use	a	special	module	to	stop	ships	within	a	wide	area	from	warping	away—a	unique	ability—but	it	has	more	limited	abilities	in	other	areas.	Tech	2	ships	are	powerful	within	their	niches	but	are	not	automatically	better	than	Tech	1	ships,	or	immune	to
attack	from	Tech	1	ships.	Tech	2	ships	require	extensive	skill	training	to	fly	but	can	be	less	expensive	than	Pirate	Faction	ships	due	to	their	simpler	production.	Tech	3	ships	were	developed	by	the	four	empire	factions	by	reverse-engineering	Sleeper	technology.	They	are	known	for	their	powerful	defenses	and	great	versatility,	which	come	from	a	very
wide	variety	of	innate	hull	bonuses,	generous	fitting	layouts,	and	unique	ways	to	completely	transform	themselves	on-the-fly.	All	materials	required	for	Tech	3	ships	come	from	wormhole	space.	As	an	example,	a	Legion	can	be	fitted	to	be	a	heavily	armored	neuting	ship,	a	heavy	assault	missile	boat,	or	a	more	traditional	laser	boat;	and	may	be	active
tanked,	buffer	tanked,	or	even	able	to	cloak	itself.	Similarly,	a	Hecate	can	switch	between	different	modes	which	can	harden	its	defenses,	increase	its	mobility,	or	let	it	deal	damage	at	longer	ranges.	Other	factions	CONCORD,	EDENCOM,	the	Society	of	Conscious	Thought,	and	the	Triglavian	Collective	all	also	have	ships	of	their	own.	These	ships
follow	completely	different	mechanics	and	skill	sets	than	other	ships	and	do	not	fit	into	the	traditional	tech	and	faction	levels.	CONCORD	offers	a	trio	of	extremely	flexible,	extremely	skill-intensive,	highly-militarized	covert	ops	ships.	EDENCOM	offers	a	curious,	but	very	difficult	to	utilize,	set	of	ships	with	"chain	lightning"	damage-dealing	abilities.	The
Triglavian	Collective	offers	a	wide	selection	of	ships	that	utilize	unique	ramping-over-time	weapons	that	can	burn	down	targets	well	above	their	weight	class.	The	SoCT	offers	a	set	of	three	ships	with	nearly	limitless	versatility	and	no	skill	requirements,	offering	new	and	veteran	players	alike	a	set	of	flexible	hulls.	Non-combat	ships	A	Charon,	prized	for
its	gigantic	cargo	hold.Not	all	ships	are	designed	for	aggressive	action.	A	subset	of	ships	with	increased	efficiency	in	resource-gathering	and	cargo	hauling	are	in	wide	use	across	the	EVE	universe.	Here	is	a	loose	listing	of	these	ships.	Haulers	Main	article:	Haulers	Haulers	have	large	cargo	capacities	and	are	used	to	haul	goods	from	place	to	place.
Some	are	even	more	specialized,	having	an	extra	capacity	for	items	such	as	ore,	minerals	or	weapons.	The	smallest	class	of	cargo	ships,	Tech	1	Haulers,	are	lightly	defended	and	fly	mostly	among	high	security	systems.	Tech	1:	 Iteron	Mark	V,	 Badger,	 Mammoth	Tech	2	haulers	are	divided	between	Blockade	Runners,	which	are	fast	and	can	cloak	for
stealth	in	dangerous	space,	and	Deep	Space	Transports,	which	have	stronger	defenses.	Each	empire	faction	has	one	of	each	kind	of	Tech	2	hauler.	Freighters	Main	article:	Freighters	Freighters	are	the	largest	cargo	ships	in	EVE.	These	slow-moving	hulks	have	no	high	or	medium	equipment	slots	and	depend	entirely	on	their	massive	hulls	for	defense.
In	general,	if	you	can	package	an	item,	you	can	fit	it	into	the	cargo	hold	of	a	Tech	1	freighter.	Tech	1:	 Charon,	 Fenrir,	 Obelisk,	 Providence	Tech	2	freighters	are	called	Jump	Freighters.	They	have	smaller	cargo	bays	than	Tech	1	freighters	but	can	use	both	jump	gates	and	cynosural	fields.	The	latter	makes	them	especially	useful	in	null	sec.	Tech	2
(Jump	Freighters):	 Anshar,	 Ark,	 Rhea,	 Nomad	Miners	While	not	intended	for	combat,	ships	bonused	for	mining	can	mount	light	weapons	or	carry	drones	suitable	for	defense	against	belt	pirates.	Tech	1:	 Venture	The	Mining	Barges	are	usually	the	next	step	in	the	mining	profession.	Each	of	the	three	is	bonused	for	a	specific	use	in	asteroid	mining.
Tech	1:	 Retriever,	 Covetor,	 Procurer	The	Exhumers	are	the	top	of	the	line	in	specialized	ore	extractors.	As	with	the	Mining	Barges,	each	is	bonused	for	a	specific	use.	Tech	2:	 Hulk,	 Skiff,	 Mackinaw	The	Expedition	Frigates	specialize	in	ice	and	gas	harvesting.	Tech	2:	 Prospect,	 Endurance	Specialty	Ships	 Porpoise:	The	Porpoise	is	a	mining	command
ship,	bringing	a	larger	cargo	bay	than	other	mining	ships	and	the	ability	to	improve	the	mining	speeds	of	nearby	allies.	 Orca:	The	big	brother	of	the	Porpoise,	a	much	larger,	more	capable,	and	more	resilient	mining	command	platform,	which	also	features	an	enormous	cargo	bay	that	lets	it	also	act	as	a	hauling	ship.	 Noctis:	The	final	word	in	salvaging,
able	to	fit	up	to	8	high-power	salvagers	or	long-range	tractor	beams.	 Rorqual:	The	Capital	Industrial	Ship,	the	dreadnought	and	carrier	of	mining,	and	the	final	word	in	mining	command.	Extremely	capable	at	mining,	mining	fleet	support,	defensive	combat,	and	cargo	hauling.	Cannot	be	used	in	high-security	space,	very	powerful	in	low-	and	null-
security	space.	Sisters	of	EVE:	the	three	SOE	ships	(Astero,	Stratios,	Nestor)	are	optimized	for	exploration.	Each	is	bonused	for	scanning	and	hacking,	and	each	has	sufficient	combat	strength	to	either	run	PvE	combat	sites	or	hunt	other	exploration	ships.	They	require	both	Amarr	and	Gallente	spaceship	skills,	and	to	be	used	effectively	they	require
solid	scanning,	drone	skills,	and	armor	skills.	Nestor	has	also	a	very	distinct	niche	in	game	as	a	logistics	battleship,	that	is	used	in	a	small	fleet	activities.	Many	people	in	EVE	Online	rely	on	manufacturing,	hauling	and	trade	to	earn	income.	For	this	reason,	it	is	important	to	maximise	cargo	hold	capacity	to	move	as	much	as	possible	as	quickly	as
possible.	This	table	shows	the	base	capacity	for	each	ship,	the	maximum	capacity	with	the	relevant	skills	maxed	out,	and	all	cargo	hold	optimisation	rigs	and	modules	fitted.	Knowing	which	ships	have	the	maximum	cargo	capacity	is	also	handy	if	you	are	moving	the	home	station	to	move	your	assets	more	efficiently.Cargo	hold	capacity	can	be
maximised	through	skills	training,	and	racial	industrial	skills	give	a	5%	bonus	per	level	to	capacity.	Expanded	Cargohold	II	modules	can	extend	this	further,	each	giving	a	27.5%	bonus	(whilst	sacrificing	structure	and	velocity).	Even	further	capacity	can	be	obtained	through	jury	rigging	with	Cargohold	Optimisation	rigs.	However,	I	do	not	have
anywhere	near	enough	ISK	to	fit	all	these	ships	with	cargo	rigs.This	list	focuses	on	the	Frigate	to	Battleship	class	of	ships	and	Industrials.	It	does	not	cover	faction	or	special	ships,	as	this	guide	is	intended	to	be	useful	to	newer	players	without	access	or	the	desire	to	fly	rare	and	expensive	ships.	Never	fly	what	you	cannot	afford	to	lose.Cargo	Base	is
the	cargo	hold	capacity	with	no	skills	or	fittings.Cargo	L5	=	Cargo	hold	capacity	with	all	skills	at	level	5,	no	fittings.Cargo	(Fittted)	=	All	skills	level	5	and	fitted	for	maximum	capacity.Cargo	(Rigged)	=	As	fitted	plus	cargohold	optimization	rigs.I	used	Expanded	Cargohold	II	(+27.5%)	over	ORE	Expanded	Cargohold	(+29%)	simply	because	the	ORE
Expanded	Cargohold	was	500m	ISK	at	the	time	of	writing	and	very	rare.Industrial	Ship	CapacityEVE	Online	uses	These	standard	industrial	ships	for	mining,	strip	mining	and	ore	transport.FactionClassShipCargo	(Base)Cargo	(L5)Cargo	(Fitted)Cargo	(Rigs)Ore	HoldFitting	NotesOREStandard	FrigateVenture50506310650001x	Expanded	Cargo	Hold
II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IORECapital	Industrial	ShipRorqual	Ω40000400001057061750503000004x	Expanded	Cargo	Hold	II2x	Capital	Cargohold	Optimization	II1x	Capital	Cargohold	Optimization	IOREExhumerHulk	Ω3503500011500OREExhumerMackinaw	Ω4504500031500OREExhumerSkiff
Ω3503500018500OREIndustrial	Command	ShipOrca	Ω300003750060961100951L1	150000L5	1875002x	Expanded	Cargo	Hold	II2x	Large	Cargohold	Optimization	II1x	Large	Cargohold	Optimization	IOREIndustrial	Command	ShipPorpoise	Ω50062510161682L1	50000L5	625002x	Expanded	Cargo	Hold	II2x	Large	Cargohold	Optimization	II1x	Large
Cargohold	Optimization	IOREMining	BargeCovetor	Ω350350009000OREMining	BargeProcurer	Ω3503500016000OREMining	BargeRetriever	Ω4504500027500EVE	Online	Cargo	Hold	Capacity	Cheatsheet	Hauler	CapacityHaulers	differ	slightly	as	they	have	specialised	cargo	holds	for	Ore,	Minerals,	Ice,	Gas,	Ammo,	Planetary	Commodities,	and
Command	Centre	Modules.FactionClassShipCargo	(Base)Cargo	(L5)Cargo	(Fitted)Cargo	(Rigs)Ore	HoldIce	HoldMineral	HoldCommand	CentrePlanetary	Commodities	Ammo	HoldGas	HoldFitting	NotesAmarrHaulerBestower4800600025776426846x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization
IGallenteHaulerIteron	Mark	V5800725024428404535x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	ICaldariHaulerTayra7300912524114399334x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IMinmatarHaulerMammoth5500687523165383615x
Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IAmarrDeep	Space	TransportImpel	Ω3100310016979244507x	Expanded	Cargohold	II2x	Medium	Cargohold	Optimization	IIGallenteDeep	Space	TransportOccator	Ω3900390016754241266x	Expanded	Cargohold	II2x	Medium	Cargohold	Optimization
IICaldariHaulerBadger3900487512883213344x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IMinmatarHaulerWreathe2900362512214202265x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IGallenteHaulerNereus2700337511372188325x
Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IAmarrHaulerSigil2100262511277186756x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IMinmatarDeep	Space	TransportMastodon	Ω4500450011892171244x	Expanded	Cargohold	II2x	Medium
Cargohold	Optimization	IICaldariDeep	Space	TransportBustard	Ω5000500010365149233x	Expanded	Cargohold	II2x	Medium	Cargohold	Optimization	IIAmarrBlockade	RunnerProrator	Ω290036259579137944x	Expanded	Cargohold	II2x	Medium	Cargohold	Optimization	IIGallenteBlockade	RunnerViator	Ω360045009327134303x	Expanded	Cargohold
II2x	Medium	Cargohold	Optimization	IIMinmatarBlockade	RunnerProwler	Ω350043759067130573x	Expanded	Cargohold	II2x	Medium	Cargohold	Optimization	IICaldariBlockade	RunnerCrane	Ω430053758737125822x	Expanded	Cargohold	II2x	Medium	Cargohold	Optimization	IIOREHaulerNoctis	Ω14601460302650113x	Expanded	Cargo	Hold	II2x
Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IMinmatarHaulerHoarder55055000L1	41000L5	61500L1	30000L5	45000GallenteHaulerMiasmos55055000L1	42000L5	63000GallenteHaulerKryos55055000L1	30000L5	45000L1	50000L5	75000GallenteHaulerEpithal55055000L1	6000L5	6000L1	45000L5	67500Surprising	Cargo
Hold	Capacity	of	Non-Industrial	ShipsNeed	a	little	more	firepower	or	more	capacity	for	fittings?	Try	some	of	these	different	ships	which	make	alternative	hauliers.	Although	not	as	high	capacity	as	specialist	industrial	hulls,	they	make	up	for	it	by	substantially	adding	HP	or	adding	turrets	or	launchers	for	defence.Are	You	a	New	or	Returning
Capsuleer?Unlock	1	MILLION	FREE	SKILL	POINTS	and	kickstart	your	journey	in	EVE	Online	through	the	official	Recruitment	Program!	Here's	how:Click	the	link	below	to	head	to	the	EVE	Online	website.New	Players	-	Fill	in	the	form	to	create	an	account.Existing	Account?	Scroll	down	to	the	section:	"Already	have	an	account?	Sign	in	to	become	a
recruit."Once	you	sign	in,	your	bonus	skill	points	will	be	ready	to	claim	via	the	Reward	Redeem	icon	(lower	left	corner	of	the	screen).	Claim	your	free	1,000,000	Skill	points!Don't	miss	this	opportunity	to	boost	your	skills	and	dominate	the	stars!FactionClassShipCargo	(Base)Cargo	(Fitted)Cargo	(Rigs)Fitting	NotesSpecial
EditionBattleshipPraxis12006572108847x	Expanded	Cargohold	II2x	Large	Cargohold	Optimisation	II1x	Large	Cargohold	Optimisation	IPrecursorBattleshipLeshak	Ω9336515107908x	Expanded	Cargohold	II2x	Large	Cargohold	Optimisation	II1x	Large	Cargohold	Optimisation	IGallenteBattleshipMegathron845590197728x	Expanded	Cargo	Hold	II2x
Large	Cargohold	Optimization	II1x	Large	Cargohold	Optimization	IAmarrBattleshipApocalypse845462876657x	Expanded	Cargo	Hold	II2x	Large	Cargohold	Optimization	II1x	Large	Cargohold	Optimization	IGallenteBattleshipHyperion845462876657x	Expanded	Cargo	Hold	II2x	Large	Cargohold	Optimization	II1x	Large	Cargohold	Optimization
IFederation	NavyBattleshipVindicator850465573887x	Expanded	Cargohold	II2x	Large	Cargohold	Optimisation	I1x	Large	Cargohold	Optimisation	IIBlood	RaiderBattleshipBhaalgorn845462873457x	Expanded	Cargohold	II2x	Large	Cargohold	Optimisation	I1x	Large	Cargohold	Optimisation	IIMinmatarBattleshipTyphoon780427270757x	Expanded
Cargo	Hold	II2x	Large	Cargohold	Optimization	II1x	Large	Cargohold	Optimization	IAmarrBattleshipArmageddon750410868037x	Expanded	Cargo	Hold	II2x	Large	Cargohold	Optimization	II1x	Large	Cargohold	Optimization	IGallenteBattleshipDominix750410868037x	Expanded	Cargo	Hold	II2x	Large	Cargohold	Optimization	II1x	Large	Cargohold
Optimization	IAmarrBattleshipAbaddon740405367127x	Expanded	Cargo	Hold	II2x	Large	Cargohold	Optimization	II1x	Large	Cargohold	Optimization	INon-EmpireCombat	BattlecruiserGnosis900386664036x	Expanded	Cargohold	II2x	Medium	Cargohold	Expansion	II1x	Medium	Cargohold	Expansion	ISisters	of	EVEBattleshipNestor875375959656x
Expanded	Cargohold	II2x	Large	Cargohold	Optimisation	I1x	Large	Cargohold	Optimisation	IITriglavianCombat	BattlecruiserDrekavac	Ω650356058957x	Expanded	Cargohold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IAngel	CartelBattleshipMachariel860369458637x	Expanded	Cargohold	II1x	Large	Cargohold
Optimisation	II2x	Large	Cargohold	Optimisation	IMordu’s	LegionBattleshipBarghest830356556586x	Expanded	Cargohold	II2x	Large	Cargohold	Optimisation	I1x	Large	Cargohold	Optimisation	IIGuristaBattleshipRattlesnake815350155566x	Expanded	Cargohold	II2x	Large	Cargohold	Optimisation	I1x	Large	Cargohold	Optimisation
IIMinmatarBattleshipTempest780335155496x	Expanded	Cargo	Hold	II2x	Large	Cargohold	Optimization	II1x	Large	Cargohold	Optimization	ISanshaBattleshipNightmare830356554226x	Expanded	Cargohold	II2x	Large	Cargohold	Optimisation	I1x	Large	Cargohold	Optimisation	IIEDENCOMBattleshipThunderchild	Ω861290148045x	Expanded
Cargohold	II2x	Large	Cargohold	Optimisation	II1x	Large	Cargohold	Optimisation	ICaldariBattleshipRaven830279746315x	Expanded	Cargo	Hold	II2x	Large	Cargohold	Optimization	II1x	Large	Cargohold	Optimization	ICaldariBattleshipRokh820276345755x	Expanded	Cargo	Hold	II2x	Large	Cargohold	Optimization	II1x	Large	Cargohold	Optimization
IMinmatarBattleshipMaelstrom790266244085x	Expanded	Cargo	Hold	II2x	Large	Cargohold	Optimization	II1x	Large	Cargohold	Optimization	ICaldariBattleshipScorpion690232538505x	Expanded	Cargo	Hold	II2x	Large	Cargohold	Optimization	II1x	Large	Cargohold	Optimization	IAmarrCombat	BattlecruiserProphecy400219136287x	Expanded	Cargo
Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IAmarrAttack	BattlecruiserOracle500214835576x	Expanded	Cargohold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IGallenteCruiserExequror495212735226x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium
Cargohold	Optimization	IAmarrCruiserMaller480206234156x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IGallenteCombat	BattlecruiserBrutix475204133796x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IGallenteAttack
BattlecruiserTalos600202133475x	Expanded	Cargohold	II1x	Medium	Cargohold	Optimization	I2x	Medium	Cargohold	Optimization	IIMinmatarCombat	BattlecruiserHurricane450151630246x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IAngel	CartelCombat	BattlecruiserKhizriel425182528976x
Expanded	Cargohold	II1x	Medium	Cargohold	Optimization	II2x	Medium	Cargohold	Optimization	IAmarrCruiserOmen400171828466x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IGallenteCombat	BattlecruiserMyrmidon400171828466x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization
II1x	Medium	Cargohold	Optimization	IGallenteCruiserVexor480161726785x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IAmarrCombat	BattlecruiserHarbinger375161126686x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization
IMinmatarCruiserScythe475160126505x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	ISociety	of	Conscious	ThoughtDestroyerSunesis600158526254x	Expanded	Cargohold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IAmarrCruiserAugoror465156725955x	Expanded	Cargo
Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IGallenteCruiserThorax465156725955x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IMinmatarCombat	BattlecruiserCyclone450151625115x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium
Cargohold	Optimization	IMinmatarCruiserRupture450151625115x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IMinmatarAttack	BattlecruiserTornado535141323414x	Expanded	Cargohold	II1x	Medium	Cargohold	Optimization	I2x	Medium	Cargohold	Optimization	IICaldariCombat
BattlecruiserFerox475125520794x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	ICaldariAttack	BattlecruiserNaga575119119733x	Expanded	Cargohold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	ICaldariCombat	BattlecruiserDrake450118919694x	Expanded	Cargo
Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	ICaldariCruiserCaracal450118919694x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	ICaldariCruiserMoa450118919694x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold
Optimization	IAmarrCruiserArbitrator345116219255x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IGuristasCombat	BattlecruiserAlligator450118918874x	Expanded	Cargohold	II1x	Medium	Cargohold	Optimization	II2x	Medium	Cargohold	Optimization	IMinmatarCruiserStabber420111018384x
Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IGallenteCruiserCelestis320107817865x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IAmarrStandard	FrigateMagnate400105717514x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x
Small	Cargohold	Optimization	IAngel	CartelDestroyerMekubal400105716774x	Expanded	Cargohold	II1x	Small	Cargohold	Optimization	II2x	Small	Cargohold	Optimization	ICaldariCruiserOsprey485100516653x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IPrecursorDestroyerKikimora
Ω36095115754x	Expanded	Cargohold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IGallenteDestroyerCatalyst45093315453x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IMinmatarCruiserBellicose31583213794x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x
Medium	Cargohold	Optimization	IGallenteStandard	FrigateImicus40082913733x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IMinmatarDestroyerTalwar40082913733x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IMinmatarStandard
FrigateProbe40082913733x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IAmarrDestroyerDragoon30079313134x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IAmarrDestroyerCoercer37577712873x	Expanded	Cargo	Hold	II2x	Small	Cargohold
Optimization	II1x	Small	Cargohold	Optimization	ICaldariDestroyerCorax45073212112x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IGallenteDestroyerAlgos35072512013x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization
IGuristasDestroyerMamba45073111602x	Expanded	Cargohold	II1x	Small	Cargohold	Optimization	II2x	Small	Cargohold	Optimization	ICaldariDestroyerCormorant42569111442x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IAmarrStandard	FrigateInquisitor25066110944x	Expanded	Cargo	Hold	II2x
Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IMinmatarDestroyerThrasher40065010772x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	ICaldariStandard	FrigateHeron40065010772x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization
ICaldariCruiserBlackbird30563210473x	Expanded	Cargo	Hold	II2x	Medium	Cargohold	Optimization	II1x	Medium	Cargohold	Optimization	IGallenteStandard	FrigateNavitas2805809613x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IGallenteStandard	FrigateMaulus2755709443x	Expanded	Cargo	Hold
II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IMinmatarStandard	FrigateBurst2605398923x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	ISisters	of	EVEStandard	FrigateAstero2105558804x	Expanded	Cargohold	II1x	Small	Cargohold	Optimization	II2x	Small	Cargohold
Optimization	IAmarrStandard	FrigatePunisher1354557535x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IPrecursorStandard	FrigateDamavik	Ω2134427313x	Expanded	Cargohold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	ICaldariStandard	FrigateBantam2704397272x
Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IGallenteStandard	FrigateIncursus1654367224x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	ICaldariStandard	FrigateGriffin2604237002x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small
Cargohold	Optimization	IMinmatarStandard	FrigateVigil2504066732x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IMinmatarStandard	FrigateBreacher1753636013x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IAngel	CartelStandard
FrigateDaredevil1403705874x	Expanded	Cargohold	II1x	Small	Cargohold	Optimization	II2x	Small	Cargohold	Optimization	IAmarrStandard	FrigateCrucifier2655495694x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IAmarrStandard	FrigateTormentor1303445694x	Expanded	Cargo	Hold	II2x	Small
Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IBlood	RaidersStandard	FrigateCruor1353565664x	Expanded	Cargohold	II1x	Small	Cargohold	Optimization	II2x	Small	Cargohold	Optimization	IEDENCOMStandard	FrigateSkybreaker1583275423x	Expanded	Cargohold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization
IMinmatarStandard	FrigateRifter1403705334x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	ICaldariStandard	FrigateMerlin1503115153x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IGallenteStandard	FrigateAltron1453014983x	Expanded	Cargo	Hold
II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IGallenteStandard	FrigateTristan1402904813x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	ISanshaStandard	FrigateSuccubus1352794443x	Expanded	Cargohold	II1x	Small	Cargohold	Optimization	II2x	Small	Cargohold	Optimization
ICaldariStandard	FrigateKestrel1602604312x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IAngel	CartelStandard	FrigateDramiel1302694273x	Expanded	Cargohold	II1x	Small	Cargohold	Optimization	II2x	Small	Cargohold	Optimization	IMordu's	LegionStandard	FrigateGarmur1302694273x	Expanded
Cargohold	II1x	Small	Cargohold	Optimization	II2x	Small	Cargohold	Optimization	IAmarrStandard	FrigateExecutioner1152383953x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	ICaldariStandard	FrigateCondor1302113502x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold
Optimization	IGuristaStandard	FrigateWorm1302113352x	Expanded	Cargohold	II1x	Small	Cargohold	Optimization	II2x	Small	Cargohold	Optimization	IMinmatarStandard	FrigateSlasher1201953232x	Expanded	Cargo	Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IOREStandard	FrigateVenture50631061x	Expanded	Cargo
Hold	II2x	Small	Cargohold	Optimization	II1x	Small	Cargohold	Optimization	IMegathron	Battleship	Mining	in	EVE	OnlineMegathron	Mining	Lasers	Harvesting	AsteroidsThe	Big	BoysThese	are	the	specialist	bulk	transporters,	which	cost	hundreds	of	millions	or	billions	of	ISK.FactionClassShipCargo	(Base)Cargo	(L5)Cargo	(Fitted)Fitting
NotesCaldariFreighterCharon	Ω46500058125012047403x	Expanded	Cargohold	IIGallenteFreighterObelisk	Ω44000055000011399693x	Expanded	Cargohold	IIAmarrFreighterProvidence	Ω43500054375011270153x	Expanded	Cargohold	IIMinmatarFreighterFenrir	Ω43500054375011270153x	Expanded	Cargohold	IICaldariJump	FreighterRhea
Ω1440001800003730813x	Expanded	Cargo	Hold	IIGallenteJump	FreighterAnshar	Ω1375001718753562413x	Expanded	Cargo	Hold	IIAmarrJump	FreighterArk	Ω1350001687503497633x	Expanded	Cargo	Hold	IIMinmatarJump	FreighterNomad	Ω1326001657503435453x	Expanded	Cargo	Hold	IITim	Trott	is	a	lifelong	tech	enthusiast	and	digital	tinkerer
with	a	passion	for	innovation	and	a	knack	for	making	complex	topics	accessible.	Whether	he's	diving	into	internet	security,	exploring	Raspberry	Pi	projects,	or	simplifying	Windows	and	Android	tips,	Tim's	goal	is	to	empower	readers	through	clear,	insightful	content.	Skip	to	main	content	Reddit	and	its	partners	use	cookies	and	similar	technologies	to
provide	you	with	a	better	experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the
proper	functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.	2.8K	When	you	hear	about	EVE	Online’s	ships,	especially	their	power	and	size,	you	typically	hear	them	discussed	in	terms	of	Damage	Per	Second	(DPS),	Effective	Hit	Points	(EHP),	or	their	mass	and	their	length.	While	these	make	it	easier
to	comprehend	within	the	bounds	of	the	EVE	universe,	it	is	still	hard	to	visualise	the	size	and	power	of	these	ships.	There	is	no	in-game	representation	of	the	power	and	size	of	EVE	Online’s	ships	and	stations,	but	using	the	data	given	in-game,	we	can	compare	and	represent	the	scale	of	EVE	Online’s	technology.	Let’s	Shoot	Someone	To	start	out
relatively	small,	we	can	look	at	DPS	and	EHP	in	terms	of	energy.	Now	EHP	and	DPS	are	the	standard	units	we	use	to	determine	what	a	ship	is	capable	of	in	game.	These	are	the	most	important	units	when	it	comes	to	fitting,	but	there	is	no	standard	conversion	for	what	DPS	or	EHP	means	in	terms	of	actual	energy	and	what	it	looks	like	in	real	life.	In
order	to	find	out	what	one	DPS	or	EHP	means	in	terms	of	energy,	we	need	to	look	at	the	energy	value	for	weapons	and	convert	them.	Lasers	are	the	perfect	example	because	there	is	no	ammo	which	can	hold	extra	energy,	only	the	focusing	crystals,	which	take	the	energy	and	focus	it	in	a	beam	–	think	of	it	like	a	magnifying	glass	on	ants.	The	crystals
don’t	hold	or	add	energy	into	the	system,	and	if	they	do,	it’s	a	finite	amount,	which	makes	laser	or	energy	weapons	the	best	conversion	point.	For	this	example,	we	use	the	Dual	Giga	Pulse	Laser	II,	which	has	a	base	value	(without	skills	or	bonuses)	energy	usage	of	320	GigaJoules	per	shot	and	does	a	volley	of	16393	damage.	If	we	subtract	the	damage
bonus	from	the	ship	itself	(180%)	then	you	have	a	volley	damage	of	4554	damage.	If	we	divide	volley	damage	by	energy	usage	you	get	14.23	damage	per	GJ.	Without	resistances,	one	GJ	is	equal	to	14.23	EHP	of	damage.	In	other	words,	one	shot	from	one	Tech	2	capital	laser	weapon	is	close	to	the	energy	output	of	76.5	tons	of	TNT.	That	is	a	little	more
than	¾	the	energy	of	this	explosion	from	one	shot.	An	easier	conversion	to	understand,	is	that	one	EHP	or	damage	is	worth	about	one	hand	grenade	in	energy.	Now	Let’s	Nuke	Someone	So,	what	about	the	most	powerful	ship	weapon	in	the	game?	Targeted	Doomsday	devices	do	1.5	million	damage,	so	converted	to	Gj	and	then	converted	into	TNT,	you
get	a	little	over	25	kilotons	of	TNT.	To	compare,	the	Hiroshima	A-Bomb	was	around	15	kilotons,	and	the	Nagasaki	bomb	was	around	21	kilotons.	So,	if	you	are	getting	hit	by	a	doomsday	from	a	titan,	you	will	either	die,	or	you	will	have	survived	more	impact	than	a	World	War	Two	nuclear	bomb.	Now	that	the	true	power	of	New	Eden’s	weapons	are
realized,	we	can	understand	how	much	of	a	beating	these	ships	can	handle.	Recent	titan	deaths	show	4-9	million	damage	taken	before	it	explodes,	which	is	the	equivalent	of	multiple	nuclear	explosions	taken	and	survived.	Even	some	dreadnoughts	in	WH	space	have	tanked	multiple	millions	of	EHP.	The	technology	of	EVE	Online’s	ships	allow	them	to
take	tons	of	damage	and	keep	working	like	they	are	supposed	to	work.		When	it	comes	to	size	and	scale,	EVE	Online’s	ships	and	stations	are	truly	massive.	Not	only	can	they	be	extremely	long,	up	to	several	kilometers	in	length,	but	they	are	also	correspondingly	tall.	There	are	no	particualar	size	limitations	in	space,	unlike	our	real-life	vehicles	which
have	to	float	or	fly.	As	a	result,	they	can	be	a	infinite	weight	and	size,	and	the	only	limitations	are	the	amount	of	materials	required	and	the	intention	of	the	designer	of	the	ship	or	station.	The	largest	ships	currently	in	existence	in	the	New	Eden	are	the	titans,	which	can	be	up	to	18	kilometers	long	and	several	kilometers	tall,	massing	up	to	2.4	billion
kilograms.	To	help	you	comprehend,	it	would	take	almost	4	hours	to	walk	the	length	of	a	Ragnarok	titan,	and	each	titan	weighs	about	half	as	much	as	one	of	the	Great	Pyramids	of	Giza,	which	are	the	third	heaviest	objects	ever	created	by	mankind.	Those	measurements	are	without	fittings,	too;	these	massive	warships	have	weapons	the	size	of
buildings,	and	most	fits	for	armor	titans	have	multiple	layers	of	25000mm	plates.	If	you	jumped	off	the	edge	of	the	armor	plates	on	a	typical	Avatar	and	fell	to	the	hull	structure,	you	would	fall	25	to	75	meters,	and	you	would	almost	certainly	die	on	impact.	Upwell	Structures	In	Relief	While	these	numbers	are	insane,	and	the	technology	required	to
generate	them	is	immense,	they	are	not	the	most	impressive	feats	pulled	off	in	New	Edens	history.	Stations	are	much	larger,	with	the	largest	being	the	Keepstar	Citadel,	which	is	hundreds	of	kilometers	long	and	tall,	and	can	hold	millions	of	residents	along	with	thousands	of	ships.	These	are	stations	the	size	of	entire	countries,	and	if	one	appeared	on
top	of	the	state	of	New	York,	it	would	look	something	like	this:	Bigger	Titans?	While	the	keepstar	would	be	the	heaviest	and	largest	object	ever	created	en-masse	by	humanity,	there	are	some	even	more	impressive	ships	that	have	been	conceptualised	and	created,	and	then	consequently	destroyed	(or	never	built)	in	New	Eden’s	past.	The	Iapetan	Titans
were	the	largest	ships,	and	maybe	even	the	largest	things,	ever	created	by	humanity	in	New	Eden.	According	to	this	reddit	post,	using	the	pixels	in	pictures	and	comparisons	of	the	old	ships,	they	were	up	to	516km	in	length	and	157km	in	height.	These	ships	carried	crews	that	would	be	equivalent	to	the	population	of	a	planet,	and	they	would	need	an
entire	planet	to	be	destroyed	to	provide	enough	material	to	build	them.	These	ships	had	enough	power	to	utterly	devastate	whatever	they	wish,	from	ships	to	entire	solar	systems	according	to	some	of	the	only	information	we	have.	These	ships	were	either	destroyed,	deconstructed	out	of	fear	of	mutually	assured	destruction	from	the	other	empires,	or
in	the	case	of	one	Gallente	Iapetan,	stolen	by	the	Serpentis.	Rumour	has	it	the	Serpentis	have	held	and	maintained	it	to	this	day,	hidden	somewhere	in	space.	So,	EVE	Online’s	ships	and	stations	are	extremely	massive	and	powerful,	and	have	a	much	larger	effect	then	it	seems	when	you	are	controlling	these	massive	ships	in	huge	fleets	and	historic
battles.	The	game	does	a	good	job	at	making	you	feel	small	and	insignificant	compared	to	other	games,	but	in	truth	you	are	wielding	the	power	of	entire	militaries	when	you	fly	around	in	these	ships.	Next	time	you’re	in	space,	take	a	moment	to	remember	what	you	have	at	your	fingertips,	because	it	will	surely	change	your	outlook	on	the	game.
CCPEVE	OnlineReal-Life	ComparisonstructuresTitans	A	ship	or	spaceship	in	EVE	Online	is	a	vehicle	used	to	travel	in	space,	battle	enemy	forces,	ferry	materials	and	products,	provide	logistical	services,	and	for	many	other	purposes.	A	ship	may	be	piloted	by	a	capsuleer	(player)	or	non-player	characters	such	as	CONCORD,	faction	militaries,	civilian
industrialists,	or	outlawed	paramilitary	and	pirate	forces.	A	ship's	defenses	and	durability	are	represented	by	its	shield,	armor	and	structure	hitpoints.	Certain	NPC	vessels	lack	shields,	but	all	capsuleer	ships	have	all	three	defensive	systems,	including	capsules	themselves.	These	hitpoints	are	used	for	tanking	incoming	damage.	Nearly	all	ships	have
module	slots,	allowing	them	to	fit	modules	such	as	(but	not	limited	to)	weapons,	armor	repairers,	shield	boosters,	armor	plates,	electronic	warfare	devices,	cloaks,	rigs	and	propulsion	equipment.	All	ships	have	capacitor	banks,	similar	to	a	gigantic	battery.	The	engines	charge	these	batteries	and	the	accumulated	energy	is	used	to	run	active	modules
and	power	warp	drives.	Ships	move	in	local	space	by	using	their	engines,	almost	always	located	at	the	ship's	stern.	This	local	movement	does	not	use	capacitor	energy,	although	using	afterburner	or	microwarpdrive	modules	to	speed	the	ship	up	does.	"Military	experts	are	calling	this	a	'cynosural	field'."—Journalist	during	the	start	of	the	Gallente–
Caldari	War	in	YC110To	move	longer	distances	within	solar	systems,	ships	use	warp	drives.	Starting	warp	requires	a	destination	object	with	mass	or	feigned	mass.	The	ship	will	acquire	this	object	as	a	target	and	use	its	warp	drive	in	conjunction	with	sub-lightspeed	thrusters	to	accelerate	through	a	warp	tunnel.	To	travel	the	great	distances	between
solar	systems,	ships	use	stargates,	wormholes,	and	certain	types	of	filament.	Capital	class	ships	can	also	use	built-in	jump	drives	to	travel	these	great	distances,	by	locking	onto	the	beacon	of	a	cynosural	field	at	their	destination.	All	ships	except	supercapitals	can	be	built	in	and	docked	in	stations.	Most	ships	have	a	cargo	hold,	many	ships	have	drone
bays,	and	some	ships	have	specialized	cargoholds,	ship	maintenance	bays	and	fuel	bays.	The	Sin,	a	Black	Ops	Battleship	which	requires	months	of	training	to	fly.	To	fly	ships	in	EVE,	a	character	must	train	the	relevant	skills	in	the	Spaceship	Command	skill	category.	This	category	is	not	to	be	confused	with	the	general	skill	Spaceship	Command.	The
skills	for	larger	hull	types	and	higher	tech	levels	usually	require	some	skill	training	in	smaller	hull	types	or	lower	tech	levels	first.	To	fly	a	Tech	1	cruiser,	for	instance,	you	must	first	have	some	training	in	a	Tech	1	destroyer	command	skill.	Likewise,	the	skills	for	Tech	2	frigates	require	perfecting	the	Tech	1	frigate	command	skills.	In	most	cases,	the
prerequisites	for	flying	bigger	ships	(by	hull	type)	are	faster	to	train	than	the	prerequisites	for	higher	tech	levels.	As	a	result,	newer	pilots	may	find	themselves	in	large	T1	ships	(battlecruisers	or	battleships)	long	before	they	can	fly	a	T2	ship	of	any	size.	This	is	not	a	hard-and-fast	rule,	though:	it's	reasonable	to	train	straight	from	Tech	1	frigates	into
Tech	2	frigates,	for	instance,	without	ever	training	the	skills	required	to	fly	larger	Tech	1	ships,	if	that	is	your	goal	as	a	pilot.	Support	skills	Main	article:	Support	skills	Being	able	to	fly	a	ship	at	all	and	being	able	to	fly	a	ship	well	can	be	two	very	different	things.	While	the	relevant	spaceship	command	skill	may	let	you	enter	a	ship	and	undock	it	from	a
station,	this	is	only	the	first	step	to	using	the	ship	properly.	In	addition	to	the	skills	you	will	need	to	fit	all	of	the	guns	and	modules	you	want	to	use	(fitting	skills),	there	is	an	entire	suite	of	support	skills	that	can	cumulatively	boost	a	hull's	performance.	Some	of	these	benefit	most	or	all	ships	that	you	can	fly,	making	them	valuable	training	choices.	As	a
rule	of	thumb,	smaller	and	lower-tech	ships	demand	less-polished	support	and	fitting	skills	from	your	character.	A	Tech	1	frigate	in	the	hands	of	a	days-old	character	can	handily	complete	Level	1	PvE	missions	or	significantly	affect	veteran	pilots	in	advanced	ships	by	tackling	or	using	electronic	warfare	in	PvP.	An	expensive	Tech	2	black	ops	battleship,
meanwhile,	will	be	a	painful	loss	waiting	to	happen	if	piloted	by	a	character	without	well-trained	support	skills.	Small-	and	medium-sized	Tech	1	hulls	can	take	part	in	most	activities	in	EVE,	and	even	players	with	high-SP	characters	often	return	to	these	"basic"	ships,	so	new	players	should	bear	support	skills	in	mind	but	should	not	be	daunted	by	the
thought	of	training	them.	EVE	University's	Short	Skill	Plan	and	Pyramid	Skill	Plan	might	help	players	plan	skill	training	in	the	short	and	long	terms,	respectively.	Main	article:	Fitting	ships	Ships	are	merely	empty	hulls	waiting	to	be	equipped	with	the	guns	and	modules	that	let	them	do	their	job.	The	process	of	equipping	a	ship	is	known	as	"fitting"	the
ship	and	is	an	expansive	topic.	However,	one	basic	concept	is	worth	mentioning	here	as	it	ties	into	the	ship	sizes	listed	earlier.	The	ship	sizes	are	grouped	into	small,	medium,	large,	or	X-large.	When	browsing	the	market,	you	will	notice	that	modules	and	weapons	are	also	grouped	into	these	same	sizes.	When	fitting	a	ship,	you	normally	want	to	use
modules	and	weapons	that	are	in	the	same	size	grouping	as	the	ship	size.	This	can	sometimes	be	confusing,	especially	with	weapon	systems,	as	many	items	may	say	"medium"	in	the	name,	but	belong	to	the	"small"	size	group	in	the	market	categories.	What	matters	for	ship	fitting	is	that	the	market	category	size	group	matches	the	ship	size,	not	any
terms	found	in	the	item	name	itself.	Ships	can	be	categorized	in	many	ways,	and	this	section	will	cover	the	most	basic	methods.	The	examples	given	are	not	a	complete	representation	of	ships	in	EVE.	It	should	be	noted,	however,	that	more	expensive	or	bigger	doesn't	always	mean	better	in	EVE.	Size	Class	An	Avatar,	one	of	the	largest	ships	in	EVE.
Almost	14	kilometers	in	length,	it	is	over	200	times	longer	than	the	Punisher,	a	frigate.As	ships	increase	in	size	they	gain	more	hitpoints,	potential	damage	output,	and	module	slots.	They	lose	agility,	speed,	and	the	ability	to	apply	damage	to	smaller,	faster	targets.	The	sizes	(with	a	few	example	ships)	are	as	follows:	Frigates:	 Incursus,	 Heron,	 
Crucifier,	 Burst	Destroyers:	 Algos,	 Corax,	 Coercer,	 Thrasher	Cruisers:	 Thorax,	 Caracal,	 Maller,	 Scythe	Battlecruisers:	 Myrmidon,	 Ferox,	 Harbinger,	 Hurricane	Battleships:	 Megathron,	 Rokh,	 Abaddon,	 Tempest	Capital	Ships:	 Rorqual,	 Anshar,	 Charon	Supercapitals	Some	ships	that	don't	fit	or	are	hard	to	pin	down	in	this	classification	are	certain
Haulers	and	ORE	Ships.	As	indicated	above,	carriers,	dreadnoughts,	Force	Auxiliaries,	supercarriers,	titans,	and	the	Rorqual	are	commonly	further	grouped	together	as	capitals.	The	other	ships	are	therefore	referred	to	as	"sub-capitals".	Tech	1	ship	class	comparison	table	This	table	is	meant	to	provide	a	basic	comparison	of	ship	classes,	showing	how,
for	example,	"bigger	is	slower,	but	has	more	fitting	slots".	Characteristics	that	vary	widely	have	been	omitted.	For	example,	bonuses	can	make	drone	capacity	or	scan	resolution	much	higher	or	lower	on	one	kind	of	cruiser	than	another.	These	often	turn	out	to	be	the	characteristics	that	define	unique	uses	for	ships	within	a	class,	making	a	given	ship
"a	drone	cruiser",	"an	EWAR	cruiser",	"an	exploration	cruiser",	and	so	on.	Note	that	the	following	numbers	are	averages;	drawn	from	a	sample	of	four	ships	in	each	class.	Quick	T1	Class	Comparison	Ship	Class	Speed	(m/sec)	Warp	Speed	(AU)	Time	to	Warp	(sec)	Slots	Capacitor	(GJ)	Signature	Radius	(m)	Shuttle	500	5	2	0	250	25	Frigate	300-400	5	5
10	250-350	35-40	Destroyer	235-365	4.5	6-7	13	500-700	62-70	Cruiser	190-240	3	8-9	14	1250-1950	120-150	Battlecruiser	145-180	2.7	12	17	2300-3500	250-300	Battleship	89-130	2	15-20	19	5500-6500	330-470	Tech	levels	and	factions	An	Imperial	Navy	Slicer,	a	navy	ship	which	is	a	common	sight	an	areas	with	small	gang	and	solo	PvP	activity."Tech
levels"	refer	to	the	complexity	and	rarity	of	the	materials	required	to	build	a	ship.	Tech	1	ships	are	cheap	and	simple,	but	reliable;	Tech	2	ships	are	expensive,	powerful,	but	specialized;	Tech	3	ships	are	expensive	and	highly	flexible.	"Faction"	origins	indicate	the	NPC	group	within	EVE	responsible	for	the	ship	design.	The	standard	ships	of	the	four
main	NPC	empires—Minmatar,	Amarr,	Gallente	and	Caldari—are	the	mainstay	of	the	game	and	the	most	commonly-encountered.	"Navy"	ships	are	tuned-up,	improved,	and	more	expensive	versions	of	existing	hulls	designed	for	the	four	empires'	military	forces.	"Pirate"	ships	are	hulls	developed	by	outlaw	groups	such	as	the	Guristas	Pirates	or
paramilitaries	such	as	Mordu's	Legion.	Sisters	of	EVE	ships	are	considered	"pirate"	ships	although	the	Sisters	are	not	a	criminal	organization.	Here	are	some	examples:	Tech	1:	 Incursus,	 Corax,	 Omen,	 Hurricane	Navy	Faction:	 Brutix	Navy	Issue,	 Raven	Navy	Issue,	 Imperial	Navy	Slicer,	 Republic	Fleet	Firetail	Pirate	Faction:	 Vigilant,	 Gila,	 Bhaalgorn,
 Dramiel	Tech	2:	 Ishtar,	 Hawk,	 Paladin,	 Sleipnir	Tech	3:	 Hecate,	 Tengu,	 Confessor,	 Loki	Tech	1	ships	are	the	baseline	for	all	other	ships.	Although	they	are	the	first	ships	every	character	uses,	they	remain	useful	even	for	advanced	pilots.	They	are	easily	built	with	knowledge	available	to	everyone	in	New	Eden,	using	widely-available	materials.	They
are	cheap,	and	they	insure	quite	well.	Navy	faction	ships	are	generally	amped-up	versions	of	their	Tech	1	counterparts,	usually	with	more	CPU	and	powergrid	for	fitting,	and	a	few	more	slots	for	modules.	They	typically	sit	somewhere	between	base	Tech	1	hulls	and	Tech	2	hulls	in	their	capabilities.	Sometimes	the	base	hull's	bonuses	are	traded	for
others	so,	for	example,	the	Drake	Navy	Issue	which	trades	the	Drake's	damage	resistance	for	better	damage	application.	In	some	cases	the	hull's	role	changes:	the	Scythe	is	designed	to	boost	other	ships'	shields,	while	the	Scythe	Fleet	Issue	is	a	damage-dealer.	Navy	ships	are	harder	to	acquire	than	their	base	hull	equivalents,	and	accordingly	are
more	expensive	on	the	open	market.	Pirate	faction	ships	represent	a	greater	advance	on	the	abilities	of	base	Tech	1	hulls.	They	require	two	separate	spaceship	command	skills	for	different	factions	so,	for	example,	the	Angel	Cartel	Cynabal	requires	training	in	both	Minmatar	Cruiser	and	Gallente	Cruiser.	In	return,	though,	each	pirate	hull	has	more
powerful	and	unusual	bonuses	which	often	make	them	fly	in	surprising	ways.	The	Gurista	Gila,	for	example,	launches	only	two	drones,	but	can	use	those	two	to	deal	damage	equivalent	to	ten	drones.	Similarly,	the	Serpentis	Vindicator	offers	a	unique	combination	of	a	stasis	webifier	bonus	and	massive	damage	output.	Pirate	faction	ships	are	roughly	as
powerful	as	Tech	2	ships,	and	require	fewer	skills.	They	are	accordingly	very	expensive.	Tech	2	ships	are	built	by	retrofitting	Tech	1	ships,	and	while	they	take	some	features	from	their	Tech	1	forms,	the	ways	they	fly	and	take	advantage	of	fitting	may	be	very	different.	They	have	higher	resistance	to	damage	and	are	typically	much	more	specialized	in
their	roles.	Many	special	modules	can	only	be	fit	on	Tech	2	ships.	The	heavy	Interdictor	is	a	prime	example	of	a	Tech	2	ship	filling	a	specialized	role:	it	can	use	a	special	module	to	stop	ships	within	a	wide	area	from	warping	away—a	unique	ability—but	it	has	more	limited	abilities	in	other	areas.	Tech	2	ships	are	powerful	within	their	niches	but	are	not
automatically	better	than	Tech	1	ships,	or	immune	to	attack	from	Tech	1	ships.	Tech	2	ships	require	extensive	skill	training	to	fly	but	can	be	less	expensive	than	Pirate	Faction	ships	due	to	their	simpler	production.	Tech	3	ships	were	developed	by	the	four	empire	factions	by	reverse-engineering	Sleeper	technology.	They	are	known	for	their	powerful
defenses	and	great	versatility,	which	come	from	a	very	wide	variety	of	innate	hull	bonuses,	generous	fitting	layouts,	and	unique	ways	to	completely	transform	themselves	on-the-fly.	All	materials	required	for	Tech	3	ships	come	from	wormhole	space.	As	an	example,	a	Legion	can	be	fitted	to	be	a	heavily	armored	neuting	ship,	a	heavy	assault	missile
boat,	or	a	more	traditional	laser	boat;	and	may	be	active	tanked,	buffer	tanked,	or	even	able	to	cloak	itself.	Similarly,	a	Hecate	can	switch	between	different	modes	which	can	harden	its	defenses,	increase	its	mobility,	or	let	it	deal	damage	at	longer	ranges.	Other	factions	CONCORD,	EDENCOM,	the	Society	of	Conscious	Thought,	and	the	Triglavian
Collective	all	also	have	ships	of	their	own.	These	ships	follow	completely	different	mechanics	and	skill	sets	than	other	ships	and	do	not	fit	into	the	traditional	tech	and	faction	levels.	CONCORD	offers	a	trio	of	extremely	flexible,	extremely	skill-intensive,	highly-militarized	covert	ops	ships.	EDENCOM	offers	a	curious,	but	very	difficult	to	utilize,	set	of
ships	with	"chain	lightning"	damage-dealing	abilities.	The	Triglavian	Collective	offers	a	wide	selection	of	ships	that	utilize	unique	ramping-over-time	weapons	that	can	burn	down	targets	well	above	their	weight	class.	The	SoCT	offers	a	set	of	three	ships	with	nearly	limitless	versatility	and	no	skill	requirements,	offering	new	and	veteran	players	alike	a
set	of	flexible	hulls.	Non-combat	ships	A	Charon,	prized	for	its	gigantic	cargo	hold.Not	all	ships	are	designed	for	aggressive	action.	A	subset	of	ships	with	increased	efficiency	in	resource-gathering	and	cargo	hauling	are	in	wide	use	across	the	EVE	universe.	Here	is	a	loose	listing	of	these	ships.	Haulers	Main	article:	Haulers	Haulers	have	large	cargo



capacities	and	are	used	to	haul	goods	from	place	to	place.	Some	are	even	more	specialized,	having	an	extra	capacity	for	items	such	as	ore,	minerals	or	weapons.	The	smallest	class	of	cargo	ships,	Tech	1	Haulers,	are	lightly	defended	and	fly	mostly	among	high	security	systems.	Tech	1:	 Iteron	Mark	V,	 Badger,	 Mammoth	Tech	2	haulers	are	divided
between	Blockade	Runners,	which	are	fast	and	can	cloak	for	stealth	in	dangerous	space,	and	Deep	Space	Transports,	which	have	stronger	defenses.	Each	empire	faction	has	one	of	each	kind	of	Tech	2	hauler.	Freighters	Main	article:	Freighters	Freighters	are	the	largest	cargo	ships	in	EVE.	These	slow-moving	hulks	have	no	high	or	medium	equipment
slots	and	depend	entirely	on	their	massive	hulls	for	defense.	In	general,	if	you	can	package	an	item,	you	can	fit	it	into	the	cargo	hold	of	a	Tech	1	freighter.	Tech	1:	 Charon,	 Fenrir,	 Obelisk,	 Providence	Tech	2	freighters	are	called	Jump	Freighters.	They	have	smaller	cargo	bays	than	Tech	1	freighters	but	can	use	both	jump	gates	and	cynosural	fields.
The	latter	makes	them	especially	useful	in	null	sec.	Tech	2	(Jump	Freighters):	 Anshar,	 Ark,	 Rhea,	 Nomad	Miners	While	not	intended	for	combat,	ships	bonused	for	mining	can	mount	light	weapons	or	carry	drones	suitable	for	defense	against	belt	pirates.	Tech	1:	 Venture	The	Mining	Barges	are	usually	the	next	step	in	the	mining	profession.	Each	of	the
three	is	bonused	for	a	specific	use	in	asteroid	mining.	Tech	1:	 Retriever,	 Covetor,	 Procurer	The	Exhumers	are	the	top	of	the	line	in	specialized	ore	extractors.	As	with	the	Mining	Barges,	each	is	bonused	for	a	specific	use.	Tech	2:	 Hulk,	 Skiff,	 Mackinaw	The	Expedition	Frigates	specialize	in	ice	and	gas	harvesting.	Tech	2:	 Prospect,	 Endurance
Specialty	Ships	 Porpoise:	The	Porpoise	is	a	mining	command	ship,	bringing	a	larger	cargo	bay	than	other	mining	ships	and	the	ability	to	improve	the	mining	speeds	of	nearby	allies.	 Orca:	The	big	brother	of	the	Porpoise,	a	much	larger,	more	capable,	and	more	resilient	mining	command	platform,	which	also	features	an	enormous	cargo	bay	that	lets	it
also	act	as	a	hauling	ship.	 Noctis:	The	final	word	in	salvaging,	able	to	fit	up	to	8	high-power	salvagers	or	long-range	tractor	beams.	 Rorqual:	The	Capital	Industrial	Ship,	the	dreadnought	and	carrier	of	mining,	and	the	final	word	in	mining	command.	Extremely	capable	at	mining,	mining	fleet	support,	defensive	combat,	and	cargo	hauling.	Cannot	be
used	in	high-security	space,	very	powerful	in	low-	and	null-security	space.	Sisters	of	EVE:	the	three	SOE	ships	(Astero,	Stratios,	Nestor)	are	optimized	for	exploration.	Each	is	bonused	for	scanning	and	hacking,	and	each	has	sufficient	combat	strength	to	either	run	PvE	combat	sites	or	hunt	other	exploration	ships.	They	require	both	Amarr	and	Gallente
spaceship	skills,	and	to	be	used	effectively	they	require	solid	scanning,	drone	skills,	and	armor	skills.	Nestor	has	also	a	very	distinct	niche	in	game	as	a	logistics	battleship,	that	is	used	in	a	small	fleet	activities.	Greetings	fellow	Capsuleers	of	New	Eden	Could	someone	please	give	me	some	information	on	how	to	find	out	the	exact	or	rough	dimension	of
EVE	ships	not	only	one	axis	that	in	game	you	can	find…	If	it	even	is	possible…	Cheers	1	Like	If	the	information	in	the	game	isn’t	enough	there	are	Plenty	of	videos	on	youtube,	here	is	one	which	compares	the	ships	with	buildings	of	a	virtual	city:	1	Like	Sadly	you	didn’t	quite	understand	my	point…	I	would	like	to	get	the	dimension	of	the	ships	in	game,
not	comparisons…	for	example:	How	long	is	the	aft	section	on	Thorax,	how	wide	the	Thorax…	Those	details…	1	Like	Oh…	Unfortunately	don’t	know	about	that,	sorry	1	Like	There	isn’t	really	any	information	about	those	to	my	knowledge.	That	being	said	the	‘Frigates	of	Eve’	book	may	have	some	dimensions.	2	Likes	CCP	did	not	publish	this
information.	The	RP	crowd	is	small	enough	that	effort	never	went	into	assembling	a	database	of	such	information.	And,	in-game,	gameplay	effects	are	calculated	against	every	ship’s	“signature	radius”	rather	than	the	size	of	the	ship	model	itself.	We	actually	have	industrial	transport	ships	that	appear	smaller	than	the	50,000	m3	that	they	can	transport
inside.	So,	people	link	images	like	this	as	a	hint	that	you	can	pick	up	a	ruler	yourself	and	count	the	pixels	/	dimensions	yourself.	Upper	left	corner	of	that	image,	“1	pixel	=	10	meters”,	count	the	pixels.	3	Likes	Memphis_Baas:	So,	people	link	images	like	this	as	a	hint	that	you	can	pick	up	a	ruler	yourself	and	count	the	pixels	/	dimensions	yourself.	Upper
left	corner	of	that	image,	“1	pixel	=	10	meters”,	count	the	pixels.	Sounds	like	a	fan	based	project	waiting	to	happen…	hmm	I’ve	seen	the	ships	uploaded	into	other	3d	apps,	especially	comparison	vids	fairly	certain	the	length	of	a	ship	is	given	the	rest	can	be	worked	out	from	that	no	idea	how	much	$	you	would	need	to	spend	on	modelling	software	tho
Unless	something	has	changed,	you	should	view	the	ship	in	the	3D	viewer	in	game.	Kitty_Bear:	no	idea	how	much	$	you	would	need	to	spend	on	modelling	software	tho	Blender	is	free.	\o/	open	source!	Use	the	Triexporter	to	export	the	model	to	a	program	such	as	autodesk	Netfabb	(there	is	a	free	version),	you	can	see	dimensions.	This	topic	was
automatically	closed	90	days	after	the	last	reply.	New	replies	are	no	longer	allowed.	Skip	to	main	content	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better	experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize
Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.	Eve	Online,	a	science	fiction-themed	massively	multiplayer	online	game,
features	a	wide	variety	of	spaceships.	Ships	are	organized	into	different	classes	based	on	size,	characteristics,	and	intended	role,	with	each	class	containing	several	ships	(and	variations	thereupon).	All	vessels	in-game	are	scaled	to	one	another;	some	of	the	capital	vessels,	such	as	the	Titan,	are	orders	of	magnitude	larger	than	some	of	the	smaller
ships.[1]	Ship	characteristics[]	Each	spaceship	within	the	Eve	universe	has	a	different	set	of	characteristics	and	can	be	fitted	with	different	combinations	of	modules	subject	to	their	fitting	requirements.[2]	With	the	notable	exception	of	module	slots,	almost	all	of	these	characteristics	may	be	further	modified	by	modules	and	skills.	In	many	cases,	there
are	skills	pertaining	to	a	certain	aspect	that	will	affect	every	ship	the	player	pilots.	Module	slots[]	Each	ship	has	three	different	types	of	standardized	hardpoints,	sorted	by	power	rating	(high-powered	slots,	mid-range	slots,	and	low-powered	slots).	Generally	speaking,	offensive	weapons	and	mining	equipment	are	fitted	to	high-powered	slots	(which
may	also	require	an	available	turret	or	launcher	hardpoint).	Mid-powered	slots	are	generally	used	for	sensor	boosters,	propulsion-based	modules,	shield-affecting	modules,	and	electronic	warfare	items.	Low-powered	slots	are	used	for	additional	armor,	armor	repair	units,	cargohold	expanders,	and	weapons	upgrade	and	assistance	modules.[3]	Ships
tend	to	have	similar	slots	across	classes;	more	powerful	ships	generally	have	more	modules.	It	should	be	noted	that	more	available	slots	does	not	necessarily	guarantee	more	powerful	weaponry;	larger	ships	may	have	fewer	slots,	but	have	a	significantly	larger	power	grid	and	CPU,	allowing	much	more	powerful	weapons	to	be	fitted.	Rig	slots[]	Rig
slots,	also	called	upgrade	hardpoints,	are	special	passive	modules	that	upgrade	a	ship's	performance	in	one	area	while	(usually)	penalizing	it	in	another.	For	example,	while	the	Bay	Loading	Accelerator	I[4]	item	increases	the	rate	of	fire	of	any	mounted	missile	launchers,	it	increases	the	CPU	requirements	of	the	launchers.	Generally	speaking,	training
a	higher	skill	level	in	the	specific	area	will	reduce	the	penalty.	Rigs	are	special	in	that,	once	fitted	to	a	ship,	they	cannot	be	removed	again.	Repackaging	a	ship	will	destroy	any	rigs	fitted,	and	they	will	never	be	found	in	the	wreck	of	an	obliterated	vessel.	Rigs	thus	function	in	a	manner	similar	to	implants:	once	"plugged	in",	they	are	removed	from	the
game	as	a	tangible	commodity	and	remain	a	part	of	the	ship	until	it	is	destroyed	or	repackaged.	Apart	from	requiring	a	free	rig	slot,	every	rig	also	has	a	certain	calibration	cost,	varying	from	50	to	300	points,	which	may	be	thought	of	as	the	rig	version	of	power	grid.	Tech	1	ships	generally	(with	the	exception	of	pods,	shuttles,	rookie	ships	and
freighters,	which	may	not	be	customized	with	rigs	at	all)	feature	three	rig	slots	and	400	calibration	points,	with	faction	ships	having	the	same	amount	of	slots,	but	only	350	calibration	points.	Tech	2	ships	come	with	400	calibration	points,	but	only	two	rig	slots.	Tech	I	ships[]	Shuttles[]	The	shuttle	is	the	smallest	ship	type.	It	is	agile,	fast,	and	cheap,	but
suffers	from	poor	defenses	and	a	minuscule	cargo	capacity,	and	cannot	be	fitted	with	modules.	Shuttles	are	the	only	ships	that	require	no	factional	ship	command	skills	to	use.	Rookie	ships[]	New	players	begin	the	game	in	their	race's	rookie	ship,	fitted	with	a	very	basic	gun	turret	and	mining	laser.	Although	technically	considered	Frigate-class
vessels,	rookie	ships	are	weaker	and	less	customizable	than	regular	frigates.	Frigates[]	The	frigate	class	of	ships	consists	of	light	and	fast,	but	comparatively	fragile	ships.	Players	start	with	the	ability	to	fly	basic	frigate-class	ships.	Generally	frigates	lack	the	durability	or	damage	output	of	larger	ship	classes	and	are	at	most	able	to	fit	three	to	four
small	weapons.	However,	frigates	are	significantly	faster	and	more	difficult	to	hit	than	larger	ships,	and	in	large	numbers,	frigates	can	become	dangerous	to	larger	ship	types.	Destroyers[]	Designed	specifically	for	anti-frigate	warfare,	destroyers	excel	at	mounting	and	utilising	large	numbers	of	low-powered	small	weapons,	and	eliminating	small,	agile
targets.	However,	they	are	incapable	of	dealing	significant	damage	to	larger	ships,	as	their	defenses	are	too	weak	to	survive	engagements	with	larger	ships,	and	they	can	be	targeted	by	larger	weaponry	more	easily.	Cruisers[]	Medium-sized	vessels	designed	to	perform	a	broad	variety	of	functions,	cruisers	are	larger	and	slower	than	frigates	or
destroyers,	but	are	significantly	more	durable.	Their	increased	power	systems	allow	them	to	mount	medium-sized	weapons.	Industrial	ships[]	Industrial	ships	are	designed	for	cargo	transport,	and	not	combat.	They	are	large,	slow,	and	almost	completely	defenseless,	but	have	large	cargo	holds.	The	Orca,	a	sub-capital	industrial	ship,	is	the	most	recent
addition	to	the	Eve	universe.	It	combines	abilities	of	a	capital	industrial	ship	with	the	gang	assistance	of	a	command	ship.	Battlecruisers[]	Battlecruisers	fall	between	cruisers	and	battleships	and	are	mostly	designed	with	combat	in	mind.	They	are	more	durable,	and	capable	of	a	larger	damage	output	than	a	cruiser;	however,	they	are	also	larger	and
slightly	slower	than	cruisers	and	therefore	easier	targets	for	battleships	and	other	large	ships.	Battleships[]	Battleships	are	a	fleet	mainstay,	and	most	experienced	players	will	own	at	least	one.	Although	they	are	slower	than	many	combat-oriented	ships,	they	are	significantly	more	durable,	and	mount	impressive	firepower	in	the	form	of	large	weapons
systems.	Mining	barges[]	Designed	specifically	for	efficient	mining,	mining	barges	are	not	race-specific	but	instead	are	badged	as	being	created	by	Outer	Ring	Excavations	("ORE").	Mining	barges	are	unarmed,	though	their	large	drone	bays	allow	them	to	deploy	a	small	number	of	combat	drones	that	provide	adequate	defense	in	high-security	systems.
Mining	barges	are	unique	in	that	they	are	the	only	ships	capable	of	fitting	high-powered	strip	mining	modules	and	ice	miners.	Faction	ships[]	There	exist	ships	that	are	specific	and	unique	to	certain	NPC	factions.	Faction	ships	are	generally	superior	to	their	Tech	I	counterparts,	though	not	necessarily	better	than	similar	Tech	II.	Requirements	for
piloting	a	faction	ship	tend	to	be	much	less	than	flying	a	Tech	II	counterpart	vessel.	There	are	very	few	in-game	sources	for	Faction	Ships	and	their	blueprints	-	Agents,	Faction	Spawns	and	Complexes.	Due	to	this,	many	faction	vessels	are	relatively	rare.	This	scarcity	often	leaves	Faction	ships	significantly	more	expensive	than	Tech	II	vessels.	Those
faction	ships	that	do	not	belong	to	one	of	the	four	Empire	navies	require	ship	command	skills	from	more	than	one	race.	Tech	II	ships[]	"Tech	II"	refers	to	ships	and	equipment	that	are	upgraded,	and	more	powerful	versions	of	standard	ships	and	equipment.	Tech	II	ships	are	similar	in	appearance	to	their	parent	class,	differing	in	the	addition	of	extra
slots,	bays,	or	engines,	and	in	the	colour	of	the	ship's	skin.	Tech	II	vessels	have	much	improved	capabilities	and	usually	fill	a	highly	specialized	role.	They	require	extensive	specialization	to	fly	or	build,	and	supply	is	limited	by	the	number	of	blueprints	available	and	by	rarer	raw	materials	required	to	construct	them.	Examples	of	this	class	include
Stealth	Bombers,	assault	ships,	transport	ships	and	interceptors.	Tech	II	blueprints	used	to	be	made	available	only	through	a	lottery	system,	however	a	newer	process	known	as	"invention"	has	made	Tech	II	ships	more	readily	available	and	less	rare.	Tech	III	ships[]	"Tech	III"	ships	were	introduced	to	the	Eve	universe	in	the	patch	of	March	10,	2009.[5]
They	are	modular	in	nature	with	each	racial	Tech	3	ship	being	able	to	be	constructed	from	a	hull	and	a	choice	of	five	subsystems	in	up	to	five	sections	(eg.	propulsion,	offense,	electronics).	The	manufacturing	of	these	new	ship	relies	on	materials	discovered	in	new	areas	of	space	which	will	be	accessed	only	by	unstable	wormholes	guarded	by	new
"Sleeper"	NPCs.	Capital	ships[]	Capital	ships	are	very	large	ships	designed	for	major	operations	found	typically	in	medium	to	large	sized	player	owned	corporations.	While	a	solo	pilot	may	find	a	role	for	a	freighter	in	trading,	most	capital	ships	are	highly	impractical	for	use	without	the	support	of	other	players.	The	combat-oriented	capital	ships	are
best	used	for	fleet	operations	and	suffer	from	substantial	vulnerabilities	if	not	properly	supported.	Motherships	and	titans,	the	two	largest	ship	classes,	are	unable	to	dock	in	normal	stations	due	to	their	size.	Freighters[]	Freighters	possess	the	largest	cargo	holds	of	any	ship	class	in	the	game,	but	are	very	large	and	travel	very	slowly,	taking	minutes	on
average	to	cross	systems.	Freighters	are	also	entirely	unarmed	with	no	room	for	modification	or	expansion.	Jump	Freighters[]	Jump	Freighters	are	an	increased	form	of	Freighter.	They	are	significantly	faster	and	more	agile,	but	lose	a	large	portion	of	cargo	bay	in	exchange	for	a	jump	drive,	allowing	it	to	jump	between	systems	without	the	use	of	a
stargate.	Capital	Industrial	Ship[]	Capital	Industrial	Ships	are	designed	to	assist	mining	operations	and	the	movement	of	ore.	The	Rorqual	has	the	ability	to	compress	ore,	making	it	smaller	to	transport,	and	give	out	bonuses	to	other	miners	nearby;	and	may	also	deploy	a	ship	maintenance	and	clone	bays	once	anchored.	Dreadnoughts[]	Dreadnoughts
are	combat	behemoths,	capable	of	mounting	capital-sized	weapons.	Dreadnoughts	are	also	vastly	more	durable	than	even	the	toughest	battleships	and	heavy	assault	ships.	They	are	designed	for	extended	sieges	of	static	installations,	such	as	starbases	or	player-corporation	owned	stations.	Dreadnoughts	also	have	the	ability	to	enter	siege	mode,
rendering	them	unable	to	move	and	effectively	eliminating	their	tracking	rate,	but	multiplying	their	offensive	capabilities	by	five	and	defensive	capabilities	by	four.	Carriers[]	Carriers	are	employed	primarily	to	deploy	super-heavy	combat	drones	known	as	fighters,	and	also	support	allies	with	bonuses	to	remote	repairing.	Carriers	can	operate	the
fighters	remotely	and	assign	them	to	other	commanders,	allowing	them	to	fill	a	role	away	from	the	immediate	frontline.	Carriers	may	enter	triage	mode,	similar	to	the	siege	mode	of	dreadnoughts,	to	greatly	increase	their	defenses	and	logistical	capabilities,	in	exchange	for	their	offensive	power.	Carriers	carry	a	ship	maintenance	bay,	and	a	small
corporate	hangar	for	storage.	Motherships[]	Motherships	are	similar	to,	but	considerably	larger	than,	carriers	and	are	the	second	largest	ships	in	the	game.	Motherships	offer	all	the	same	features	as	a	carrier,	but	in	considerably	greater	amounts,	and	are	completely	immune	to	almost	all	forms	of	electronic	warfare.	Motherships	contain	a	ship	and
items	hangar,	and	can	fit	cloning	vats.	Motherships,	along	with	Titans,	are	the	only	ships	that	cannot	dock	at	a	regular	station,	and	so	must	dock	at	a	Player	Owned	Station	or	permanently	remain	in	space.	Titans[]	Titans	are	the	largest	ships	available	and	are	immune	to	any	electronic	warfare.	They	are	the	only	ships	capable	of	creating	jump	portals
through	the	use	of	a	Jump	Bridge	Array.	Although	their	offensive	power	is	overshadowed	by	Dreadnoughts,	they	are	the	only	ship	capable	of	utilizing	doomsday	devices	-	area-of-effect	weapons	that	inflict	heavy	amounts	of	damage	on	every	ship	within	a	large	radius,	but	prevent	the	Titan	from	jumping	out	of	the	solar	system	for	10	minutes,	and	take
an	hour	to	recharge.	References[]	External	links[]	The	Official	Eve	Online	Ships	database	Eve	Online	Ships	overall	view	A	ship	or	spaceship	in	EVE	Online	is	a	vehicle	used	to	travel	in	space,	battle	enemy	forces,	ferry	materials	and	products,	provide	logistical	services,	and	for	many	other	purposes.	A	ship	may	be	piloted	by	a	capsuleer	(player)	or	non-
player	characters	such	as	CONCORD,	faction	militaries,	civilian	industrialists,	or	outlawed	paramilitary	and	pirate	forces.	A	ship's	defenses	and	durability	are	represented	by	its	shield,	armor	and	structure	hitpoints.	Certain	NPC	vessels	lack	shields,	but	all	capsuleer	ships	have	all	three	defensive	systems,	including	capsules	themselves.	These
hitpoints	are	used	for	tanking	incoming	damage.	Nearly	all	ships	have	module	slots,	allowing	them	to	fit	modules	such	as	(but	not	limited	to)	weapons,	armor	repairers,	shield	boosters,	armor	plates,	electronic	warfare	devices,	cloaks,	rigs	and	propulsion	equipment.	All	ships	have	capacitor	banks,	similar	to	a	gigantic	battery.	The	engines	charge	these
batteries	and	the	accumulated	energy	is	used	to	run	active	modules	and	power	warp	drives.	Ships	move	in	local	space	by	using	their	engines,	almost	always	located	at	the	ship's	stern.	This	local	movement	does	not	use	capacitor	energy,	although	using	afterburner	or	microwarpdrive	modules	to	speed	the	ship	up	does.	"Military	experts	are	calling	this
a	'cynosural	field'."—Journalist	during	the	start	of	the	Gallente–Caldari	War	in	YC110To	move	longer	distances	within	solar	systems,	ships	use	warp	drives.	Starting	warp	requires	a	destination	object	with	mass	or	feigned	mass.	The	ship	will	acquire	this	object	as	a	target	and	use	its	warp	drive	in	conjunction	with	sub-lightspeed	thrusters	to	accelerate
through	a	warp	tunnel.	To	travel	the	great	distances	between	solar	systems,	ships	use	stargates,	wormholes,	and	certain	types	of	filament.	Capital	class	ships	can	also	use	built-in	jump	drives	to	travel	these	great	distances,	by	locking	onto	the	beacon	of	a	cynosural	field	at	their	destination.	All	ships	except	supercapitals	can	be	built	in	and	docked	in
stations.	Most	ships	have	a	cargo	hold,	many	ships	have	drone	bays,	and	some	ships	have	specialized	cargoholds,	ship	maintenance	bays	and	fuel	bays.	The	Sin,	a	Black	Ops	Battleship	which	requires	months	of	training	to	fly.	To	fly	ships	in	EVE,	a	character	must	train	the	relevant	skills	in	the	Spaceship	Command	skill	category.	This	category	is	not	to
be	confused	with	the	general	skill	Spaceship	Command.	The	skills	for	larger	hull	types	and	higher	tech	levels	usually	require	some	skill	training	in	smaller	hull	types	or	lower	tech	levels	first.	To	fly	a	Tech	1	cruiser,	for	instance,	you	must	first	have	some	training	in	a	Tech	1	destroyer	command	skill.	Likewise,	the	skills	for	Tech	2	frigates	require
perfecting	the	Tech	1	frigate	command	skills.	In	most	cases,	the	prerequisites	for	flying	bigger	ships	(by	hull	type)	are	faster	to	train	than	the	prerequisites	for	higher	tech	levels.	As	a	result,	newer	pilots	may	find	themselves	in	large	T1	ships	(battlecruisers	or	battleships)	long	before	they	can	fly	a	T2	ship	of	any	size.	This	is	not	a	hard-and-fast	rule,
though:	it's	reasonable	to	train	straight	from	Tech	1	frigates	into	Tech	2	frigates,	for	instance,	without	ever	training	the	skills	required	to	fly	larger	Tech	1	ships,	if	that	is	your	goal	as	a	pilot.	Support	skills	Main	article:	Support	skills	Being	able	to	fly	a	ship	at	all	and	being	able	to	fly	a	ship	well	can	be	two	very	different	things.	While	the	relevant
spaceship	command	skill	may	let	you	enter	a	ship	and	undock	it	from	a	station,	this	is	only	the	first	step	to	using	the	ship	properly.	In	addition	to	the	skills	you	will	need	to	fit	all	of	the	guns	and	modules	you	want	to	use	(fitting	skills),	there	is	an	entire	suite	of	support	skills	that	can	cumulatively	boost	a	hull's	performance.	Some	of	these	benefit	most
or	all	ships	that	you	can	fly,	making	them	valuable	training	choices.	As	a	rule	of	thumb,	smaller	and	lower-tech	ships	demand	less-polished	support	and	fitting	skills	from	your	character.	A	Tech	1	frigate	in	the	hands	of	a	days-old	character	can	handily	complete	Level	1	PvE	missions	or	significantly	affect	veteran	pilots	in	advanced	ships	by	tackling	or
using	electronic	warfare	in	PvP.	An	expensive	Tech	2	black	ops	battleship,	meanwhile,	will	be	a	painful	loss	waiting	to	happen	if	piloted	by	a	character	without	well-trained	support	skills.	Small-	and	medium-sized	Tech	1	hulls	can	take	part	in	most	activities	in	EVE,	and	even	players	with	high-SP	characters	often	return	to	these	"basic"	ships,	so	new
players	should	bear	support	skills	in	mind	but	should	not	be	daunted	by	the	thought	of	training	them.	EVE	University's	Short	Skill	Plan	and	Pyramid	Skill	Plan	might	help	players	plan	skill	training	in	the	short	and	long	terms,	respectively.	Main	article:	Fitting	ships	Ships	are	merely	empty	hulls	waiting	to	be	equipped	with	the	guns	and	modules	that	let
them	do	their	job.	The	process	of	equipping	a	ship	is	known	as	"fitting"	the	ship	and	is	an	expansive	topic.	However,	one	basic	concept	is	worth	mentioning	here	as	it	ties	into	the	ship	sizes	listed	earlier.	The	ship	sizes	are	grouped	into	small,	medium,	large,	or	X-large.	When	browsing	the	market,	you	will	notice	that	modules	and	weapons	are	also
grouped	into	these	same	sizes.	When	fitting	a	ship,	you	normally	want	to	use	modules	and	weapons	that	are	in	the	same	size	grouping	as	the	ship	size.	This	can	sometimes	be	confusing,	especially	with	weapon	systems,	as	many	items	may	say	"medium"	in	the	name,	but	belong	to	the	"small"	size	group	in	the	market	categories.	What	matters	for	ship
fitting	is	that	the	market	category	size	group	matches	the	ship	size,	not	any	terms	found	in	the	item	name	itself.	Ships	can	be	categorized	in	many	ways,	and	this	section	will	cover	the	most	basic	methods.	The	examples	given	are	not	a	complete	representation	of	ships	in	EVE.	It	should	be	noted,	however,	that	more	expensive	or	bigger	doesn't	always
mean	better	in	EVE.	Size	Class	An	Avatar,	one	of	the	largest	ships	in	EVE.	Almost	14	kilometers	in	length,	it	is	over	200	times	longer	than	the	Punisher,	a	frigate.As	ships	increase	in	size	they	gain	more	hitpoints,	potential	damage	output,	and	module	slots.	They	lose	agility,	speed,	and	the	ability	to	apply	damage	to	smaller,	faster	targets.	The	sizes
(with	a	few	example	ships)	are	as	follows:	Frigates:	 Incursus,	 Heron,	 Crucifier,	 Burst	Destroyers:	 Algos,	 Corax,	 Coercer,	 Thrasher	Cruisers:	 Thorax,	 Caracal,	 Maller,	 Scythe	Battlecruisers:	 Myrmidon,	 Ferox,	 Harbinger,	 Hurricane	Battleships:	 Megathron,	 Rokh,	 Abaddon,	 Tempest	Capital	Ships:	 Rorqual,	 Anshar,	 Charon	Supercapitals	Some	ships
that	don't	fit	or	are	hard	to	pin	down	in	this	classification	are	certain	Haulers	and	ORE	Ships.	As	indicated	above,	carriers,	dreadnoughts,	Force	Auxiliaries,	supercarriers,	titans,	and	the	Rorqual	are	commonly	further	grouped	together	as	capitals.	The	other	ships	are	therefore	referred	to	as	"sub-capitals".	Tech	1	ship	class	comparison	table	This	table
is	meant	to	provide	a	basic	comparison	of	ship	classes,	showing	how,	for	example,	"bigger	is	slower,	but	has	more	fitting	slots".	Characteristics	that	vary	widely	have	been	omitted.	For	example,	bonuses	can	make	drone	capacity	or	scan	resolution	much	higher	or	lower	on	one	kind	of	cruiser	than	another.	These	often	turn	out	to	be	the	characteristics
that	define	unique	uses	for	ships	within	a	class,	making	a	given	ship	"a	drone	cruiser",	"an	EWAR	cruiser",	"an	exploration	cruiser",	and	so	on.	Note	that	the	following	numbers	are	averages;	drawn	from	a	sample	of	four	ships	in	each	class.	Quick	T1	Class	Comparison	Ship	Class	Speed	(m/sec)	Warp	Speed	(AU)	Time	to	Warp	(sec)	Slots	Capacitor	(GJ)
Signature	Radius	(m)	Shuttle	500	5	2	0	250	25	Frigate	300-400	5	5	10	250-350	35-40	Destroyer	235-365	4.5	6-7	13	500-700	62-70	Cruiser	190-240	3	8-9	14	1250-1950	120-150	Battlecruiser	145-180	2.7	12	17	2300-3500	250-300	Battleship	89-130	2	15-20	19	5500-6500	330-470	Tech	levels	and	factions	An	Imperial	Navy	Slicer,	a	navy	ship	which	is	a
common	sight	an	areas	with	small	gang	and	solo	PvP	activity."Tech	levels"	refer	to	the	complexity	and	rarity	of	the	materials	required	to	build	a	ship.	Tech	1	ships	are	cheap	and	simple,	but	reliable;	Tech	2	ships	are	expensive,	powerful,	but	specialized;	Tech	3	ships	are	expensive	and	highly	flexible.	"Faction"	origins	indicate	the	NPC	group	within
EVE	responsible	for	the	ship	design.	The	standard	ships	of	the	four	main	NPC	empires—Minmatar,	Amarr,	Gallente	and	Caldari—are	the	mainstay	of	the	game	and	the	most	commonly-encountered.	"Navy"	ships	are	tuned-up,	improved,	and	more	expensive	versions	of	existing	hulls	designed	for	the	four	empires'	military	forces.	"Pirate"	ships	are	hulls
developed	by	outlaw	groups	such	as	the	Guristas	Pirates	or	paramilitaries	such	as	Mordu's	Legion.	Sisters	of	EVE	ships	are	considered	"pirate"	ships	although	the	Sisters	are	not	a	criminal	organization.	Here	are	some	examples:	Tech	1:	 Incursus,	 Corax,	 Omen,	 Hurricane	Navy	Faction:	 Brutix	Navy	Issue,	 Raven	Navy	Issue,	 Imperial	Navy	Slicer,	 
Republic	Fleet	Firetail	Pirate	Faction:	 Vigilant,	 Gila,	 Bhaalgorn,	 Dramiel	Tech	2:	 Ishtar,	 Hawk,	 Paladin,	 Sleipnir	Tech	3:	 Hecate,	 Tengu,	 Confessor,	 Loki	Tech	1	ships	are	the	baseline	for	all	other	ships.	Although	they	are	the	first	ships	every	character	uses,	they	remain	useful	even	for	advanced	pilots.	They	are	easily	built	with	knowledge	available	to
everyone	in	New	Eden,	using	widely-available	materials.	They	are	cheap,	and	they	insure	quite	well.	Navy	faction	ships	are	generally	amped-up	versions	of	their	Tech	1	counterparts,	usually	with	more	CPU	and	powergrid	for	fitting,	and	a	few	more	slots	for	modules.	They	typically	sit	somewhere	between	base	Tech	1	hulls	and	Tech	2	hulls	in	their
capabilities.	Sometimes	the	base	hull's	bonuses	are	traded	for	others	so,	for	example,	the	Drake	Navy	Issue	which	trades	the	Drake's	damage	resistance	for	better	damage	application.	In	some	cases	the	hull's	role	changes:	the	Scythe	is	designed	to	boost	other	ships'	shields,	while	the	Scythe	Fleet	Issue	is	a	damage-dealer.	Navy	ships	are	harder	to
acquire	than	their	base	hull	equivalents,	and	accordingly	are	more	expensive	on	the	open	market.	Pirate	faction	ships	represent	a	greater	advance	on	the	abilities	of	base	Tech	1	hulls.	They	require	two	separate	spaceship	command	skills	for	different	factions	so,	for	example,	the	Angel	Cartel	Cynabal	requires	training	in	both	Minmatar	Cruiser	and
Gallente	Cruiser.	In	return,	though,	each	pirate	hull	has	more	powerful	and	unusual	bonuses	which	often	make	them	fly	in	surprising	ways.	The	Gurista	Gila,	for	example,	launches	only	two	drones,	but	can	use	those	two	to	deal	damage	equivalent	to	ten	drones.	Similarly,	the	Serpentis	Vindicator	offers	a	unique	combination	of	a	stasis	webifier	bonus
and	massive	damage	output.	Pirate	faction	ships	are	roughly	as	powerful	as	Tech	2	ships,	and	require	fewer	skills.	They	are	accordingly	very	expensive.	Tech	2	ships	are	built	by	retrofitting	Tech	1	ships,	and	while	they	take	some	features	from	their	Tech	1	forms,	the	ways	they	fly	and	take	advantage	of	fitting	may	be	very	different.	They	have	higher
resistance	to	damage	and	are	typically	much	more	specialized	in	their	roles.	Many	special	modules	can	only	be	fit	on	Tech	2	ships.	The	heavy	Interdictor	is	a	prime	example	of	a	Tech	2	ship	filling	a	specialized	role:	it	can	use	a	special	module	to	stop	ships	within	a	wide	area	from	warping	away—a	unique	ability—but	it	has	more	limited	abilities	in
other	areas.	Tech	2	ships	are	powerful	within	their	niches	but	are	not	automatically	better	than	Tech	1	ships,	or	immune	to	attack	from	Tech	1	ships.	Tech	2	ships	require	extensive	skill	training	to	fly	but	can	be	less	expensive	than	Pirate	Faction	ships	due	to	their	simpler	production.	Tech	3	ships	were	developed	by	the	four	empire	factions	by	reverse-
engineering	Sleeper	technology.	They	are	known	for	their	powerful	defenses	and	great	versatility,	which	come	from	a	very	wide	variety	of	innate	hull	bonuses,	generous	fitting	layouts,	and	unique	ways	to	completely	transform	themselves	on-the-fly.	All	materials	required	for	Tech	3	ships	come	from	wormhole	space.	As	an	example,	a	Legion	can	be
fitted	to	be	a	heavily	armored	neuting	ship,	a	heavy	assault	missile	boat,	or	a	more	traditional	laser	boat;	and	may	be	active	tanked,	buffer	tanked,	or	even	able	to	cloak	itself.	Similarly,	a	Hecate	can	switch	between	different	modes	which	can	harden	its	defenses,	increase	its	mobility,	or	let	it	deal	damage	at	longer	ranges.	Other	factions	CONCORD,
EDENCOM,	the	Society	of	Conscious	Thought,	and	the	Triglavian	Collective	all	also	have	ships	of	their	own.	These	ships	follow	completely	different	mechanics	and	skill	sets	than	other	ships	and	do	not	fit	into	the	traditional	tech	and	faction	levels.	CONCORD	offers	a	trio	of	extremely	flexible,	extremely	skill-intensive,	highly-militarized	covert	ops
ships.	EDENCOM	offers	a	curious,	but	very	difficult	to	utilize,	set	of	ships	with	"chain	lightning"	damage-dealing	abilities.	The	Triglavian	Collective	offers	a	wide	selection	of	ships	that	utilize	unique	ramping-over-time	weapons	that	can	burn	down	targets	well	above	their	weight	class.	The	SoCT	offers	a	set	of	three	ships	with	nearly	limitless	versatility
and	no	skill	requirements,	offering	new	and	veteran	players	alike	a	set	of	flexible	hulls.	Non-combat	ships	A	Charon,	prized	for	its	gigantic	cargo	hold.Not	all	ships	are	designed	for	aggressive	action.	A	subset	of	ships	with	increased	efficiency	in	resource-gathering	and	cargo	hauling	are	in	wide	use	across	the	EVE	universe.	Here	is	a	loose	listing	of
these	ships.	Haulers	Main	article:	Haulers	Haulers	have	large	cargo	capacities	and	are	used	to	haul	goods	from	place	to	place.	Some	are	even	more	specialized,	having	an	extra	capacity	for	items	such	as	ore,	minerals	or	weapons.	The	smallest	class	of	cargo	ships,	Tech	1	Haulers,	are	lightly	defended	and	fly	mostly	among	high	security	systems.	Tech
1:	 Iteron	Mark	V,	 Badger,	 Mammoth	Tech	2	haulers	are	divided	between	Blockade	Runners,	which	are	fast	and	can	cloak	for	stealth	in	dangerous	space,	and	Deep	Space	Transports,	which	have	stronger	defenses.	Each	empire	faction	has	one	of	each	kind	of	Tech	2	hauler.	Freighters	Main	article:	Freighters	Freighters	are	the	largest	cargo	ships	in
EVE.	These	slow-moving	hulks	have	no	high	or	medium	equipment	slots	and	depend	entirely	on	their	massive	hulls	for	defense.	In	general,	if	you	can	package	an	item,	you	can	fit	it	into	the	cargo	hold	of	a	Tech	1	freighter.	Tech	1:	 Charon,	 Fenrir,	 Obelisk,	 Providence	Tech	2	freighters	are	called	Jump	Freighters.	They	have	smaller	cargo	bays	than
Tech	1	freighters	but	can	use	both	jump	gates	and	cynosural	fields.	The	latter	makes	them	especially	useful	in	null	sec.	Tech	2	(Jump	Freighters):	 Anshar,	 Ark,	 Rhea,	 Nomad	Miners	While	not	intended	for	combat,	ships	bonused	for	mining	can	mount	light	weapons	or	carry	drones	suitable	for	defense	against	belt	pirates.	Tech	1:	 Venture	The	Mining
Barges	are	usually	the	next	step	in	the	mining	profession.	Each	of	the	three	is	bonused	for	a	specific	use	in	asteroid	mining.	Tech	1:	 Retriever,	 Covetor,	 Procurer	The	Exhumers	are	the	top	of	the	line	in	specialized	ore	extractors.	As	with	the	Mining	Barges,	each	is	bonused	for	a	specific	use.	Tech	2:	 Hulk,	 Skiff,	 Mackinaw	The	Expedition	Frigates
specialize	in	ice	and	gas	harvesting.	Tech	2:	 Prospect,	 Endurance	Specialty	Ships	 Porpoise:	The	Porpoise	is	a	mining	command	ship,	bringing	a	larger	cargo	bay	than	other	mining	ships	and	the	ability	to	improve	the	mining	speeds	of	nearby	allies.	 Orca:	The	big	brother	of	the	Porpoise,	a	much	larger,	more	capable,	and	more	resilient	mining
command	platform,	which	also	features	an	enormous	cargo	bay	that	lets	it	also	act	as	a	hauling	ship.	 Noctis:	The	final	word	in	salvaging,	able	to	fit	up	to	8	high-power	salvagers	or	long-range	tractor	beams.	 Rorqual:	The	Capital	Industrial	Ship,	the	dreadnought	and	carrier	of	mining,	and	the	final	word	in	mining	command.	Extremely	capable	at
mining,	mining	fleet	support,	defensive	combat,	and	cargo	hauling.	Cannot	be	used	in	high-security	space,	very	powerful	in	low-	and	null-security	space.	Sisters	of	EVE:	the	three	SOE	ships	(Astero,	Stratios,	Nestor)	are	optimized	for	exploration.	Each	is	bonused	for	scanning	and	hacking,	and	each	has	sufficient	combat	strength	to	either	run	PvE
combat	sites	or	hunt	other	exploration	ships.	They	require	both	Amarr	and	Gallente	spaceship	skills,	and	to	be	used	effectively	they	require	solid	scanning,	drone	skills,	and	armor	skills.	Nestor	has	also	a	very	distinct	niche	in	game	as	a	logistics	battleship,	that	is	used	in	a	small	fleet	activities.	A	ship	or	spaceship	in	EVE	Online	is	a	vehicle	used	to
travel	in	space,	battle	enemy	forces,	ferry	materials	and	products,	provide	logistical	services,	and	for	many	other	purposes.	A	ship	may	be	piloted	by	a	capsuleer	(player)	or	non-player	characters	such	as	CONCORD,	faction	militaries,	civilian	industrialists,	or	outlawed	paramilitary	and	pirate	forces.	A	ship's	defenses	and	durability	are	represented	by
its	shield,	armor	and	structure	hitpoints.	Certain	NPC	vessels	lack	shields,	but	all	capsuleer	ships	have	all	three	defensive	systems,	including	capsules	themselves.	These	hitpoints	are	used	for	tanking	incoming	damage.	Nearly	all	ships	have	module	slots,	allowing	them	to	fit	modules	such	as	(but	not	limited	to)	weapons,	armor	repairers,	shield
boosters,	armor	plates,	electronic	warfare	devices,	cloaks,	rigs	and	propulsion	equipment.	All	ships	have	capacitor	banks,	similar	to	a	gigantic	battery.	The	engines	charge	these	batteries	and	the	accumulated	energy	is	used	to	run	active	modules	and	power	warp	drives.	Ships	move	in	local	space	by	using	their	engines,	almost	always	located	at	the
ship's	stern.	This	local	movement	does	not	use	capacitor	energy,	although	using	afterburner	or	microwarpdrive	modules	to	speed	the	ship	up	does.	"Military	experts	are	calling	this	a	'cynosural	field'."—Journalist	during	the	start	of	the	Gallente–Caldari	War	in	YC110To	move	longer	distances	within	solar	systems,	ships	use	warp	drives.	Starting	warp
requires	a	destination	object	with	mass	or	feigned	mass.	The	ship	will	acquire	this	object	as	a	target	and	use	its	warp	drive	in	conjunction	with	sub-lightspeed	thrusters	to	accelerate	through	a	warp	tunnel.	To	travel	the	great	distances	between	solar	systems,	ships	use	stargates,	wormholes,	and	certain	types	of	filament.	Capital	class	ships	can	also	use
built-in	jump	drives	to	travel	these	great	distances,	by	locking	onto	the	beacon	of	a	cynosural	field	at	their	destination.	All	ships	except	supercapitals	can	be	built	in	and	docked	in	stations.	Most	ships	have	a	cargo	hold,	many	ships	have	drone	bays,	and	some	ships	have	specialized	cargoholds,	ship	maintenance	bays	and	fuel	bays.	The	Sin,	a	Black	Ops
Battleship	which	requires	months	of	training	to	fly.	To	fly	ships	in	EVE,	a	character	must	train	the	relevant	skills	in	the	Spaceship	Command	skill	category.	This	category	is	not	to	be	confused	with	the	general	skill	Spaceship	Command.	The	skills	for	larger	hull	types	and	higher	tech	levels	usually	require	some	skill	training	in	smaller	hull	types	or	lower
tech	levels	first.	To	fly	a	Tech	1	cruiser,	for	instance,	you	must	first	have	some	training	in	a	Tech	1	destroyer	command	skill.	Likewise,	the	skills	for	Tech	2	frigates	require	perfecting	the	Tech	1	frigate	command	skills.	In	most	cases,	the	prerequisites	for	flying	bigger	ships	(by	hull	type)	are	faster	to	train	than	the	prerequisites	for	higher	tech	levels.	As
a	result,	newer	pilots	may	find	themselves	in	large	T1	ships	(battlecruisers	or	battleships)	long	before	they	can	fly	a	T2	ship	of	any	size.	This	is	not	a	hard-and-fast	rule,	though:	it's	reasonable	to	train	straight	from	Tech	1	frigates	into	Tech	2	frigates,	for	instance,	without	ever	training	the	skills	required	to	fly	larger	Tech	1	ships,	if	that	is	your	goal	as	a
pilot.	Support	skills	Main	article:	Support	skills	Being	able	to	fly	a	ship	at	all	and	being	able	to	fly	a	ship	well	can	be	two	very	different	things.	While	the	relevant	spaceship	command	skill	may	let	you	enter	a	ship	and	undock	it	from	a	station,	this	is	only	the	first	step	to	using	the	ship	properly.	In	addition	to	the	skills	you	will	need	to	fit	all	of	the	guns
and	modules	you	want	to	use	(fitting	skills),	there	is	an	entire	suite	of	support	skills	that	can	cumulatively	boost	a	hull's	performance.	Some	of	these	benefit	most	or	all	ships	that	you	can	fly,	making	them	valuable	training	choices.	As	a	rule	of	thumb,	smaller	and	lower-tech	ships	demand	less-polished	support	and	fitting	skills	from	your	character.	A
Tech	1	frigate	in	the	hands	of	a	days-old	character	can	handily	complete	Level	1	PvE	missions	or	significantly	affect	veteran	pilots	in	advanced	ships	by	tackling	or	using	electronic	warfare	in	PvP.	An	expensive	Tech	2	black	ops	battleship,	meanwhile,	will	be	a	painful	loss	waiting	to	happen	if	piloted	by	a	character	without	well-trained	support	skills.
Small-	and	medium-sized	Tech	1	hulls	can	take	part	in	most	activities	in	EVE,	and	even	players	with	high-SP	characters	often	return	to	these	"basic"	ships,	so	new	players	should	bear	support	skills	in	mind	but	should	not	be	daunted	by	the	thought	of	training	them.	EVE	University's	Short	Skill	Plan	and	Pyramid	Skill	Plan	might	help	players	plan	skill
training	in	the	short	and	long	terms,	respectively.	Main	article:	Fitting	ships	Ships	are	merely	empty	hulls	waiting	to	be	equipped	with	the	guns	and	modules	that	let	them	do	their	job.	The	process	of	equipping	a	ship	is	known	as	"fitting"	the	ship	and	is	an	expansive	topic.	However,	one	basic	concept	is	worth	mentioning	here	as	it	ties	into	the	ship
sizes	listed	earlier.	The	ship	sizes	are	grouped	into	small,	medium,	large,	or	X-large.	When	browsing	the	market,	you	will	notice	that	modules	and	weapons	are	also	grouped	into	these	same	sizes.	When	fitting	a	ship,	you	normally	want	to	use	modules	and	weapons	that	are	in	the	same	size	grouping	as	the	ship	size.	This	can	sometimes	be	confusing,
especially	with	weapon	systems,	as	many	items	may	say	"medium"	in	the	name,	but	belong	to	the	"small"	size	group	in	the	market	categories.	What	matters	for	ship	fitting	is	that	the	market	category	size	group	matches	the	ship	size,	not	any	terms	found	in	the	item	name	itself.	Ships	can	be	categorized	in	many	ways,	and	this	section	will	cover	the
most	basic	methods.	The	examples	given	are	not	a	complete	representation	of	ships	in	EVE.	It	should	be	noted,	however,	that	more	expensive	or	bigger	doesn't	always	mean	better	in	EVE.	Size	Class	An	Avatar,	one	of	the	largest	ships	in	EVE.	Almost	14	kilometers	in	length,	it	is	over	200	times	longer	than	the	Punisher,	a	frigate.As	ships	increase	in
size	they	gain	more	hitpoints,	potential	damage	output,	and	module	slots.	They	lose	agility,	speed,	and	the	ability	to	apply	damage	to	smaller,	faster	targets.	The	sizes	(with	a	few	example	ships)	are	as	follows:	Frigates:	 Incursus,	 Heron,	 Crucifier,	 Burst	Destroyers:	 Algos,	 Corax,	 Coercer,	 Thrasher	Cruisers:	 Thorax,	 Caracal,	 Maller,	 Scythe
Battlecruisers:	 Myrmidon,	 Ferox,	 Harbinger,	 Hurricane	Battleships:	 Megathron,	 Rokh,	 Abaddon,	 Tempest	Capital	Ships:	 Rorqual,	 Anshar,	 Charon	Supercapitals	Some	ships	that	don't	fit	or	are	hard	to	pin	down	in	this	classification	are	certain	Haulers	and	ORE	Ships.	As	indicated	above,	carriers,	dreadnoughts,	Force	Auxiliaries,	supercarriers,	titans,
and	the	Rorqual	are	commonly	further	grouped	together	as	capitals.	The	other	ships	are	therefore	referred	to	as	"sub-capitals".	Tech	1	ship	class	comparison	table	This	table	is	meant	to	provide	a	basic	comparison	of	ship	classes,	showing	how,	for	example,	"bigger	is	slower,	but	has	more	fitting	slots".	Characteristics	that	vary	widely	have	been
omitted.	For	example,	bonuses	can	make	drone	capacity	or	scan	resolution	much	higher	or	lower	on	one	kind	of	cruiser	than	another.	These	often	turn	out	to	be	the	characteristics	that	define	unique	uses	for	ships	within	a	class,	making	a	given	ship	"a	drone	cruiser",	"an	EWAR	cruiser",	"an	exploration	cruiser",	and	so	on.	Note	that	the	following
numbers	are	averages;	drawn	from	a	sample	of	four	ships	in	each	class.	Quick	T1	Class	Comparison	Ship	Class	Speed	(m/sec)	Warp	Speed	(AU)	Time	to	Warp	(sec)	Slots	Capacitor	(GJ)	Signature	Radius	(m)	Shuttle	500	5	2	0	250	25	Frigate	300-400	5	5	10	250-350	35-40	Destroyer	235-365	4.5	6-7	13	500-700	62-70	Cruiser	190-240	3	8-9	14	1250-1950
120-150	Battlecruiser	145-180	2.7	12	17	2300-3500	250-300	Battleship	89-130	2	15-20	19	5500-6500	330-470	Tech	levels	and	factions	An	Imperial	Navy	Slicer,	a	navy	ship	which	is	a	common	sight	an	areas	with	small	gang	and	solo	PvP	activity."Tech	levels"	refer	to	the	complexity	and	rarity	of	the	materials	required	to	build	a	ship.	Tech	1	ships	are
cheap	and	simple,	but	reliable;	Tech	2	ships	are	expensive,	powerful,	but	specialized;	Tech	3	ships	are	expensive	and	highly	flexible.	"Faction"	origins	indicate	the	NPC	group	within	EVE	responsible	for	the	ship	design.	The	standard	ships	of	the	four	main	NPC	empires—Minmatar,	Amarr,	Gallente	and	Caldari—are	the	mainstay	of	the	game	and	the
most	commonly-encountered.	"Navy"	ships	are	tuned-up,	improved,	and	more	expensive	versions	of	existing	hulls	designed	for	the	four	empires'	military	forces.	"Pirate"	ships	are	hulls	developed	by	outlaw	groups	such	as	the	Guristas	Pirates	or	paramilitaries	such	as	Mordu's	Legion.	Sisters	of	EVE	ships	are	considered	"pirate"	ships	although	the
Sisters	are	not	a	criminal	organization.	Here	are	some	examples:	Tech	1:	 Incursus,	 Corax,	 Omen,	 Hurricane	Navy	Faction:	 Brutix	Navy	Issue,	 Raven	Navy	Issue,	 Imperial	Navy	Slicer,	 Republic	Fleet	Firetail	Pirate	Faction:	 Vigilant,	 Gila,	 Bhaalgorn,	 Dramiel	Tech	2:	 Ishtar,	 Hawk,	 Paladin,	 Sleipnir	Tech	3:	 Hecate,	 Tengu,	 Confessor,	 Loki	Tech	1	ships
are	the	baseline	for	all	other	ships.	Although	they	are	the	first	ships	every	character	uses,	they	remain	useful	even	for	advanced	pilots.	They	are	easily	built	with	knowledge	available	to	everyone	in	New	Eden,	using	widely-available	materials.	They	are	cheap,	and	they	insure	quite	well.	Navy	faction	ships	are	generally	amped-up	versions	of	their	Tech	1
counterparts,	usually	with	more	CPU	and	powergrid	for	fitting,	and	a	few	more	slots	for	modules.	They	typically	sit	somewhere	between	base	Tech	1	hulls	and	Tech	2	hulls	in	their	capabilities.	Sometimes	the	base	hull's	bonuses	are	traded	for	others	so,	for	example,	the	Drake	Navy	Issue	which	trades	the	Drake's	damage	resistance	for	better	damage
application.	In	some	cases	the	hull's	role	changes:	the	Scythe	is	designed	to	boost	other	ships'	shields,	while	the	Scythe	Fleet	Issue	is	a	damage-dealer.	Navy	ships	are	harder	to	acquire	than	their	base	hull	equivalents,	and	accordingly	are	more	expensive	on	the	open	market.	Pirate	faction	ships	represent	a	greater	advance	on	the	abilities	of	base	Tech
1	hulls.	They	require	two	separate	spaceship	command	skills	for	different	factions	so,	for	example,	the	Angel	Cartel	Cynabal	requires	training	in	both	Minmatar	Cruiser	and	Gallente	Cruiser.	In	return,	though,	each	pirate	hull	has	more	powerful	and	unusual	bonuses	which	often	make	them	fly	in	surprising	ways.	The	Gurista	Gila,	for	example,	launches
only	two	drones,	but	can	use	those	two	to	deal	damage	equivalent	to	ten	drones.	Similarly,	the	Serpentis	Vindicator	offers	a	unique	combination	of	a	stasis	webifier	bonus	and	massive	damage	output.	Pirate	faction	ships	are	roughly	as	powerful	as	Tech	2	ships,	and	require	fewer	skills.	They	are	accordingly	very	expensive.	Tech	2	ships	are	built	by
retrofitting	Tech	1	ships,	and	while	they	take	some	features	from	their	Tech	1	forms,	the	ways	they	fly	and	take	advantage	of	fitting	may	be	very	different.	They	have	higher	resistance	to	damage	and	are	typically	much	more	specialized	in	their	roles.	Many	special	modules	can	only	be	fit	on	Tech	2	ships.	The	heavy	Interdictor	is	a	prime	example	of	a
Tech	2	ship	filling	a	specialized	role:	it	can	use	a	special	module	to	stop	ships	within	a	wide	area	from	warping	away—a	unique	ability—but	it	has	more	limited	abilities	in	other	areas.	Tech	2	ships	are	powerful	within	their	niches	but	are	not	automatically	better	than	Tech	1	ships,	or	immune	to	attack	from	Tech	1	ships.	Tech	2	ships	require	extensive
skill	training	to	fly	but	can	be	less	expensive	than	Pirate	Faction	ships	due	to	their	simpler	production.	Tech	3	ships	were	developed	by	the	four	empire	factions	by	reverse-engineering	Sleeper	technology.	They	are	known	for	their	powerful	defenses	and	great	versatility,	which	come	from	a	very	wide	variety	of	innate	hull	bonuses,	generous	fitting
layouts,	and	unique	ways	to	completely	transform	themselves	on-the-fly.	All	materials	required	for	Tech	3	ships	come	from	wormhole	space.	As	an	example,	a	Legion	can	be	fitted	to	be	a	heavily	armored	neuting	ship,	a	heavy	assault	missile	boat,	or	a	more	traditional	laser	boat;	and	may	be	active	tanked,	buffer	tanked,	or	even	able	to	cloak	itself.
Similarly,	a	Hecate	can	switch	between	different	modes	which	can	harden	its	defenses,	increase	its	mobility,	or	let	it	deal	damage	at	longer	ranges.	Other	factions	CONCORD,	EDENCOM,	the	Society	of	Conscious	Thought,	and	the	Triglavian	Collective	all	also	have	ships	of	their	own.	These	ships	follow	completely	different	mechanics	and	skill	sets
than	other	ships	and	do	not	fit	into	the	traditional	tech	and	faction	levels.	CONCORD	offers	a	trio	of	extremely	flexible,	extremely	skill-intensive,	highly-militarized	covert	ops	ships.	EDENCOM	offers	a	curious,	but	very	difficult	to	utilize,	set	of	ships	with	"chain	lightning"	damage-dealing	abilities.	The	Triglavian	Collective	offers	a	wide	selection	of
ships	that	utilize	unique	ramping-over-time	weapons	that	can	burn	down	targets	well	above	their	weight	class.	The	SoCT	offers	a	set	of	three	ships	with	nearly	limitless	versatility	and	no	skill	requirements,	offering	new	and	veteran	players	alike	a	set	of	flexible	hulls.	Non-combat	ships	A	Charon,	prized	for	its	gigantic	cargo	hold.Not	all	ships	are
designed	for	aggressive	action.	A	subset	of	ships	with	increased	efficiency	in	resource-gathering	and	cargo	hauling	are	in	wide	use	across	the	EVE	universe.	Here	is	a	loose	listing	of	these	ships.	Haulers	Main	article:	Haulers	Haulers	have	large	cargo	capacities	and	are	used	to	haul	goods	from	place	to	place.	Some	are	even	more	specialized,	having	an
extra	capacity	for	items	such	as	ore,	minerals	or	weapons.	The	smallest	class	of	cargo	ships,	Tech	1	Haulers,	are	lightly	defended	and	fly	mostly	among	high	security	systems.	Tech	1:	 Iteron	Mark	V,	 Badger,	 Mammoth	Tech	2	haulers	are	divided	between	Blockade	Runners,	which	are	fast	and	can	cloak	for	stealth	in	dangerous	space,	and	Deep	Space
Transports,	which	have	stronger	defenses.	Each	empire	faction	has	one	of	each	kind	of	Tech	2	hauler.	Freighters	Main	article:	Freighters	Freighters	are	the	largest	cargo	ships	in	EVE.	These	slow-moving	hulks	have	no	high	or	medium	equipment	slots	and	depend	entirely	on	their	massive	hulls	for	defense.	In	general,	if	you	can	package	an	item,	you
can	fit	it	into	the	cargo	hold	of	a	Tech	1	freighter.	Tech	1:	 Charon,	 Fenrir,	 Obelisk,	 Providence	Tech	2	freighters	are	called	Jump	Freighters.	They	have	smaller	cargo	bays	than	Tech	1	freighters	but	can	use	both	jump	gates	and	cynosural	fields.	The	latter	makes	them	especially	useful	in	null	sec.	Tech	2	(Jump	Freighters):	 Anshar,	 Ark,	 Rhea,	 Nomad
Miners	While	not	intended	for	combat,	ships	bonused	for	mining	can	mount	light	weapons	or	carry	drones	suitable	for	defense	against	belt	pirates.	Tech	1:	 Venture	The	Mining	Barges	are	usually	the	next	step	in	the	mining	profession.	Each	of	the	three	is	bonused	for	a	specific	use	in	asteroid	mining.	Tech	1:	 Retriever,	 Covetor,	 Procurer	The
Exhumers	are	the	top	of	the	line	in	specialized	ore	extractors.	As	with	the	Mining	Barges,	each	is	bonused	for	a	specific	use.	Tech	2:	 Hulk,	 Skiff,	 Mackinaw	The	Expedition	Frigates	specialize	in	ice	and	gas	harvesting.	Tech	2:	 Prospect,	 Endurance	Specialty	Ships	 Porpoise:	The	Porpoise	is	a	mining	command	ship,	bringing	a	larger	cargo	bay	than
other	mining	ships	and	the	ability	to	improve	the	mining	speeds	of	nearby	allies.	 Orca:	The	big	brother	of	the	Porpoise,	a	much	larger,	more	capable,	and	more	resilient	mining	command	platform,	which	also	features	an	enormous	cargo	bay	that	lets	it	also	act	as	a	hauling	ship.	 Noctis:	The	final	word	in	salvaging,	able	to	fit	up	to	8	high-power
salvagers	or	long-range	tractor	beams.	 Rorqual:	The	Capital	Industrial	Ship,	the	dreadnought	and	carrier	of	mining,	and	the	final	word	in	mining	command.	Extremely	capable	at	mining,	mining	fleet	support,	defensive	combat,	and	cargo	hauling.	Cannot	be	used	in	high-security	space,	very	powerful	in	low-	and	null-security	space.	Sisters	of	EVE:	the
three	SOE	ships	(Astero,	Stratios,	Nestor)	are	optimized	for	exploration.	Each	is	bonused	for	scanning	and	hacking,	and	each	has	sufficient	combat	strength	to	either	run	PvE	combat	sites	or	hunt	other	exploration	ships.	They	require	both	Amarr	and	Gallente	spaceship	skills,	and	to	be	used	effectively	they	require	solid	scanning,	drone	skills,	and
armor	skills.	Nestor	has	also	a	very	distinct	niche	in	game	as	a	logistics	battleship,	that	is	used	in	a	small	fleet	activities.	Eve	Online	is	a	game	that	has	been	around	for	over	a	decade,	and	in	that	time	has	accumulated	an	impressive	amount	of	lore	and	backstory.	One	of	the	most	interesting	aspects	of	Eve	Online	is	the	ships	players	can	fly,	which	come
in	all	shapes	and	sizes.	In	this	blog	post,	we’ll	take	a	look	at	the	different	types	of	Eve	Online	Ships	available	to	players,	as	well	as	give	some	examples	of	each	type.	In	Eve	Online,	players	can	acquire	new	ships	in	a	variety	of	ways.	One	option	is	to	purchase	them	from	Eve	ships	for	sale	stores,	either	through	the	game	client	or	on	the	internet.	Another
option	is	to	find	shipwrecks	in	space	and	salvage	the	parts	to	build	a	new	ship.	Finally,	players	can	also	build	their	ships	from	scratch	by	gathering	the	required	materials.	Frigates	are	the	smallest	and	most	common	type	of	Eve	Online	ship.	They	are	typically	fast	and	maneuverable,	making	them	good	for	hit-and-run	tactics.	Frigates	are	also	relatively
cheap	and	easy	to	replace	if	they	are	destroyed.	The	most	basic	type	of	Eve	frigate	is	the	Attack	Frigate.	As	the	name	suggests,	Attack	Frigates	are	designed	for	combat	and	come	equipped	with	a	variety	of	weapons	systems.	The	most	popular	Attack	Frigate	in	Eve	Online	is	the	Harpy,	which	is	armed	with	both	energy	and	projectile	weapons.	Frigates
can	also	be	used	for	more	specialized	roles.	For	example,	the	Recon	Frigate	is	designed	for	reconnaissance	and	information	gathering,	while	the	Electronic	Warfare	Frigate	is	specialized	in	disrupting	enemy	ships	and	facilities.	Destroyers	are	a	step	up	from	frigates	and	are	larger	and	more	heavily	armed.	Destroyers	are	typically	used	as	escorts	for
capital	ships,	or	as	raiders	against	enemy	installations.	The	most	common	Eve	Online	destroyer	is	the	Corvette.	Corvettes	are	armed	with	both	energy	and	missile	weapons,	making	them	versatile	in	combat.	They	are	also	relatively	fast	and	maneuverable,	making	them	ideal	for	hit-and-run	attacks.	Another	common	Eve	destroyer	is	the	Battlecruiser.
Battlecruisers	are	larger	and	more	heavily	armed	than	corvettes,	but	slower	and	less	maneuverable.	They	are	typically	used	as	heavy	hitters	in	combat	situations.	Cruisers	are	the	backbone	of	any	Eve	Online	fleet	and	can	be	used	for	a	variety	of	tasks	including	reconnaissance,	assault,	and	support.	Cruisers	are	larger	than	destroyers	but	smaller	than
battleships,	making	them	well-suited	for	a	variety	of	roles.	The	Cruiser	is	a	common	Eve	vessel.	They’re	equipped	with	both	energy	and	Projectile	weapons,	making	them	very	versatile	in	battle!	In	addition,	they	are	relatively	fast	(for	a	hull)	AND	maneuverable	which	makes	this	type	of	ship	great	at	hit-and-runs	as	well	because	you	can	change
direction	quickly	without	slowing	down	too	much	or	getting	stuck	on	something	else	first…	Battlecruisers	are	the	largest	and	most	powerful	type	of	cruiser	in	Eve	Online.	They	are	slower	but	heavily	armed,	making	them	perfect	for	frontal	assaults	against	enemy	fleets.	Battlecruisers	can	also	mount	large	amounts	of	armor	and	shields,	making	them
one	of	the	toughest	ships	in	Eve	Online.	The	most	popular	Battlecruiser	in	Eve	Online	is	the	Drake.	The	Drake	is	armed	with	both	energy	and	missile	weapons,	making	it	a	versatile	combatant.	It	is	also	relatively	fast	and	maneuverable,	making	it	ideal	for	hit-and-run	attacks.	Another	popular	Eve	Battlecruiser	is	the	Scorpion.	This	vessel	has	an
armament	that	includes	both	energy	and	missiles,	making	it	perfect	for	engaging	enemies	in	close-quarters	combat	with	deadly	efficiency!	It’s	also	relatively	fast–and	maneuverable	too	so	you	can	use	hit-and-run	tactics	effectively	while	avoiding	getting	caught	by	their	defense	network.	Battleships	are	the	largest	and	most	powerful	type	of	Eve	Online
ship.	They	are	slow	but	heavily	armed,	making	them	perfect	for	frontal	assaults	against	enemy	fleets.	Battleships	can	also	mount	large	amounts	of	armor	and	shields,		making	them	difficult	to	take	down.	The	most	common	Eve	Online	battleship	is	the	Battleship.	Battleships	come	equipped	with	a	variety	of	energy	and	projectile	weapons,	making	them
deadly	in	combat.	They	are	also	slow	and	cumbersome,	making	them	difficult	to	maneuver	in	battle.	Another	common	Eve	battleship	is	the	Dreadnought.	Dreadnoughts	are	even	larger	and	more	heavily	armed	than	battleships,	making	them	nearly	unstoppable	in	combat.	However,	they	are	very	slow	and	difficult	to	maneuver,	making	them	vulnerable
to	flank	attacks.	Dreadnoughts	are	the	largest	and	most	powerful	type	of	Eve	Online	ship.	They	are	slow	but	heavily	armed,	making	them	perfect	for	frontal	assaults	against	enemy	fleets.	Dreadnoughts	can	also	mount	large	amounts	of	armor	and	shields,	making	them	nearly	invincible	in	combat.	The	most	common	Eve	Online	dreadnought	is	the	Titan.
Titans	are	even	larger	and	more	heavily	armed	than	dreadnoughts,	making	them	nearly	unstoppable	in	combat.	However,	they	are	very	slow	and	difficult	to	maneuver,	making	them	vulnerable	to	flank	attacks.	Force	auxiliaries	are	a	new	type	of	Eve	Online	ship	introduced	in	the	Revelations	expansion.	They	are	designed	to	support	fleets	in	combat,
and	come	equipped	with	a	variety	of	tools	to	do	so.	The	most	common	Eve	force	auxiliary	is	the	Lif.	The	Lif	is	equipped	with	a	mix	of	energy	and	missile	weapons,	making	it	a	versatile	support	ship.	It	also	has	a	large	cargo	hold,	making	it	perfect	for	hauling	supplies	to	fleet	members	in	need.	Another	common	Eve	force	auxiliary	is	the	Thanatos.	The
Thanatos	is	armed	with	a	mix	of	energy	and	missile	weapons,	making	it	a	deadly	opponent	in	combat.	It	also	has	a	large	cargo	hold,	making	it	perfect	for	hauling	supplies	to	fleet	members	in	need.	Supercarriers	are	a	new	type	of	Eve	Online	ship	introduced	in	the	Revelations	expansion.	They	are	designed	to	be	the	ultimate	combat	ships,	and	come
equipped	with	a	variety	of	weapons	and	tools	to	do	so.	The	most	common	Eve	supercarrier	is	the	Nyx.	The	Nyx	is	armed	with	a	mix	of	energy	and	missile	weapons,	making	it	a	deadly	opponent	in	combat.	It	also	has	a	large	cargo	hold,	making	it	perfect	for	hauling	supplies	to	fleet	members	in	need.	Another	common	Eve	supercarrier	is	the	Phoenix.	The
Phoenix	is	armed	with	a	mix	of	energy	and	missile	weapons,	making	it	a	deadly	opponent	in	combat.	It	also	has	a	large	cargo	hold,	making	it	perfect	for	hauling	supplies	to	fleet	members	The	most	powerful	ship	in	Eve	Online	is	undoubtedly	the	Capital	class	vessel.	These	behemoths	are	equipped	with	the	biggest	and	baddest	weapons	systems
available,	making	them	ideal	for	taking	on	even	the	toughest	of	targets.	With	their	massive	size	and	overwhelming	firepower,	Capitals	are	truly	a	force	to	be	reckoned	with.	Of	course,	such	power	comes	at	a	cost;	Capitals	are	extremely	expensive	to	build	and	maintain,	meaning	that	only	the	richest	of	players	can	afford	to	own	one.	For	those	who	can’t
afford	a	Capital,	there	are	still	plenty	of	other	powerful	ships	available;	it	just	might	take	a	little	longer	to	take	down	your	enemies!	The	most	popular	Eve	Online	ship	is	the	Rifter.	It	is	a	fast,	agile	ship	that	is	perfect	for	new	players.	It’s	also	popular	with	experienced	players	because	it’s	versatile	and	can	be	used	for	many	different	purposes.	Hi
everyone,	Turns	out	that	finding	ship	stats	in	tabular	form	is	hard	in	this	game.	I	found	only	old	version	2013	version	here:	We	were	Ganked	So	I	decided	to	dive	in	and	created	an	online	version	of	it:	Eve	online	ship	stats	(send	ISK	to	Caldari	Ganker00001	if	you	find	this	sheet	useful)	-	Google	Sheets	Roadmap:	Add	acceleration/deceleration	stats	Add
align	time	stats	Fully	automate	spreadsheet	update	If	you	find	existing	up-to	date	spreadsheets	like	this	please	let	me	know.	2	Likes	Not	tabular,	but	for	quick	reference,	there	is	also	this	qsna.eu	Quantum	Anomaly	websites	contains	useful	information	and	resources	about	online	games	such	as	EVE	Online,	Elite	Dangerous,	X4	Foundations,	X4	Split
Vendetta	2	Likes	2024-03-04	update	release	notes:	Info	updated	to	the	latest	dump	Add	ship	class	column	Add	cargo	hold	column	1	Like	2024-03-25	update	release	notes:	Add	ship	mass	column	Add	ship	volume	column	Add	MWD	speed	sheet	with	maximum	speed	for	each	ship	for	different	microwarpdrive	sizes.	Speed	is	calculated	for	Skill	0
character.	Add	AB	speed	sheet	with	maximum	speed	for	each	ship	for	different	afterburner	sizes.	Speed	is	calculated	for	Skill	0	character.	This	topic	was	automatically	closed	90	days	after	the	last	reply.	New	replies	are	no	longer	allowed.	A	ship	or	spaceship	in	EVE	Online	is	a	vehicle	used	to	travel	in	space,	battle	enemy	forces,	ferry	materials	and
products,	provide	logistical	services,	and	for	many	other	purposes.	A	ship	may	be	piloted	by	a	capsuleer	(player)	or	non-player	characters	such	as	CONCORD,	faction	militaries,	civilian	industrialists,	or	outlawed	paramilitary	and	pirate	forces.	A	ship's	defenses	and	durability	are	represented	by	its	shield,	armor	and	structure	hitpoints.	Certain	NPC
vessels	lack	shields,	but	all	capsuleer	ships	have	all	three	defensive	systems,	including	capsules	themselves.	These	hitpoints	are	used	for	tanking	incoming	damage.	Nearly	all	ships	have	module	slots,	allowing	them	to	fit	modules	such	as	(but	not	limited	to)	weapons,	armor	repairers,	shield	boosters,	armor	plates,	electronic	warfare	devices,	cloaks,
rigs	and	propulsion	equipment.	All	ships	have	capacitor	banks,	similar	to	a	gigantic	battery.	The	engines	charge	these	batteries	and	the	accumulated	energy	is	used	to	run	active	modules	and	power	warp	drives.	Ships	move	in	local	space	by	using	their	engines,	almost	always	located	at	the	ship's	stern.	This	local	movement	does	not	use	capacitor
energy,	although	using	afterburner	or	microwarpdrive	modules	to	speed	the	ship	up	does.	"Military	experts	are	calling	this	a	'cynosural	field'."—Journalist	during	the	start	of	the	Gallente–Caldari	War	in	YC110To	move	longer	distances	within	solar	systems,	ships	use	warp	drives.	Starting	warp	requires	a	destination	object	with	mass	or	feigned	mass.
The	ship	will	acquire	this	object	as	a	target	and	use	its	warp	drive	in	conjunction	with	sub-lightspeed	thrusters	to	accelerate	through	a	warp	tunnel.	To	travel	the	great	distances	between	solar	systems,	ships	use	stargates,	wormholes,	and	certain	types	of	filament.	Capital	class	ships	can	also	use	built-in	jump	drives	to	travel	these	great	distances,	by
locking	onto	the	beacon	of	a	cynosural	field	at	their	destination.	All	ships	except	supercapitals	can	be	built	in	and	docked	in	stations.	Most	ships	have	a	cargo	hold,	many	ships	have	drone	bays,	and	some	ships	have	specialized	cargoholds,	ship	maintenance	bays	and	fuel	bays.	The	Sin,	a	Black	Ops	Battleship	which	requires	months	of	training	to	fly.	To
fly	ships	in	EVE,	a	character	must	train	the	relevant	skills	in	the	Spaceship	Command	skill	category.	This	category	is	not	to	be	confused	with	the	general	skill	Spaceship	Command.	The	skills	for	larger	hull	types	and	higher	tech	levels	usually	require	some	skill	training	in	smaller	hull	types	or	lower	tech	levels	first.	To	fly	a	Tech	1	cruiser,	for	instance,
you	must	first	have	some	training	in	a	Tech	1	destroyer	command	skill.	Likewise,	the	skills	for	Tech	2	frigates	require	perfecting	the	Tech	1	frigate	command	skills.	In	most	cases,	the	prerequisites	for	flying	bigger	ships	(by	hull	type)	are	faster	to	train	than	the	prerequisites	for	higher	tech	levels.	As	a	result,	newer	pilots	may	find	themselves	in	large
T1	ships	(battlecruisers	or	battleships)	long	before	they	can	fly	a	T2	ship	of	any	size.	This	is	not	a	hard-and-fast	rule,	though:	it's	reasonable	to	train	straight	from	Tech	1	frigates	into	Tech	2	frigates,	for	instance,	without	ever	training	the	skills	required	to	fly	larger	Tech	1	ships,	if	that	is	your	goal	as	a	pilot.	Support	skills	Main	article:	Support	skills
Being	able	to	fly	a	ship	at	all	and	being	able	to	fly	a	ship	well	can	be	two	very	different	things.	While	the	relevant	spaceship	command	skill	may	let	you	enter	a	ship	and	undock	it	from	a	station,	this	is	only	the	first	step	to	using	the	ship	properly.	In	addition	to	the	skills	you	will	need	to	fit	all	of	the	guns	and	modules	you	want	to	use	(fitting	skills),	there
is	an	entire	suite	of	support	skills	that	can	cumulatively	boost	a	hull's	performance.	Some	of	these	benefit	most	or	all	ships	that	you	can	fly,	making	them	valuable	training	choices.	As	a	rule	of	thumb,	smaller	and	lower-tech	ships	demand	less-polished	support	and	fitting	skills	from	your	character.	A	Tech	1	frigate	in	the	hands	of	a	days-old	character
can	handily	complete	Level	1	PvE	missions	or	significantly	affect	veteran	pilots	in	advanced	ships	by	tackling	or	using	electronic	warfare	in	PvP.	An	expensive	Tech	2	black	ops	battleship,	meanwhile,	will	be	a	painful	loss	waiting	to	happen	if	piloted	by	a	character	without	well-trained	support	skills.	Small-	and	medium-sized	Tech	1	hulls	can	take	part
in	most	activities	in	EVE,	and	even	players	with	high-SP	characters	often	return	to	these	"basic"	ships,	so	new	players	should	bear	support	skills	in	mind	but	should	not	be	daunted	by	the	thought	of	training	them.	EVE	University's	Short	Skill	Plan	and	Pyramid	Skill	Plan	might	help	players	plan	skill	training	in	the	short	and	long	terms,	respectively.
Main	article:	Fitting	ships	Ships	are	merely	empty	hulls	waiting	to	be	equipped	with	the	guns	and	modules	that	let	them	do	their	job.	The	process	of	equipping	a	ship	is	known	as	"fitting"	the	ship	and	is	an	expansive	topic.	However,	one	basic	concept	is	worth	mentioning	here	as	it	ties	into	the	ship	sizes	listed	earlier.	The	ship	sizes	are	grouped	into
small,	medium,	large,	or	X-large.	When	browsing	the	market,	you	will	notice	that	modules	and	weapons	are	also	grouped	into	these	same	sizes.	When	fitting	a	ship,	you	normally	want	to	use	modules	and	weapons	that	are	in	the	same	size	grouping	as	the	ship	size.	This	can	sometimes	be	confusing,	especially	with	weapon	systems,	as	many	items	may
say	"medium"	in	the	name,	but	belong	to	the	"small"	size	group	in	the	market	categories.	What	matters	for	ship	fitting	is	that	the	market	category	size	group	matches	the	ship	size,	not	any	terms	found	in	the	item	name	itself.	Ships	can	be	categorized	in	many	ways,	and	this	section	will	cover	the	most	basic	methods.	The	examples	given	are	not	a
complete	representation	of	ships	in	EVE.	It	should	be	noted,	however,	that	more	expensive	or	bigger	doesn't	always	mean	better	in	EVE.	Size	Class	An	Avatar,	one	of	the	largest	ships	in	EVE.	Almost	14	kilometers	in	length,	it	is	over	200	times	longer	than	the	Punisher,	a	frigate.As	ships	increase	in	size	they	gain	more	hitpoints,	potential	damage
output,	and	module	slots.	They	lose	agility,	speed,	and	the	ability	to	apply	damage	to	smaller,	faster	targets.	The	sizes	(with	a	few	example	ships)	are	as	follows:	Frigates:	 Incursus,	 Heron,	 Crucifier,	 Burst	Destroyers:	 Algos,	 Corax,	 Coercer,	 Thrasher	Cruisers:	 Thorax,	 Caracal,	 Maller,	 Scythe	Battlecruisers:	 Myrmidon,	 Ferox,	 Harbinger,	 Hurricane
Battleships:	 Megathron,	 Rokh,	 Abaddon,	 Tempest	Capital	Ships:	 Rorqual,	 Anshar,	 Charon	Supercapitals	Some	ships	that	don't	fit	or	are	hard	to	pin	down	in	this	classification	are	certain	Haulers	and	ORE	Ships.	As	indicated	above,	carriers,	dreadnoughts,	Force	Auxiliaries,	supercarriers,	titans,	and	the	Rorqual	are	commonly	further	grouped
together	as	capitals.	The	other	ships	are	therefore	referred	to	as	"sub-capitals".	Tech	1	ship	class	comparison	table	This	table	is	meant	to	provide	a	basic	comparison	of	ship	classes,	showing	how,	for	example,	"bigger	is	slower,	but	has	more	fitting	slots".	Characteristics	that	vary	widely	have	been	omitted.	For	example,	bonuses	can	make	drone
capacity	or	scan	resolution	much	higher	or	lower	on	one	kind	of	cruiser	than	another.	These	often	turn	out	to	be	the	characteristics	that	define	unique	uses	for	ships	within	a	class,	making	a	given	ship	"a	drone	cruiser",	"an	EWAR	cruiser",	"an	exploration	cruiser",	and	so	on.	Note	that	the	following	numbers	are	averages;	drawn	from	a	sample	of	four
ships	in	each	class.	Quick	T1	Class	Comparison	Ship	Class	Speed	(m/sec)	Warp	Speed	(AU)	Time	to	Warp	(sec)	Slots	Capacitor	(GJ)	Signature	Radius	(m)	Shuttle	500	5	2	0	250	25	Frigate	300-400	5	5	10	250-350	35-40	Destroyer	235-365	4.5	6-7	13	500-700	62-70	Cruiser	190-240	3	8-9	14	1250-1950	120-150	Battlecruiser	145-180	2.7	12	17	2300-3500
250-300	Battleship	89-130	2	15-20	19	5500-6500	330-470	Tech	levels	and	factions	An	Imperial	Navy	Slicer,	a	navy	ship	which	is	a	common	sight	an	areas	with	small	gang	and	solo	PvP	activity."Tech	levels"	refer	to	the	complexity	and	rarity	of	the	materials	required	to	build	a	ship.	Tech	1	ships	are	cheap	and	simple,	but	reliable;	Tech	2	ships	are
expensive,	powerful,	but	specialized;	Tech	3	ships	are	expensive	and	highly	flexible.	"Faction"	origins	indicate	the	NPC	group	within	EVE	responsible	for	the	ship	design.	The	standard	ships	of	the	four	main	NPC	empires—Minmatar,	Amarr,	Gallente	and	Caldari—are	the	mainstay	of	the	game	and	the	most	commonly-encountered.	"Navy"	ships	are
tuned-up,	improved,	and	more	expensive	versions	of	existing	hulls	designed	for	the	four	empires'	military	forces.	"Pirate"	ships	are	hulls	developed	by	outlaw	groups	such	as	the	Guristas	Pirates	or	paramilitaries	such	as	Mordu's	Legion.	Sisters	of	EVE	ships	are	considered	"pirate"	ships	although	the	Sisters	are	not	a	criminal	organization.	Here	are
some	examples:	Tech	1:	 Incursus,	 Corax,	 Omen,	 Hurricane	Navy	Faction:	 Brutix	Navy	Issue,	 Raven	Navy	Issue,	 Imperial	Navy	Slicer,	 Republic	Fleet	Firetail	Pirate	Faction:	 Vigilant,	 Gila,	 Bhaalgorn,	 Dramiel	Tech	2:	 Ishtar,	 Hawk,	 Paladin,	 Sleipnir	Tech	3:	 Hecate,	 Tengu,	 Confessor,	 Loki	Tech	1	ships	are	the	baseline	for	all	other	ships.	Although	they
are	the	first	ships	every	character	uses,	they	remain	useful	even	for	advanced	pilots.	They	are	easily	built	with	knowledge	available	to	everyone	in	New	Eden,	using	widely-available	materials.	They	are	cheap,	and	they	insure	quite	well.	Navy	faction	ships	are	generally	amped-up	versions	of	their	Tech	1	counterparts,	usually	with	more	CPU	and
powergrid	for	fitting,	and	a	few	more	slots	for	modules.	They	typically	sit	somewhere	between	base	Tech	1	hulls	and	Tech	2	hulls	in	their	capabilities.	Sometimes	the	base	hull's	bonuses	are	traded	for	others	so,	for	example,	the	Drake	Navy	Issue	which	trades	the	Drake's	damage	resistance	for	better	damage	application.	In	some	cases	the	hull's	role
changes:	the	Scythe	is	designed	to	boost	other	ships'	shields,	while	the	Scythe	Fleet	Issue	is	a	damage-dealer.	Navy	ships	are	harder	to	acquire	than	their	base	hull	equivalents,	and	accordingly	are	more	expensive	on	the	open	market.	Pirate	faction	ships	represent	a	greater	advance	on	the	abilities	of	base	Tech	1	hulls.	They	require	two	separate
spaceship	command	skills	for	different	factions	so,	for	example,	the	Angel	Cartel	Cynabal	requires	training	in	both	Minmatar	Cruiser	and	Gallente	Cruiser.	In	return,	though,	each	pirate	hull	has	more	powerful	and	unusual	bonuses	which	often	make	them	fly	in	surprising	ways.	The	Gurista	Gila,	for	example,	launches	only	two	drones,	but	can	use
those	two	to	deal	damage	equivalent	to	ten	drones.	Similarly,	the	Serpentis	Vindicator	offers	a	unique	combination	of	a	stasis	webifier	bonus	and	massive	damage	output.	Pirate	faction	ships	are	roughly	as	powerful	as	Tech	2	ships,	and	require	fewer	skills.	They	are	accordingly	very	expensive.	Tech	2	ships	are	built	by	retrofitting	Tech	1	ships,	and
while	they	take	some	features	from	their	Tech	1	forms,	the	ways	they	fly	and	take	advantage	of	fitting	may	be	very	different.	They	have	higher	resistance	to	damage	and	are	typically	much	more	specialized	in	their	roles.	Many	special	modules	can	only	be	fit	on	Tech	2	ships.	The	heavy	Interdictor	is	a	prime	example	of	a	Tech	2	ship	filling	a	specialized
role:	it	can	use	a	special	module	to	stop	ships	within	a	wide	area	from	warping	away—a	unique	ability—but	it	has	more	limited	abilities	in	other	areas.	Tech	2	ships	are	powerful	within	their	niches	but	are	not	automatically	better	than	Tech	1	ships,	or	immune	to	attack	from	Tech	1	ships.	Tech	2	ships	require	extensive	skill	training	to	fly	but	can	be
less	expensive	than	Pirate	Faction	ships	due	to	their	simpler	production.	Tech	3	ships	were	developed	by	the	four	empire	factions	by	reverse-engineering	Sleeper	technology.	They	are	known	for	their	powerful	defenses	and	great	versatility,	which	come	from	a	very	wide	variety	of	innate	hull	bonuses,	generous	fitting	layouts,	and	unique	ways	to
completely	transform	themselves	on-the-fly.	All	materials	required	for	Tech	3	ships	come	from	wormhole	space.	As	an	example,	a	Legion	can	be	fitted	to	be	a	heavily	armored	neuting	ship,	a	heavy	assault	missile	boat,	or	a	more	traditional	laser	boat;	and	may	be	active	tanked,	buffer	tanked,	or	even	able	to	cloak	itself.	Similarly,	a	Hecate	can	switch
between	different	modes	which	can	harden	its	defenses,	increase	its	mobility,	or	let	it	deal	damage	at	longer	ranges.	Other	factions	CONCORD,	EDENCOM,	the	Society	of	Conscious	Thought,	and	the	Triglavian	Collective	all	also	have	ships	of	their	own.	These	ships	follow	completely	different	mechanics	and	skill	sets	than	other	ships	and	do	not	fit	into
the	traditional	tech	and	faction	levels.	CONCORD	offers	a	trio	of	extremely	flexible,	extremely	skill-intensive,	highly-militarized	covert	ops	ships.	EDENCOM	offers	a	curious,	but	very	difficult	to	utilize,	set	of	ships	with	"chain	lightning"	damage-dealing	abilities.	The	Triglavian	Collective	offers	a	wide	selection	of	ships	that	utilize	unique	ramping-over-
time	weapons	that	can	burn	down	targets	well	above	their	weight	class.	The	SoCT	offers	a	set	of	three	ships	with	nearly	limitless	versatility	and	no	skill	requirements,	offering	new	and	veteran	players	alike	a	set	of	flexible	hulls.	Non-combat	ships	A	Charon,	prized	for	its	gigantic	cargo	hold.Not	all	ships	are	designed	for	aggressive	action.	A	subset	of
ships	with	increased	efficiency	in	resource-gathering	and	cargo	hauling	are	in	wide	use	across	the	EVE	universe.	Here	is	a	loose	listing	of	these	ships.	Haulers	Main	article:	Haulers	Haulers	have	large	cargo	capacities	and	are	used	to	haul	goods	from	place	to	place.	Some	are	even	more	specialized,	having	an	extra	capacity	for	items	such	as	ore,
minerals	or	weapons.	The	smallest	class	of	cargo	ships,	Tech	1	Haulers,	are	lightly	defended	and	fly	mostly	among	high	security	systems.	Tech	1:	 Iteron	Mark	V,	 Badger,	 Mammoth	Tech	2	haulers	are	divided	between	Blockade	Runners,	which	are	fast	and	can	cloak	for	stealth	in	dangerous	space,	and	Deep	Space	Transports,	which	have	stronger
defenses.	Each	empire	faction	has	one	of	each	kind	of	Tech	2	hauler.	Freighters	Main	article:	Freighters	Freighters	are	the	largest	cargo	ships	in	EVE.	These	slow-moving	hulks	have	no	high	or	medium	equipment	slots	and	depend	entirely	on	their	massive	hulls	for	defense.	In	general,	if	you	can	package	an	item,	you	can	fit	it	into	the	cargo	hold	of	a
Tech	1	freighter.	Tech	1:	 Charon,	 Fenrir,	 Obelisk,	 Providence	Tech	2	freighters	are	called	Jump	Freighters.	They	have	smaller	cargo	bays	than	Tech	1	freighters	but	can	use	both	jump	gates	and	cynosural	fields.	The	latter	makes	them	especially	useful	in	null	sec.	Tech	2	(Jump	Freighters):	 Anshar,	 Ark,	 Rhea,	 Nomad	Miners	While	not	intended	for
combat,	ships	bonused	for	mining	can	mount	light	weapons	or	carry	drones	suitable	for	defense	against	belt	pirates.	Tech	1:	 Venture	The	Mining	Barges	are	usually	the	next	step	in	the	mining	profession.	Each	of	the	three	is	bonused	for	a	specific	use	in	asteroid	mining.	Tech	1:	 Retriever,	 Covetor,	 Procurer	The	Exhumers	are	the	top	of	the	line	in
specialized	ore	extractors.	As	with	the	Mining	Barges,	each	is	bonused	for	a	specific	use.	Tech	2:	 Hulk,	 Skiff,	 Mackinaw	The	Expedition	Frigates	specialize	in	ice	and	gas	harvesting.	Tech	2:	 Prospect,	 Endurance	Specialty	Ships	 Porpoise:	The	Porpoise	is	a	mining	command	ship,	bringing	a	larger	cargo	bay	than	other	mining	ships	and	the	ability	to
improve	the	mining	speeds	of	nearby	allies.	 Orca:	The	big	brother	of	the	Porpoise,	a	much	larger,	more	capable,	and	more	resilient	mining	command	platform,	which	also	features	an	enormous	cargo	bay	that	lets	it	also	act	as	a	hauling	ship.	 Noctis:	The	final	word	in	salvaging,	able	to	fit	up	to	8	high-power	salvagers	or	long-range	tractor	beams.	 



Rorqual:	The	Capital	Industrial	Ship,	the	dreadnought	and	carrier	of	mining,	and	the	final	word	in	mining	command.	Extremely	capable	at	mining,	mining	fleet	support,	defensive	combat,	and	cargo	hauling.	Cannot	be	used	in	high-security	space,	very	powerful	in	low-	and	null-security	space.	Sisters	of	EVE:	the	three	SOE	ships	(Astero,	Stratios,
Nestor)	are	optimized	for	exploration.	Each	is	bonused	for	scanning	and	hacking,	and	each	has	sufficient	combat	strength	to	either	run	PvE	combat	sites	or	hunt	other	exploration	ships.	They	require	both	Amarr	and	Gallente	spaceship	skills,	and	to	be	used	effectively	they	require	solid	scanning,	drone	skills,	and	armor	skills.	Nestor	has	also	a	very
distinct	niche	in	game	as	a	logistics	battleship,	that	is	used	in	a	small	fleet	activities.	A	ship	or	spaceship	in	EVE	Online	is	a	vehicle	used	to	travel	in	space,	battle	enemy	forces,	ferry	materials	and	products,	provide	logistical	services,	and	for	many	other	purposes.	A	ship	may	be	piloted	by	a	capsuleer	(player)	or	non-player	characters	such	as
CONCORD,	faction	militaries,	civilian	industrialists,	or	outlawed	paramilitary	and	pirate	forces.	A	ship's	defenses	and	durability	are	represented	by	its	shield,	armor	and	structure	hitpoints.	Certain	NPC	vessels	lack	shields,	but	all	capsuleer	ships	have	all	three	defensive	systems,	including	capsules	themselves.	These	hitpoints	are	used	for	tanking
incoming	damage.	Nearly	all	ships	have	module	slots,	allowing	them	to	fit	modules	such	as	(but	not	limited	to)	weapons,	armor	repairers,	shield	boosters,	armor	plates,	electronic	warfare	devices,	cloaks,	rigs	and	propulsion	equipment.	All	ships	have	capacitor	banks,	similar	to	a	gigantic	battery.	The	engines	charge	these	batteries	and	the
accumulated	energy	is	used	to	run	active	modules	and	power	warp	drives.	Ships	move	in	local	space	by	using	their	engines,	almost	always	located	at	the	ship's	stern.	This	local	movement	does	not	use	capacitor	energy,	although	using	afterburner	or	microwarpdrive	modules	to	speed	the	ship	up	does.	"Military	experts	are	calling	this	a	'cynosural
field'."—Journalist	during	the	start	of	the	Gallente–Caldari	War	in	YC110To	move	longer	distances	within	solar	systems,	ships	use	warp	drives.	Starting	warp	requires	a	destination	object	with	mass	or	feigned	mass.	The	ship	will	acquire	this	object	as	a	target	and	use	its	warp	drive	in	conjunction	with	sub-lightspeed	thrusters	to	accelerate	through	a
warp	tunnel.	To	travel	the	great	distances	between	solar	systems,	ships	use	stargates,	wormholes,	and	certain	types	of	filament.	Capital	class	ships	can	also	use	built-in	jump	drives	to	travel	these	great	distances,	by	locking	onto	the	beacon	of	a	cynosural	field	at	their	destination.	All	ships	except	supercapitals	can	be	built	in	and	docked	in	stations.
Most	ships	have	a	cargo	hold,	many	ships	have	drone	bays,	and	some	ships	have	specialized	cargoholds,	ship	maintenance	bays	and	fuel	bays.	The	Sin,	a	Black	Ops	Battleship	which	requires	months	of	training	to	fly.	To	fly	ships	in	EVE,	a	character	must	train	the	relevant	skills	in	the	Spaceship	Command	skill	category.	This	category	is	not	to	be
confused	with	the	general	skill	Spaceship	Command.	The	skills	for	larger	hull	types	and	higher	tech	levels	usually	require	some	skill	training	in	smaller	hull	types	or	lower	tech	levels	first.	To	fly	a	Tech	1	cruiser,	for	instance,	you	must	first	have	some	training	in	a	Tech	1	destroyer	command	skill.	Likewise,	the	skills	for	Tech	2	frigates	require
perfecting	the	Tech	1	frigate	command	skills.	In	most	cases,	the	prerequisites	for	flying	bigger	ships	(by	hull	type)	are	faster	to	train	than	the	prerequisites	for	higher	tech	levels.	As	a	result,	newer	pilots	may	find	themselves	in	large	T1	ships	(battlecruisers	or	battleships)	long	before	they	can	fly	a	T2	ship	of	any	size.	This	is	not	a	hard-and-fast	rule,
though:	it's	reasonable	to	train	straight	from	Tech	1	frigates	into	Tech	2	frigates,	for	instance,	without	ever	training	the	skills	required	to	fly	larger	Tech	1	ships,	if	that	is	your	goal	as	a	pilot.	Support	skills	Main	article:	Support	skills	Being	able	to	fly	a	ship	at	all	and	being	able	to	fly	a	ship	well	can	be	two	very	different	things.	While	the	relevant
spaceship	command	skill	may	let	you	enter	a	ship	and	undock	it	from	a	station,	this	is	only	the	first	step	to	using	the	ship	properly.	In	addition	to	the	skills	you	will	need	to	fit	all	of	the	guns	and	modules	you	want	to	use	(fitting	skills),	there	is	an	entire	suite	of	support	skills	that	can	cumulatively	boost	a	hull's	performance.	Some	of	these	benefit	most
or	all	ships	that	you	can	fly,	making	them	valuable	training	choices.	As	a	rule	of	thumb,	smaller	and	lower-tech	ships	demand	less-polished	support	and	fitting	skills	from	your	character.	A	Tech	1	frigate	in	the	hands	of	a	days-old	character	can	handily	complete	Level	1	PvE	missions	or	significantly	affect	veteran	pilots	in	advanced	ships	by	tackling	or
using	electronic	warfare	in	PvP.	An	expensive	Tech	2	black	ops	battleship,	meanwhile,	will	be	a	painful	loss	waiting	to	happen	if	piloted	by	a	character	without	well-trained	support	skills.	Small-	and	medium-sized	Tech	1	hulls	can	take	part	in	most	activities	in	EVE,	and	even	players	with	high-SP	characters	often	return	to	these	"basic"	ships,	so	new
players	should	bear	support	skills	in	mind	but	should	not	be	daunted	by	the	thought	of	training	them.	EVE	University's	Short	Skill	Plan	and	Pyramid	Skill	Plan	might	help	players	plan	skill	training	in	the	short	and	long	terms,	respectively.	Main	article:	Fitting	ships	Ships	are	merely	empty	hulls	waiting	to	be	equipped	with	the	guns	and	modules	that	let
them	do	their	job.	The	process	of	equipping	a	ship	is	known	as	"fitting"	the	ship	and	is	an	expansive	topic.	However,	one	basic	concept	is	worth	mentioning	here	as	it	ties	into	the	ship	sizes	listed	earlier.	The	ship	sizes	are	grouped	into	small,	medium,	large,	or	X-large.	When	browsing	the	market,	you	will	notice	that	modules	and	weapons	are	also
grouped	into	these	same	sizes.	When	fitting	a	ship,	you	normally	want	to	use	modules	and	weapons	that	are	in	the	same	size	grouping	as	the	ship	size.	This	can	sometimes	be	confusing,	especially	with	weapon	systems,	as	many	items	may	say	"medium"	in	the	name,	but	belong	to	the	"small"	size	group	in	the	market	categories.	What	matters	for	ship
fitting	is	that	the	market	category	size	group	matches	the	ship	size,	not	any	terms	found	in	the	item	name	itself.	Ships	can	be	categorized	in	many	ways,	and	this	section	will	cover	the	most	basic	methods.	The	examples	given	are	not	a	complete	representation	of	ships	in	EVE.	It	should	be	noted,	however,	that	more	expensive	or	bigger	doesn't	always
mean	better	in	EVE.	Size	Class	An	Avatar,	one	of	the	largest	ships	in	EVE.	Almost	14	kilometers	in	length,	it	is	over	200	times	longer	than	the	Punisher,	a	frigate.As	ships	increase	in	size	they	gain	more	hitpoints,	potential	damage	output,	and	module	slots.	They	lose	agility,	speed,	and	the	ability	to	apply	damage	to	smaller,	faster	targets.	The	sizes
(with	a	few	example	ships)	are	as	follows:	Frigates:	 Incursus,	 Heron,	 Crucifier,	 Burst	Destroyers:	 Algos,	 Corax,	 Coercer,	 Thrasher	Cruisers:	 Thorax,	 Caracal,	 Maller,	 Scythe	Battlecruisers:	 Myrmidon,	 Ferox,	 Harbinger,	 Hurricane	Battleships:	 Megathron,	 Rokh,	 Abaddon,	 Tempest	Capital	Ships:	 Rorqual,	 Anshar,	 Charon	Supercapitals	Some	ships
that	don't	fit	or	are	hard	to	pin	down	in	this	classification	are	certain	Haulers	and	ORE	Ships.	As	indicated	above,	carriers,	dreadnoughts,	Force	Auxiliaries,	supercarriers,	titans,	and	the	Rorqual	are	commonly	further	grouped	together	as	capitals.	The	other	ships	are	therefore	referred	to	as	"sub-capitals".	Tech	1	ship	class	comparison	table	This	table
is	meant	to	provide	a	basic	comparison	of	ship	classes,	showing	how,	for	example,	"bigger	is	slower,	but	has	more	fitting	slots".	Characteristics	that	vary	widely	have	been	omitted.	For	example,	bonuses	can	make	drone	capacity	or	scan	resolution	much	higher	or	lower	on	one	kind	of	cruiser	than	another.	These	often	turn	out	to	be	the	characteristics
that	define	unique	uses	for	ships	within	a	class,	making	a	given	ship	"a	drone	cruiser",	"an	EWAR	cruiser",	"an	exploration	cruiser",	and	so	on.	Note	that	the	following	numbers	are	averages;	drawn	from	a	sample	of	four	ships	in	each	class.	Quick	T1	Class	Comparison	Ship	Class	Speed	(m/sec)	Warp	Speed	(AU)	Time	to	Warp	(sec)	Slots	Capacitor	(GJ)
Signature	Radius	(m)	Shuttle	500	5	2	0	250	25	Frigate	300-400	5	5	10	250-350	35-40	Destroyer	235-365	4.5	6-7	13	500-700	62-70	Cruiser	190-240	3	8-9	14	1250-1950	120-150	Battlecruiser	145-180	2.7	12	17	2300-3500	250-300	Battleship	89-130	2	15-20	19	5500-6500	330-470	Tech	levels	and	factions	An	Imperial	Navy	Slicer,	a	navy	ship	which	is	a
common	sight	an	areas	with	small	gang	and	solo	PvP	activity."Tech	levels"	refer	to	the	complexity	and	rarity	of	the	materials	required	to	build	a	ship.	Tech	1	ships	are	cheap	and	simple,	but	reliable;	Tech	2	ships	are	expensive,	powerful,	but	specialized;	Tech	3	ships	are	expensive	and	highly	flexible.	"Faction"	origins	indicate	the	NPC	group	within
EVE	responsible	for	the	ship	design.	The	standard	ships	of	the	four	main	NPC	empires—Minmatar,	Amarr,	Gallente	and	Caldari—are	the	mainstay	of	the	game	and	the	most	commonly-encountered.	"Navy"	ships	are	tuned-up,	improved,	and	more	expensive	versions	of	existing	hulls	designed	for	the	four	empires'	military	forces.	"Pirate"	ships	are	hulls
developed	by	outlaw	groups	such	as	the	Guristas	Pirates	or	paramilitaries	such	as	Mordu's	Legion.	Sisters	of	EVE	ships	are	considered	"pirate"	ships	although	the	Sisters	are	not	a	criminal	organization.	Here	are	some	examples:	Tech	1:	 Incursus,	 Corax,	 Omen,	 Hurricane	Navy	Faction:	 Brutix	Navy	Issue,	 Raven	Navy	Issue,	 Imperial	Navy	Slicer,	 
Republic	Fleet	Firetail	Pirate	Faction:	 Vigilant,	 Gila,	 Bhaalgorn,	 Dramiel	Tech	2:	 Ishtar,	 Hawk,	 Paladin,	 Sleipnir	Tech	3:	 Hecate,	 Tengu,	 Confessor,	 Loki	Tech	1	ships	are	the	baseline	for	all	other	ships.	Although	they	are	the	first	ships	every	character	uses,	they	remain	useful	even	for	advanced	pilots.	They	are	easily	built	with	knowledge	available	to
everyone	in	New	Eden,	using	widely-available	materials.	They	are	cheap,	and	they	insure	quite	well.	Navy	faction	ships	are	generally	amped-up	versions	of	their	Tech	1	counterparts,	usually	with	more	CPU	and	powergrid	for	fitting,	and	a	few	more	slots	for	modules.	They	typically	sit	somewhere	between	base	Tech	1	hulls	and	Tech	2	hulls	in	their
capabilities.	Sometimes	the	base	hull's	bonuses	are	traded	for	others	so,	for	example,	the	Drake	Navy	Issue	which	trades	the	Drake's	damage	resistance	for	better	damage	application.	In	some	cases	the	hull's	role	changes:	the	Scythe	is	designed	to	boost	other	ships'	shields,	while	the	Scythe	Fleet	Issue	is	a	damage-dealer.	Navy	ships	are	harder	to
acquire	than	their	base	hull	equivalents,	and	accordingly	are	more	expensive	on	the	open	market.	Pirate	faction	ships	represent	a	greater	advance	on	the	abilities	of	base	Tech	1	hulls.	They	require	two	separate	spaceship	command	skills	for	different	factions	so,	for	example,	the	Angel	Cartel	Cynabal	requires	training	in	both	Minmatar	Cruiser	and
Gallente	Cruiser.	In	return,	though,	each	pirate	hull	has	more	powerful	and	unusual	bonuses	which	often	make	them	fly	in	surprising	ways.	The	Gurista	Gila,	for	example,	launches	only	two	drones,	but	can	use	those	two	to	deal	damage	equivalent	to	ten	drones.	Similarly,	the	Serpentis	Vindicator	offers	a	unique	combination	of	a	stasis	webifier	bonus
and	massive	damage	output.	Pirate	faction	ships	are	roughly	as	powerful	as	Tech	2	ships,	and	require	fewer	skills.	They	are	accordingly	very	expensive.	Tech	2	ships	are	built	by	retrofitting	Tech	1	ships,	and	while	they	take	some	features	from	their	Tech	1	forms,	the	ways	they	fly	and	take	advantage	of	fitting	may	be	very	different.	They	have	higher
resistance	to	damage	and	are	typically	much	more	specialized	in	their	roles.	Many	special	modules	can	only	be	fit	on	Tech	2	ships.	The	heavy	Interdictor	is	a	prime	example	of	a	Tech	2	ship	filling	a	specialized	role:	it	can	use	a	special	module	to	stop	ships	within	a	wide	area	from	warping	away—a	unique	ability—but	it	has	more	limited	abilities	in
other	areas.	Tech	2	ships	are	powerful	within	their	niches	but	are	not	automatically	better	than	Tech	1	ships,	or	immune	to	attack	from	Tech	1	ships.	Tech	2	ships	require	extensive	skill	training	to	fly	but	can	be	less	expensive	than	Pirate	Faction	ships	due	to	their	simpler	production.	Tech	3	ships	were	developed	by	the	four	empire	factions	by	reverse-
engineering	Sleeper	technology.	They	are	known	for	their	powerful	defenses	and	great	versatility,	which	come	from	a	very	wide	variety	of	innate	hull	bonuses,	generous	fitting	layouts,	and	unique	ways	to	completely	transform	themselves	on-the-fly.	All	materials	required	for	Tech	3	ships	come	from	wormhole	space.	As	an	example,	a	Legion	can	be
fitted	to	be	a	heavily	armored	neuting	ship,	a	heavy	assault	missile	boat,	or	a	more	traditional	laser	boat;	and	may	be	active	tanked,	buffer	tanked,	or	even	able	to	cloak	itself.	Similarly,	a	Hecate	can	switch	between	different	modes	which	can	harden	its	defenses,	increase	its	mobility,	or	let	it	deal	damage	at	longer	ranges.	Other	factions	CONCORD,
EDENCOM,	the	Society	of	Conscious	Thought,	and	the	Triglavian	Collective	all	also	have	ships	of	their	own.	These	ships	follow	completely	different	mechanics	and	skill	sets	than	other	ships	and	do	not	fit	into	the	traditional	tech	and	faction	levels.	CONCORD	offers	a	trio	of	extremely	flexible,	extremely	skill-intensive,	highly-militarized	covert	ops
ships.	EDENCOM	offers	a	curious,	but	very	difficult	to	utilize,	set	of	ships	with	"chain	lightning"	damage-dealing	abilities.	The	Triglavian	Collective	offers	a	wide	selection	of	ships	that	utilize	unique	ramping-over-time	weapons	that	can	burn	down	targets	well	above	their	weight	class.	The	SoCT	offers	a	set	of	three	ships	with	nearly	limitless	versatility
and	no	skill	requirements,	offering	new	and	veteran	players	alike	a	set	of	flexible	hulls.	Non-combat	ships	A	Charon,	prized	for	its	gigantic	cargo	hold.Not	all	ships	are	designed	for	aggressive	action.	A	subset	of	ships	with	increased	efficiency	in	resource-gathering	and	cargo	hauling	are	in	wide	use	across	the	EVE	universe.	Here	is	a	loose	listing	of
these	ships.	Haulers	Main	article:	Haulers	Haulers	have	large	cargo	capacities	and	are	used	to	haul	goods	from	place	to	place.	Some	are	even	more	specialized,	having	an	extra	capacity	for	items	such	as	ore,	minerals	or	weapons.	The	smallest	class	of	cargo	ships,	Tech	1	Haulers,	are	lightly	defended	and	fly	mostly	among	high	security	systems.	Tech
1:	 Iteron	Mark	V,	 Badger,	 Mammoth	Tech	2	haulers	are	divided	between	Blockade	Runners,	which	are	fast	and	can	cloak	for	stealth	in	dangerous	space,	and	Deep	Space	Transports,	which	have	stronger	defenses.	Each	empire	faction	has	one	of	each	kind	of	Tech	2	hauler.	Freighters	Main	article:	Freighters	Freighters	are	the	largest	cargo	ships	in
EVE.	These	slow-moving	hulks	have	no	high	or	medium	equipment	slots	and	depend	entirely	on	their	massive	hulls	for	defense.	In	general,	if	you	can	package	an	item,	you	can	fit	it	into	the	cargo	hold	of	a	Tech	1	freighter.	Tech	1:	 Charon,	 Fenrir,	 Obelisk,	 Providence	Tech	2	freighters	are	called	Jump	Freighters.	They	have	smaller	cargo	bays	than
Tech	1	freighters	but	can	use	both	jump	gates	and	cynosural	fields.	The	latter	makes	them	especially	useful	in	null	sec.	Tech	2	(Jump	Freighters):	 Anshar,	 Ark,	 Rhea,	 Nomad	Miners	While	not	intended	for	combat,	ships	bonused	for	mining	can	mount	light	weapons	or	carry	drones	suitable	for	defense	against	belt	pirates.	Tech	1:	 Venture	The	Mining
Barges	are	usually	the	next	step	in	the	mining	profession.	Each	of	the	three	is	bonused	for	a	specific	use	in	asteroid	mining.	Tech	1:	 Retriever,	 Covetor,	 Procurer	The	Exhumers	are	the	top	of	the	line	in	specialized	ore	extractors.	As	with	the	Mining	Barges,	each	is	bonused	for	a	specific	use.	Tech	2:	 Hulk,	 Skiff,	 Mackinaw	The	Expedition	Frigates
specialize	in	ice	and	gas	harvesting.	Tech	2:	 Prospect,	 Endurance	Specialty	Ships	 Porpoise:	The	Porpoise	is	a	mining	command	ship,	bringing	a	larger	cargo	bay	than	other	mining	ships	and	the	ability	to	improve	the	mining	speeds	of	nearby	allies.	 Orca:	The	big	brother	of	the	Porpoise,	a	much	larger,	more	capable,	and	more	resilient	mining
command	platform,	which	also	features	an	enormous	cargo	bay	that	lets	it	also	act	as	a	hauling	ship.	 Noctis:	The	final	word	in	salvaging,	able	to	fit	up	to	8	high-power	salvagers	or	long-range	tractor	beams.	 Rorqual:	The	Capital	Industrial	Ship,	the	dreadnought	and	carrier	of	mining,	and	the	final	word	in	mining	command.	Extremely	capable	at
mining,	mining	fleet	support,	defensive	combat,	and	cargo	hauling.	Cannot	be	used	in	high-security	space,	very	powerful	in	low-	and	null-security	space.	Sisters	of	EVE:	the	three	SOE	ships	(Astero,	Stratios,	Nestor)	are	optimized	for	exploration.	Each	is	bonused	for	scanning	and	hacking,	and	each	has	sufficient	combat	strength	to	either	run	PvE
combat	sites	or	hunt	other	exploration	ships.	They	require	both	Amarr	and	Gallente	spaceship	skills,	and	to	be	used	effectively	they	require	solid	scanning,	drone	skills,	and	armor	skills.	Nestor	has	also	a	very	distinct	niche	in	game	as	a	logistics	battleship,	that	is	used	in	a	small	fleet	activities.	A	lot	of	fans	produced	images	and	videos	to	better	show
us	non-creative	mortal	people	the	size	of	the	ships	in	EVE	Online.Here	is	a	popular	image	depicting	every	EVE	ship	compared	to	one	another.	It's	and	old	image:	some	recent	ships	may	be	missing.Not	happy	with	the	one	above,	another	fella	put	EVE	Online,	Star	Wars,	Star	Trek,	Warhammer	ships	in	one	huge	image.What	about	comparing	EVE	ships
to	an	Earth	landscape?	Somebody	asked	himself	that	question	and	merged	3D	ship	models	with	Google	Earth.	If	you	scroll	down	the	page,	you	can	also	see	some	ships	floating	above	Chicago.Enough	images!	Enter	videos.	A	fan	imported	various	ship	models	into	Maya	and	made	this	wonderful	video:Someone	saw	that	video,	liked	the	idea,	and	made	an
even	better	one.	Again:	ships	over	a	city:	Copyright	©	2006-2025,	Chribba	-	OMG	Labs.	All	Rights	Reserved.	-	perf	0,02s,	ref	20250714/0428EVE-Online™	and	Eve	imagery	©	CCP.bitcoin:	1CHRiBBArqpw5Yz7x5KS2RRtN5ubEn5gF	When	you	hear	about	EVE	Online	ships	and	their	power	and	size,	you	typically	hear	about	them	in	DPS,	EHP,	their	mass
and	their	length.	While	these	make	it	easier	to	comprehend,	it	is	still	hard	to	imagine	and	compare	their	size	and	power.	There	is	no	in	game	representation	that	shows	the	power	and	size	of	EVE	Online’s	ships	and	stations,	but	using	the	data	given	in-game,	we	can	compare	and	represent	the	scale	of	EVE	Online’s	technology.	I	will	start	off	with	DPS
and	EHP	in	terms	of	energy.	Now	EHP	and	DPS	are	the	standard	units	we	use	to	determine	what	a	ship	is	capable	of	in	game.	These	are	the	most	important	units	when	it	comes	to	fitting,	but	there	is	no	standard	conversion	for	what	DPS	or	EHP	means	in	terms	of	actual	energy	and	what	it	looks	like	in	real	life.	In	order	to	find	out	what	one	DPS	or
EHP	means	in	terms	of	energy,	we	need	to	look	at	the	energy	value	for	weapons	and	convert	them.	Lasers	are	the	perfect	example	because	there	is	no	ammo	which	can	hold	extra	energy,	only	crystals	which	act	like	a	funnel	of	sorts,	which	takes	the	energy	and	focuses	it	in	a	beam,	kinda	like	a	magnifying	glass	on	ants.	The	funnels	aka	crystals	don’t
hold	or	add	energy	into	the	system,	and	if	they	do	its	a	finite	amount,	which	makes	laser	or	energy	weapons	the	best	conversion.	For	this	example,	I	will	use	the	Dual	Giga	Pulse	Laser	II,	which	has	a	base	value	(without	skills	or	bonuses)	energy	usage	of	320	GigaJoules	per	shot	and	does	a	volley	of	16393	damage.	If	we	subtract	the	bonus	from	the	ship
itself	(180%)	then	you	have	a	volley	damage	of	4554	damage.	If	we	divide	volley	damage	by	energy	usage	you	get	14.23	damage	per	Gj.	Without	resistances,	one	Gj	is	equal	to	14.23	EHP	or	damage.	So,	one	shot	from	one	capital	laser	weapon	is	close	to	76.5	tons	of	tnt.	That	is	a	little	more	than	¾	the	energy	of	this	explosion	from	one	shot.	An	easier
conversion	to	understand,	is	that	one	EHP	or	damage	is	worth	about	1	hand	grenade	in	energy.	So,	what	about	the	most	powerful	ship	weapon	in	the	game?	Doomsday	devices	do	1.5	million	damage,	so	converted	to	Gj,	from	there	converted	to	TNT,	you	get	a	little	over	25	kilotons	of	TNT.	To	compare,	the	Hiroshima	A-Bomb	was	around	15	kilotons,
and	the	Nagasaki	bomb	was	around	21	kilotons.	So,	if	you	are	getting	hit	by	a	doomsday	from	a	titan,	then	you	are	either	dying	too	or	surviving	more	energy	than	a	nuclear	bomb.	Now	that	the	true	power	of	New	Eden’s	weapons	are	realized,	now	we	can	understand	how	much	of	a	beating	these	ships	can	handle.	Recent	titan	deaths	show	4-9	million
damage	taken	before	deaths,	which	is	multiple	nuclear	explosions	taken	and	survived.	Even	some	dreadnoughts	in	WH	space	have	tanked	multiple	millions	of	EHP.	The	technology	of	EVE	Online’s	ships	allow	them	to	take	tons	of	damage	and	keep	working	like	they	are	supposed	to	work.	When	it	comes	to	size	and	scale,	EVE	Online’s	ships	and	stations
are	truly	massive.	Not	only	can	they	be	extremely	long,	up	to	kilometers	in	length,	but	also	they	are	tall.	Since	they	are	in	space	and	they	do	not	have	size	limitations	like	our	real	life	vehicles	to	float	or	fly,	they	can	be	a	infinite	weight	and	size,	and	the	only	limitations	are	the	materials	and	what	the	designer	of	the	ship	or	station	wishes	to	achieve.	The
largest	ships	currently	in	existence	in	the	New	Eden	are	the	titans,	which	can	be	up	to	18km	long	and	several	kilometers	tall,	and	having	masses	of	up	to	2.4	billion	kilograms.	To	help	comprehend,	it	would	take	almost	4	hours	to	walk	the	length	of	a	Ragnarok	class	titan,	and	weighs	about	half	as	much	as	one	of	the	great	pyramids	of	giza,	which	are
the	third	heaviest	objects	ever	created	by	mankind.	Those	measurements	are	without	fittings,	and	these	massive	warships	have	weapons	the	size	of	buildings,	and	typical	fits	for	armor	titans	have	multiple	layers	of	25000mm	plates,	which	means	that	if	you	jumped	off	the	edge	of	the	armor	plate	and	fell	to	the	hull,	you	would	fall	25-75	meters	and	you
would	effectively	fall	to	your	death	just	from	armor	plates.	While	these	numbers	are	insane,	it	is	not	even	the	most	impressive	feats	pulled	off	in	New	Eden’s	history.	Stations	are	much	bigger,	with	the	largest	being	the	Keepstar	class	citadel,	which	is	hundreds	of	kilometers	long	and	tall,	and	hold	millions	of	residents	along	with	thousands	of	ships.
These	are	stations	the	size	of	entire	countries,	and	if	one	appeared	on	top	of	the	state	of	New	York,	it	would	look	something	like	this:	While	the	keepstar	would	be	the	heaviest	and	largest	object	ever	created	by	humanity,	there	are	some	even	more	impressive	ships	that	were	created,	and	since	destroyed,	in	New	Edens	past.	The	Iapetan	class	titans
were	the	largest	ships,	and	maybe	even	the	largest	things,	ever	created	by	humanity.	According	to	some	old	reddit	post,	using	the	pixels	in	pictures	and	comparisons	of	the	old	ships,	they	were	up	to	516km	in	length	and	157km	in	height.	These	ships	carried	entire	planet	sized	populations	on	them,	they	would	need	an	entire	planet	to	be	destroyed	to
provide	enough	material	to	build	them.	These	ships	had	enough	power	to	destroy	planets	or	entire	solar	systems	according	to	lore.	These	ships	were	either	destroyed,	deconstructed	out	of	fear	of	mutually	assured	destruction	from	the	other	empires,	or	in	the	case	of	the	Gallente	titan,	stolen	by	the	serpentis,	which	is	supposedly	still	around	today,
hidden	somewhere	in	space.	So,	EVE	Online’s	ships	and	stations	are	extremely	massive	and	powerful,	and	have	a	much	larger	effect	then	what	it	seems	when	you	are	controlling	these	massive	ships	in	massive	fleets	and	battles.	The	game	does	a	good	job	at	making	you	feel	small	and	insignificant	compared	to	other	games,	but	in	truth	you	are	wielding
the	power	of	entire	militaries	when	you	control	your	ships.	So,	next	time	you	are	in	space,	remember	what	you	are	actually	controlling,	because	it	will	surely	change	your	outlook	on	the	game.	Hey	hi!	I’m	trying	to	put	together	a	spreadsheet	of	how	big	EVE’s	ships	are,	but	there	are	a	bunch	that	I	cannot	seem	to	find	any	information	on	anywhere.	I
know	there	were	a	couple	images	produced	a	while	ago	that	listed	many	ships	from	the	four	main	factions,	but	I	can’t	find	any	information	for	example	on	the	unique	ships	used	by	the	Sisters	of	EVE.	Does	anyone	have	any	sort	of	information	that	could	be	useful?	I	suppose	I	could	just	compare	to	something	on	one	of	those	old	pictures	but	that’d	be
approximate	at	best.	The	overview	has	the	size	of	each	item	in	meters	in	the	far	right	hand	column.	When	you	measure	boats	and	ships,	it	is	a	natural	standard	to	go	lengthwise	(bow	to	aft).	1	Like	The	ships	are	as	big	as	your	monitor	or	flatscreen.	When	I	zoom	out	completely	the	ship	is	as	big	as	a	mosquito	and	when	I	zoom	in	it’s	about	90	inches
from	bow	to	stern.	1	Like	Carnaxus	Zal'gorr:	Ingame	overview?	Here	are	some	visuals;	Overview	According	to	the	overview	a	Venture	is	82	meters.	A	regulation	FIFA	football	(aka	soccer)	pitch	is	105	x	68	meters.	My	venture	would	hog	up	the	field.	They	sure	do	look	a	lot	smaller	in	outer	space.	Fly	safe!	o7	2	Likes	That	size	column	is	not	correct,
however.	It	tells	me	that	an	Azbel	is	170	km	big,	which	is	not	the	case.	The	Azbel’s	long	axis	is	only	87	km.	And	an	Ansiblex	is	not	26	km	but	14	km.	Likewise,	if	the	Size	column	tells	you	that	a	Venture	is	82	m,	it’s	also	incorrect	because	the	actual	long	axis	of	the	Venture	is	actually	133	m.	Overall,	size	measurements	in	EVE	are	extremely	wonky	and
weird.	The	ship	3d	preview	that	you	open	via	clicking	on	the	object	image	in	the	Show	Info	window	has	the	sort	of	most	accurate	length	measurements.	Fifie	Brindacier:	The	ships	are	as	big	as	your	monitor	or	flatscreen.	When	I	zoom	out	completely	the	ship	is	as	big	as	a	mosquito	and	when	I	zoom	in	it’s	about	90	inches	from	bow	to	stern.	With	that
logic,	George	Clooney	is	about	12	inches	tall	in	Ocean’s	Eleven.	@Dyver_Phycad	sounds	like	some	one	needs	to	work	on	their	database?	I	don’t	think	I	would	care	for	my	bank	telling	me	I	have	somewhere	between	1,200	to	4,300	dollars	in	my	checking	account.	Then	giving	me	a	shrug	and	saying,	what	does	it	matter	anyway?	2	Likes	Skylar	Cloud:
With	that	logic,	George	Clooney	is	about	12	inches	tall	in	Ocean’s	Eleven	Haha!	Depends	on	your	screen.	He’s	about	25-30	inches	on	my	tv	depending	if	it’s	a	wide	shot	or	close-up.	Sometimes	they	have	a	big	head	though	I	think	that	size	column	might	be	measuring	the	collision	box	of	an	object.	If	that	is	the	case,	the	170	km	size	of	the	Azbel	makes
sense	because	of	the	huge	docking	sphere	(although	I	believe	it’s	not	that	big	).	However,	that	would	not	explain	why	the	Venture	has	a	smaller	collision	sphere	than	its	long	axis.	I	just	happened	to	look	at	a	Porpoise	and	this	mismatch	between	Size	column	and	Long	Axis	value	matches	sort	of	to	describe	the	collision	box	bubble	3D	model	difference
because	the	Porp	has	a	very	tightly	fitting	shield	bubble	around	it.	Could	the	value	in	the	overview	column	be	the	signature	radius	perhaps?	It	would	make	sense	to	have	that	value	in	the	overview,	as	signature	radius,	together	with	other	values	in	the	oveview	like	velocity,	distance,	angular	velocity	are	all	relevant	for	damage	calculations.	The	actual
size	of	ships	is	much	less	relevant	for	gameplay,	but	can	be	found	when	you	click	the	icon	of	the	ship	in	the	ship	info	window.	1	Like	Size	in	the	overview	indeed	is	related	to	the	signature	size,	not	the	actual	size.	Imagine	it	as	an	electromagnetic/heat/gravitational/whatever	source	your	sensors	can	track	and	lock	on.	The	bigger,	the	faster	to	lock.	You
can	look	at	people	before	and	while	using	the	MWD	for	example	-	MWD	usage	increases	signature.	You	should	see	the	size	column	jump	up.	I	always	look	at	the	preview,	which	afaik	gives	the	actual	size/length.	3	Likes	A	Titan	is	around	3	inches	long,	so	thatll	help	scale	the	others	1	Like	Make	sense,	but	then	the	column	name	is	very	unintuitive.	There
is	no	Size	attribute	and	if	relates	to	Sig	Radius,	it	should	have	that	name	so	that	people	can	clearly	connect	the	dots.	On	the	other	hand:	The	Azbel	sig	radius	is	100	km	according	to	the	Show	Info	and	there	are	no	modules	that	increase	sig	radius	of	an	Upwell	structure	as	far	as	I	know.	If	this	column	indeed	refers	to	Sig	Radius,	it’s	potentially	broken
for	that,	too.	Ramona	McCandless:	A	Titan	is	around	3	inches	long,	so	thatll	help	scale	the	others.	Sounds	like	something	guys	would	say	lol	This	topic	was	automatically	closed	90	days	after	the	last	reply.	New	replies	are	no	longer	allowed.	EVE	Online	Ships	is	a	comprehensive	database	of	ships	from	the	EVE	Online	MMORPG.	This	community	is
private	and	only	approved	members	can	view	and	take	part	in	its	discussions.	Skip	to	content	This	comparison	chart	shows	the	vast	selection	of	ships	available	to	the	players	in	EVE	Online.	Spaceships	in	the	science	fiction	massively	multiplayer	online	game	EVE	Online	are	organized	into	a	variety	of	size	classes,	with	each	class	covering	a	wide	variety
of	ships	in	their	own	categories.	Some	of	the	newer	vessels	in	the	EVE	universe	are	massive	in	proportion	to	other	ships,	such	as	the	Titan.	Ship	Characteristics[]	Each	spaceship	within	the	EVE	universe	has	a	different	set	of	Characteristics	and	can	be	fitted	with	different	combinations	of	modules	subject	to	their	fitting	requirements.Ship
characteristics	include:	Module	slots	(high,	mid	and	low,	see	below)	Power	grid	CPU	Capacitor	size	and	recharge	rate	Shield	hitpoints,	recharge	rate	and	resistances	Armor	hitpoints	and	resistances	Structure	hitpoints	Velocity	and	agility	Targeting	range	and	maximum	number	of	targets	Signature	radius	Cargo	Bay	size	Drone	Bay	size	Sensor	strength
and	resolution.	With	the	notable	exception	of	module	slots,	almost	all	of	these	characteristics	may	be	further	modified	by	modules	and	skills.	In	many	cases,	there	is	one	skill	pertaining	to	a	certain	aspect	that	will	affect	every	ship	the	player	pilots	(the	Engineering	skill	increases	the	ship's	total	power	grid,	for	example),	but	some	characteristics,	such
as	drone	bay	size,	are	generally	fixed,	with	only	a	few	ships	receiving	bonuses	to	them	(e.g.	each	level	in	the	Assault	Ships	skill	will	increase	the	size	of	the	Ishkur	assault	frigate's	drone	bay	by	5m³).	Module	Slots[]	Modules	can	be	fitted	into	high	slots,	mid	slots	and	low	slots.	High	slots	are	further	limited	by	the	number	of	hardpoints	(turret	or
launcher)	each	ship	has.Turret	hardpoints	are	used	to	fit	guns	(projectile	or	hybrid),	energy	lasers	and	mining	lasers	while	launcher	hardpoints	are	used	to	fit	missile	or	rocket	launchers.	In	addition	there	are	modules	that	fit	into	high	slots	that	don’t	require	hardpoints	such	as	cloaking	devices,	and	energy	vampires.	Mid	slots	can	be	used	for
propulsion	modules,	electronic	warfare	modules,	shield	extenders,	hardeners	and	boosters,	and	capacitor	boosters.	Low	slots	can	be	used	for	additional	armor,	repairers,	cargo	expanders	and	weapon	assistance	modules.	Standard	Frigates	have	between	6	and	10	module	slots	with	2-4	high,	1-4	mid	and	1-4	low.	Standard	Destroyers	have	13	module
slots	with	8	high,	1-4	mid	and	1-4	low.	Standard	Cruisers	have	between	11	and	15	module	slots	with	4-6	high,	2-6	mid,	and	2-6	low.	Standard	Battlecruisers	have	16	or	17	module	slots	with	6-8	high,	3-5	mid	and	4-6	low.	Standard	Battleships	have	18	or	19	module	slots	with	6-8	high,	3-8	mid	and	4-8	low.	Standard	Industrial	Ships	have	between	5	and
12	module	slots	with	1-2	high,	2-5	mid	and	2-5	low.	Standard	Mining	Barges	have	between	4	and	6	module	slots	with	1-3	high,	1	mid	and	2	low.	Faction	and	Tech	II	ships	typically	have	more	module	slots	than	their	Tech	I	counterparts.	Example:	The	Bantam	frigate	has	2	high	slots	both	turret	hardpoints	with	no	launcher	hardpoints,	along	with	2	mid
slots	and	2	low	slots.The	Scorpion	battleship	has	6	high	slots	including	4	turret	hardpoints	and	4	launcher	hardpoints,	along	with	8	mid	slots	and	4	low	slots.	Racial	Distinctions[]	Each	of	the	four	playable	races	in	EVE	Online	have	individual	categories	in	each	of	the	ship	classes.	The	only	exception	is	the	mining	barges,	which	are	common	to	all	four
races.	For	example,	there	are	four	shuttles	available	in	the	game	-	Caldari,	Gallente,	Amarr	and	Minmatar	-	which	are	the	same	in	terms	of	performance	but	differ	in	appearance.	In	addition	to	these	four	basic	factions,	there	are	rare	NPC	faction	items/ships	available	which	typically	have	better	attributes	than	their	playable	faction	equivalents.	The
ships	in	each	faction	reflect	the	aesthetic	and	military	philosophies	the	developers	have	chosen	to	associate	with	that	faction	and	require	a	different	set	of	skills	to	use	(apart	from	shuttles).	Ships	can	be	flown	by	any	player	irrespective	of	race,	as	long	as	the	required	skills	are	cross-trained,	which	is	easy	to	do.	Caldari[]	Caldari	ships	typically	rely	on
their	shields	for	protection.	They	lean	heavily	towards	missiles	and	railguns	in	offense,	and	thus	do	primarily	kinetic	damage.	While	missiles	have	the	advantage	of	being	able	to	deal	all	damage	types,	Caldari	ships	tend	to	receive	bonuses	to	kinetic	damage,	and	thus	favour	that	damage	type	for	both	of	their	main	weapon	systems.	The	Caldari	are	also
noted	for	fielding	dedicated	Electronic	Warfare	vessels	(The	Griffin	frigate,	the	Blackbird	cruiser,	the	Rook	recon	ship,	and	the	Scorpion	battleship).	Aesthetically,	they	lean	towards	asymmetrical	geometric	designs,	and	have	a	tendency	to	name	their	ships	after	animals,	especially	birds.	Some	of	the	more	high-tech	ships	are	also	named	after
mythological	creatures,	such	as	the	Phoenix	class	dreadnought,	or	the	Leviathan	titan.	Their	hulls	are	typically	coloured	bare	gunmetal,	usually	with	bands	of	red	paint	around	key	components	such	as	the	engines,	and	flashing	running	lights.	Gallente[]	Gallente	ships	prefer	to	"armor	tank"	when	on	the	defensive,	while	typically	attacking	with	blasters
and	combat	drones.	Also,	Gallente	ships	have	the	strongest	structures	out	of	the	4	races.	Many	Gallente	ships	are	specialized	droneships	with	bonuses	to	drone	damage,	range,	carrying	capacity,	or	a	combination	thereof,	such	as	the	Ishkur	assault	ship,	the	Vexor	class	cruiser,	the	Ishtar	heavy	assault	ship,	the	Myrmidon	battlecruiser,	and	the	Dominix
battleship.	Aesthetically,	they	are	considerably	more	colourful	than	Caldari	vessels,	with	the	Gallente	design	ethic	preferring	smooth,	curving	lines	that	often	give	them	a	somewhat	organic	appearance.	Gallente	ships	are	most	often	dull	metallic	colors	ranging	from	silver	through	bronze	to	verdigris,	and	are	sometimes	named	for	figures	out	of	cultural
mythologies	(Ishkur,	Ishtar,	Enyo),	or	are	named	in	Latin	(Thorax,	Navitas,	Incursus).	Amarr[]	The	Amarr	design	ethic	is	straightforward:	they	favour	ships	with	thick,	durable	armor,	employing	laser	weapons.	Where	the	other	races	tend	to	field	at	least	one	ship	with	an	alternative	mission	profile	(especially	in	their	cruiser	classes),	the	Amarrians
rarely	venture	far	from	this	core	design	principle.	While	this	inflexibility	can	make	Amarrian	ship	tactics	predictable	and	easily	countered,	the	approach	remains	popular	as	it	is	relatively	uncomplicated,	and	still	produces	good	results.	Their	ships	are	split	into	two	general	categories:	damage-oriented	ships	and	armor-oriented	ships.	The	Retribution
assault	ship,	the	Omen	cruiser,	the	Zealot	heavy	assault	ship,	and	the	Armageddon	battleship	all	have	one	or	more	damage	or	rate	of	fire	bonuses	and	focus	on	raw	laser	damage.	The	Punisher	frigate,	Maller	cruiser,	Sacrilege	heavy	assault	ship,	and	Apocalypse	and	Abbadon	battleships	focus	on	the	ability	to	tank	damage.	As	the	Amarr	are	a	large
empire	under	the	control	of	many	different	families,	they	also	have	other	design	philosophies	in	addition	to	their	two	main	ones.	For	example,	the	Arbitrator,	Curse,	and	Pilgrim	are	all	armor-tanking	droneships,	while	the	Vengeance	and	Sacrilege	are	hybrid	laser/missile	ships.	Aesthetically	the	Amarr	appear	to	borrow	from	Art	Deco,	with	a	tendency
to	the	ornate,	favouring	curved	golden	hulls,	often	inscribed	with	iconography	relating	to	the	Amarrian	religion.	Symmetry	is	a	common	design	element	in	vessels	of	Ammarian	construction.	Amarr	ship	names	are	often	associated	with	religious	terms	and	names,	such	as	the	Armageddon	and	Apocalypse	battleships,	the	Avatar	titan	and	the	Omen
cruiser.	Minmatar[]	Minmatar	ships	have	a	distinctive	haphazard	or	"junky"	design	that	has	divided	the	EVE	community	-	while	many	people	revile	the	crude	appearance	of	Minmatar	ships	next	to	the	more	solid	structures	of	the	other	races,	a	lot	of	other	players	adore	the	more	ramshackle,	utilitarian	design	of	Minmatar	vessels.	Because	of	this,	a
common	running	gag	in	the	EVE	Online	community	is	the	comparison	of	Minmatar	ships	to	junkyards,	or	saying	they	are	piles	of	scaffold	pole	held	together	by	duct	tape.	In	terms	of	combat	philosophy,	they	are	geared	towards	hit-and-run	combat	and	are	typically	the	fastest	ships	in	the	game.	Their	long-range	weapon	system,	the	artillery	projectile,
has	relatively	low	damage	over	time	but	an	extremely	powerful	single	strike,	making	it	ideal	for	fast	strikes.	Their	short	range	weapon	system	is	the	autocannon	and	has	a	lower	single	strike	damage	but	a	higher	rate	of	fire,	giving	it	a	higher	overall	damage	and	making	it	suitable	for	prolonged	combat.	Minmatar	ships	are	geared	towards	both	shield
and	armor	tanking,	depending	on	attributes	of	each	ship.	Minmatar	ships	are	viewed	by	some	as	skill-intensive	due	to	some	ships	being	geared	for	fitting	both	turrets	and	missile	bays.	Ship	names	include	animals	(the	Jaguar	and	Wolf	assault	ships),	blade	weapons	(the	Stiletto	interceptor,	the	Scythe	cruiser),	names	for	winds	(the	Tempest	and
Typhoon	battleships,	the	Cyclone	and	Hurricane	battlecruiser),	names	of	Norse	mythological	origin	(the	Hel	mothership,	the	Ragnarok	titan	with	its	Gjallarhorn	Doomsday	device,	the	Huginn	and	Muninn	elite	cruisers,	and	the	Naglfar	Dreadnought)	and	names	one	would	associate	with	violence	and	destruction	(the	Rupture	and	Stabber	cruisers).	Tech
I	Ships.[]	Shuttles[]	The	shuttle	is	the	smallest	ship	type.	It	is	very	agile,	very	fast,	and	very	cheap.	However,	shuttles	have	poor	defences,	they	cannot	be	fitted	with	modules,	and	they	only	carry	10	m³	of	cargo.	One	type	exists	for	each	of	the	four	major	factions,	with	no	difference	between	them	other	than	aesthetics.	They	are	primarily	used	in
scouting	duties	and	to	get	from	place	to	place	quickly,	and	they	are	the	only	ships	that	require	no	skills	to	use.	Frigates[]	A	category	of	ship	consisting	of	light	and	fast	but	comparatively	fragile	ships.	New	players	begin	flying	ships	of	this	class.	Each	race	has	a	broad	range	of	frigates,	each	with	a	differing	mission	profile.	In	general,	frigates	lack	the
durability	and	damage	output	of	the	larger	ship	classes,	which	have	on	average	3-4	guns	or	missile	launchers,	but	are	also	considerably	faster	and	harder	to	hit.	Being	cheap,	it	is	not	difficult	for	a	player	to	procure	a	frigate,	and	in	large	numbers,	frigates	can	become	quite	dangerous	to	larger	ship	classes.	An	experienced	player	with	the	correct
equipment	can	also	use	frigates	effectively	by	draining	power	from	larger	ships,	scrambling	their	warp	engines,	or	"webbing"	them	to	prevent	them	from	moving	(collectively	referred	to	as	"tackling").	This	allows	the	player's	allies	to	move	in	and	destroy	their	now-immobile	prey.	Between	five	and	six	frigate	types	exist	for	each	major	faction,	with	a
further	sizeable	number	of	special,	but	rarer,	ships	also	available.	:)	Examples:	the	Caldari	Kestrel	is	a	frigate	that,	while	unable	to	mount	guns,	is	able	to	mount	four	missile	launchers,	and	has	a	relatively	large	cargo	hold	compared	to	most	frigates.	By	contrast,	the	Amarr	Punisher	is	slow	for	a	frigate,	but	has	the	toughest	armor	of	any	Tech	I	frigate
in	the	game,	and	employs	several	laser	turrets.	Large	fleets	of	Tech	I	frigates	(10	or	more)	can	be	an	excellent	way	for	new	players	to	gang	up	and	fight	back	against	opponents	who	go	after	them	with	smaller	numbers	of	battleships	and	heavy	assault	cruisers.	Experienced	players	have	also	been	known	to	put	large	frigate	wings	to	good	use	as	a	cheap
alternative	to	larger,	more	costly	ships	(A	tier	3	frigate,	such	as	the	Caldari	Merlin	or	the	Minmatar	Rifter,	typically	sells	for	approximately	250	thousand	ISK	on	the	in-game	market	while	the	price	of	a	battleship	may	approach	100	million	ISK),	using	their	greater	resources	and	skills	to	outfit	the	frigates	with	the	best	equipment	and	weaponry.	This
tactic	has	become	less	common	with	the	advent	of	advanced	Tech	II	assault	frigates	and	interceptors,	however.	Frigates	by	Race	Amarr	Caldari	Gallente	Minmatar	Tormentor	Bantam	Navitas	Burst	Executioner	Condor	Atron	Slasher	Crucifier	Griffin	Maulus	Vigil	Heron	Imicus	Probe	Punisher	Merlin	Incursus	Rifter	Inquisitor	Kestrel	Tristan	Breacher
Destroyers[]	Designed	specifically	for	anti-frigate	warfare,	destroyers	have	a	+50%	range	bonus	to	small	turrets	and	typically	mount	eight	small,	light	and	accurate	weapons	that	are	designed	to	target	small	agile	targets,	but	are	incapable	of	dealing	significant	damage	to	larger	ship	classes.	However,	these	seven	to	eight	turret	slots	do	not	come
without	a	price.	Aside	from	it	being	difficult	to	fit	eight	of	the	most	powerful	weapons	in	their	size	category,	a	-25%	rate	of	fire	(RoF)	"bonus",	which	is	how	the	game	engine	handles	this	penalty,	is	attached	to	all	weapons	on	a	destroyer.	However,	having	50%	more	guns	than	most	frigates	outweighs	the	firing	rate	penalty.	Although	destroyers	excel	at
their	intended	purpose	of	taking	out	frigates,	they	fare	very	poorly	against	cruisers	and	battleships,	as	their	defences	simply	are	too	weak	to	survive	engagements	with	such	larger	ships.	Their	armor	and	shield	capabilities	barely	exceed	those	of	a	frigate,	yet	their	signature	radius	is	almost	on	the	level	of	a	cruiser,	meaning	they	are	hit	harder	and
more	easily	by	cruiser-	and	larger-sized	weaponry	than	frigates.	Destroyers	also	lack	the	capacity	to	mount	the	larger	guns	needed	to	effectively	damage	these	larger	classes	while	being	of	a	size	that	makes	them	relatively	easy	for	larger	ships	to	target,	rendering	destroyers	unpopular	choices	among	the	PvP	community,	although	when	fitted	with	tech
2	weaponry	they	have	proven	effective	at	"melting"	tech	2	assault	frigates	and	interceptors.	One	type	exists	for	each	major	faction.	Example:	The	Gallente	Catalyst	destroyer	has	a	significant	number	of	turret	mounts,	but	lacks	the	power	to	field	medium	or	large	sized	guns.	The	bonuses	it	provides	to	a	skilled	pilot	have	earned	it	a	reputation	as	a	ship
that	"never	misses".	In	contrast,	the	Caldari	Cormorant	grants	bonuses	to	range	instead	of	tracking,	making	it	ideal	for	picking	off	frigates	at	long	ranges	before	the	frigates	can	fire	back.	Destroyers	by	Race	Amarr	Caldari	Gallente	Minmatar	Coercer	Cormorant	Catalyst	Thrasher	Cruisers[]	Medium-sized	vessels	designed	to	perform	a	broad	variety	of
functions.	Cruisers	are	larger	and	slower	than	frigates	or	destroyers,	but	are	significantly	more	durable.	In	many	cases,	they	can	mount	fewer	weapons	than	a	destroyer,	4-5	weapons	instead	of	8,	but	their	power	systems	allow	them	to	field	larger,	more	damaging	medium-sized	weaponry.	Cruisers	come	with	a	broad	variety	of	mission	profiles,	and
while	some	excel	at	combat,	others	are	better	suited	to	more	peaceful	roles,	such	as	cargo	transport	and	mining.	Four	basic	types	exist	for	each	major	faction.	Examples:	the	Caldari	Osprey	is	designed	as	a	mining	vessel,	and	grants	bonuses	to	players	who	use	it	for	this	purpose.	It	is,	however,	a	somewhat	ineffective	combat	vessel,	relative	to	other
cruisers.	By	contrast,	the	Gallente	Thorax	is	designed	to	be	mounted	with	powerful	yet	short-ranged	blasters	to	engage	the	enemy	at	short	range,	where	it	can	also	effectively	deploy	combat	drones.	Cruisers	are	relatively	cheap	(typically	costing	between	three	million	and	eight	million	ISK),	and	can	prove	very	effective	in	groups.	Cruisers	by	Race
Amarr	Caldari	Gallente	Minmatar	Arbitrator	Blackbird	Celestis	Bellicose	Augoror	Osprey	Exequror	Scythe	Maller	Moa	Thorax	Rupture	Omen	Caracal	Vexor	Stabber	Industrial	Ships[]	Industrial	ships	are	designed	for	cargo	transport.	They	are	large,	slow,	and	almost	completely	defenceless,	but	have	far	larger	cargo	holds	than	most	other	ship	classes.
Industrial	ships	are	not	intended	for	combat,	and	usually	require	armed	escorts	when	in	dangerous	low	security	systems.	It	should	be	noted	that	the	slot	layout	of	most	industrials	allow	for	somewhat	sneaky	ambush	tactics.	The	EVE	Online	forums	are	usually	the	first	place	a	triumphant	Industrial	pilot	will	post	when	he's	managed	to	drive	off	or
destroy	a	marauding	pirate's	interceptor,	much	to	the	embarrassment	of	the	pirate.	Between	two	and	five	types	exist	for	each	major	faction.	Examples:	The	Gallente	Iteron	series	consists	of	five	ships,	each	with	a	larger	capacity	than	the	last.	The	Iteron	Mark	V	has	the	largest	basic	cargo	capacity	of	any	Industrial	ship,	but	requires	the	player	to	invest
substantial	time	in	skill	training	before	it	can	be	flown.	In	contrast,	the	Amarr	Bestower	has	a	lesser	cargo	capacity,	but	is	also	considerably	less	skill	intensive.	Industrial	Ships	by	Race	Amarr	Caldari	Gallente	Minmatar	Sigil	Badger	Iteron	Wreathe	Bestower	Badger	Mark	II	Iteron	Mark	II	Hoarder	Iteron	Mark	III	Mammoth	Iteron	Mark	IV	Iteron	Mark
V	Battlecruisers[]	Falling	between	cruisers	and	battleships,	battlecruisers	are,	as	their	name	would	suggest,	mostly	designed	with	combat	in	mind.	They	also	serve	the	role	of	fleet	command	in	small	scale	engagements	due	to	the	bonuses	they	have	for	the	fitting	of	gang	assist	modules,	which	boost	the	offensive	and	defensive	capabilities	of	the	fleet
they	are	attached	to.	They	are	capable	of	a	slightly	larger	damage	output	than	a	cruiser,	with	7-8	(with	the	exception	of	the	myrmidon,	having	6,	but	a	large	drone	bay)	weapons	as	opposed	to	the	4-5	on	a	cruiser.	They	are	also	able	to	take	much	more	damage	than	a	cruiser	alone	can	take.	In	many	senses,	battlecruisers	are	to	cruisers	as	destroyers
are	to	frigates,	except	that	battlecruisers	are	significantly	more	popular	than	destroyers.	As	compared	to	cruisers,	their	major	disadvantage	other	than	their	considerably	higher	price	is	their	larger	signature	radius	and	decreased	maneuverability.	It	is	much	easier	for	a	battleship's	large	guns	to	hit	a	battlecruiser	than	a	cruiser	due	to	their	increased
size.	Additionally,	battlecruisers	maneuver	more	slowly	than	cruisers,	even	turning	more	slowly	than	battleships	in	certain	circumstances.	Two	standard	battlecruiser	types	exist	for	each	race,	the	Harbinger,	Drake,	Myrmidon	and	Hurricane	having	been	released	in	the	Revelations	expansion	near	the	end	of	2006	(this	expansion	also	improved	the
agility	of	all	existing	battlecruisers).	Examples:	The	Caldari	Ferox	relies	on	strong	shields	to	ward	off	damage,	and	is	designed	to	mount	a	combination	of	long-ranged	rail	guns	and	missile	launchers.	The	Amarrian	Prophecy,	on	the	other	hand,	relies	on	durable	armor	plating	and	batteries	of	laser	guns.	Battlecruisers	by	Race	Amarr	Caldari	Gallente
Minmatar	Prophecy	Ferox	Brutix	Cyclone	Harbinger	Drake	Myrmidon	Hurricane	Oracle	Naga	Talos	Tornado	Worth	noting	is	that	battlecruisers	are	the	only	shipclass	besides	carriers,	motherships	and	titans	that	can	effectively	fit	warfare	link	modules	thus	giving	sometimes	50%	bonus	to	the	gang	in	a	special	area.	Often	a	player	will	train	warfare	link
modules	if	they	are	on	the	path	to	the	Tech	II	battlecruiser	variants,	the	Command	Ships,	which	get	an	effectiveness	bonus	to	specific	types	of	warfare	links	depending	on	race.	Battleships[]	Battleships	are	a	fleet	mainstay,	and	most	experienced	players	will	own	at	least	one.	Although	they	are	slower	than	even	battlecruisers,	they	are	significantly
more	durable,	and	can	mount	impressive	firepower	in	the	form	of	large-size	weaponry,	and	typically	6-8	weapons.	Three	types	of	standard	battleship	exist	for	every	race,	the	Rokh,	Abaddon,	Hyperion	and	Maelstrom	having	recently	released	in	the	Revelations	expansion.	Examples:	The	Gallente	Dominix	is	well	known	for	setups	using	energy	vampire
modules	and	powerful	drones.	The	Amarr	Apocalypse,	like	all	Amarr	ships,	relies	on	durable	armor	to	weather	damage,	and	is	designed	to	deploy	large	numbers	of	damaging	laser	turret	weapons.	Battleships	by	Race	Amarr	Caldari	Gallente	Minmatar	Armageddon	Scorpion	Dominix	Typhoon	Apocalypse	Raven	Megathron	Tempest	Abaddon	Rokh
Hyperion	Maelstrom	Mining	Barges[]	Designed	specifically	for	the	purpose	of	mining,	unlike	other	ships,	mining	barges	are	not	race-specific,	as	their	design	originates	with	the	NPC	Corporation	"ORE".	Mining	barges	are	effectively	unarmed,	though	their	large	drone	bays	(presumably	originally	intended	for	deploying	mining	drones)	allow	them	to
deploy	up	to	five	combat	drones	that	provide	adequate	defence	in	high-security	systems.	It	would	be	very	unwise	for	a	player	to	mine	in	a	low	security	system	in	a	mining	barge	without	a	well-armed	escort.	Mining	Barges	(along	with	their	Tech	II	Exhumer	counterparts)	are	also	unique	in	that	they	are	the	only	ships	able	to	fit	high-powered	strip
mining	modules	and	ice	miners.	Example:	The	Covetor	is	the	most	effective	Tech	I	mining	ship	in	the	EVE	Universe.	It	can	fit	three	strip	miners,	which	can	mine	20-30%	more	than	the	Apocalypse	and	Rokh,	the	2	best	non-barge	Tech	I	shipsfor	mining.	Mining	Barges	ORE	Procurer	Retriever	Covetor	Faction	Ships[]	These	are	ships	that	are	specific	and
unique	to	certain	NPC	(pirate,	or	other	major)	factions.	Only	frigate,	cruiser,	and	battleship	faction	ships	exist	at	this	time.	These	ships	are	considerably	better	than	their	tech	I	counterparts,	though	not	necessarily	better	than	Tech	II	ships.	However,	they	do	not	have	nearly	as	high	skill	requirements	as	Tech	II	vessels.	Tech	II	battleships	do	not	exist,
thus	leaving	faction	battleships	as	the	most	powerful	vessels	of	this	class.	The	only	in	game	source	for	Faction	Ships	and	their	Blueprints	are	Agents,	Faction	Spawns	and	Complexes.	Due	to	this,	faction	vessels	are	relatively	rare,	with	some	more	common	than	others.	This	often	leaves	Faction	ships	significantly	more	expensive	than	Tech	II	vessels.
Example:	The	Caldari	Navy	Issue	Raven	(CNR)	is	considered	the	most	powerful	missile	boat	easily	found	on	the	market	with	seven	Launcher	hardpoints.	The	CNR	also	has	impressive	shields	and	armor,	making	it	a	favorite	for	running	high	level	missions.	Many	faction	battleships	cost	up	to	a	billion	ISK	(approximately	as	much	as	a	carrier)	Faction
Frigates	Ship	Name	Faction	Hull	Amarr	Navy	Slicer	Amarr	Navy	Executioner	Caldari	Navy	Hookbill	Caldari	Navy	Unique	Cruor	Blood	Raiders	Unique	Daredevil	Serpentis	Unique	Dramiel	Arch	Angels	Unique	Gallente	Navy	Comet	Gallente	Navy	Unique	Republic	Fleet	Firetail	Minmatar	Fleet	Unique	Succubus	Sansha	Unique	Worm	Guristas	Merlin
Faction	Cruisers	Ship	Name	Faction	Hull	Ashimmu	Blood	Raider	Unique	Augoror	Navy	Issue	Amarr	Navy	Augoror	Caracal	Navy	Issue	Caldari	Navy	Caracal	Cynabal	Arch	Angels	Unique	Gila	Guristas	Moa	Stabber	Fleet	Issue	Minmatar	Fleet	Stabber	Phantasm	Sansha	Unique	Vexor	Navy	Issue	Gallente	Navy	Vexor	Vigilant	Serpentis	Thorax	Faction
Battleships	Ship	Name	Faction	Hull	Apocalypse	Navy	Issue	Amarr	Navy	Apocalypse	Bhaalgorn	Blood	Raider	Armageddon	Machariel	Arch	Angels	Unique	Megathron	Navy	Issue	Gallente	Navy	Megathron	Nightmare	Sansha	Unique	Rattlesnake	Guristas	Scorpion	Raven	Navy	Issue	Caldari	Navy	Raven	Tempest	Fleet	Issue	Minmatar	Fleet	Tempest
Vindicator	Serpentis	Megathron	Tech	II	ships[]	"Tech	II"	refers	to	ships	that	are	essentially	upgraded,	more	powerful	versions	of	lower-level	vessels.	Tech	II	ships	are	similar	in	appearance	to	their	parent	class	(exept	for	stealth	bombers,	which	can	look	very	different	from	their	t1	class)	,	differing	in	the	addition	of	extra	slots,	bays,	or	engines,	and	in
the	colour	of	the	ship's	skin.	(In	the	following	sections	the	T1	Hull	that	is	modified	is	listed	in	brackets)	Tech	II	vessels	have	much	improved	capabilities	and	usually	fill	a	highly	specialized	role.	They	require	extensive	specialization	to	fly	or	build,	and	supply	is	limited	by	the	number	of	blueprints	for	production.	Due	to	the	extreme	rarity	of	the
blueprints	required	to	make	Tech	II	ships,	sellers	can	make	a	profit	of	500%	or	more.	Some	ships	simply	are	not	in	as	much	demand,	and	the	profits	on	these	ships	are	much	lower.	The	limited	number	of	Tech	II	blueprints	and	the	fixed	ship	build	times	prevent	an	increase	in	ship	production,	which	leads	to	a	seller's	market.	There	have	been	allegations
of	price	fixing	with	Tech	II	ships,	and	although	this	may	be	true	with	certain	other	in-game	items,	these	have	not,	as	of	June	2006,	been	proven	with	regard	to	any	ships.	Covert	Ops[]	These	Tech	II	frigates	are	designed	to	mount	cloaking	systems	that	allow	them	to	pass	undetected.	Although	they	are	quite	fragile,	they	are	designed	to	be	able	to	vanish
when	threatened.	These	ships	are	also	a	great	help	in	larger	groups	as	scouts	and	other	tactical	use.	The	covert	ops	frigate	is	able	to	mount	a	covert	ops	cloaking	device	that	allows	warping	while	cloaked.	They	also	excel	at	finding	hidden	enemy	ships	through	the	use	of	scan	probes.	Care	must	be	taken,	however	when	using	cloaking	devices	due	to	the
fact	that	cloaking	devices	will	de-activate	if	the	ship	gets	within	2km	of	any	other	ship	or	celestial	object,	such	as	asteroids,	stargates,	space	stations	or	cargo	containers.	Additionally,	cloaking	devices	cannot	be	activated	when	another	ship	has	a	lock	on	you,	so	it	is	common	practice	for	covert	ops	ships	to	have	a	significant	amount	of	Electronic
Warfare,	usually	in	the	form	of	ECM	(target	jammers)	or	Sensor	Dampeners	to	break	the	lock	and	slip	away	cloaked.	The	stealth	bomber	mounts	battleship-class	cruise	missile	launchers	allowing	it	to	unexpectedly	uncloak	and	deploy	considerable	firepower	before	cloaking	again.	The	stealth	bomber	is	not,	however,	able	to	warp	through	space	while
cloaked.	Examples:	the	Caldari	Manticore	stealth	bomber	is	similar	in	appearance	its	Tech	I	counterpart,	the	Kestrel	frigate,	but	has	additional	stealth	abilities.	It	is	able	to	mount	cruise	missile	launchers	as	its	powergrid	systems	are	specially	calibrated	to	handle	the	power	amounts	those	modules	require.	Covert	Ops	Ships	by	Race	Amarr	Caldari
Gallente	Minmatar	Covert	Ops	Anathema	(Crucifier)	Buzzard	(Heron)	Helios	(Maulus)	Cheetah	(Vigil)	Stealth	Bomber	Purifier	(Inquisitor)	Manticore	(Kestrel)	Nemesis	(Tristan)	Hound	(Breacher)	Assault	Ships[]	Assault	ships	are	frigates	that	are	designed	with	serious	firepower	in	mind.	They	are	far	more	durable	than	Tech	I	frigates	with	the	capacity
to	mount	a	more	damaging	weapon	loadout	and	stronger	defences	while	sacrificing	some	speed.	Two	types	exist	for	each	major	faction,	each	catering	to	a	certain	more	specialized	individual	style	of	combat.	Examples:	The	Gallente	Enyo	is	a	relatively	slow	but	extremely	powerful	vessel	often	employed	as	a	close	range	brawler.	The	Minmatar	Wolf	is
faster	and	more	fragile	than	the	Enyo,	but	still	vastly	more	powerful	than	the	Rifter	upon	which	it	is	based.	Assault	Ships	by	Race	Amarr	Caldari	Gallente	Minmatar	Retribution	(Punisher)	Harpy	(Merlin)	Enyo	(Incursus)	Wolf	(Rifter)	Vengeance	(Punisher)	Hawk	(Merlin)	Ishkur	(Incursus)	Jaguar	(Rifter)	Interceptors[]	Interceptors,	another	frigate
based	class,	are	designed	for	high-speed	"dogfights".	Interceptors	have	a	smaller	signature	radius	than	regular	frigates,	making	them	especially	difficult	for	larger	ships	to	fight	as	the	interceptors'	small	signature	radii	and	high	speeds	make	them	very	difficult	for	larger,	heavier	guns	to	hit	reliably,	due	to	slow	tracking.	Interceptors	also	have	a
significantly	higher	warp	speed	than	other	vessels,	allowing	them	to	cover	the	vast	distances	between	stargates	and	other	system	navigation	points	extremely	quickly.	It	is	not	uncommon	to	be	under	attack	from	an	Interceptor	as	you	enter	warp	only	to	find	the	same	Interceptor	waiting	for	you	where	you	exit	warp.	Interceptors	are	a	common	class,
used	primarily	for	harassment	and	to	pin	down	larger	enemy	ships	until	more	powerful	backup	can	arrive.	Two	types	exist	for	each	major	faction.	Example:	The	Gallente	Ares	cruises	in	warp	at	a	speed	of	13.5	AU	per	second	where	regular	frigates	warp	at	a	speed	of	6	AU	per	second.	The	Caldari	Crow	can	fit	three	missile	launchers	and	is	known	for
being	able	to	take	out	cruiser-sized	ships	all	on	its	own.	Interceptors	by	Race	Amarr	Caldari	Gallente	Minmatar	Emphasis	on	damage	Crusader	(Executioner)	Crow	(Condor)	Taranis	(Atron)	Claw	(Slasher)	Emphasis	on	tackling	Malediction	(Executioner)	Raptor	(Condor)	Ares	(Atron)	Stiletto	(Slasher)	Interdictors[]	The	Interdictor	class	is	an	upgrade	of
the	destroyer	design.	Interdictors	have	fewer	turret	mounts,	but	do	not	suffer	rate	of	fire	penalties	found	on	their	Tech	I	counterparts.	Each	has	a	comparatively	large	number	of	missile	hardpoints,	and	is	also	much	faster	than	its	destroyer	counterpart.	Their	main	purpose	is	to	launch	special	warp	interdiction	spheres,	which	prevent	warping	within	a
20km	radius	when	launched	and	last	for	two	minutes.	Because	of	interdiction	spheres,	these	ships	are	often	considered	the	'staples'	of	fleet	combat,	as	they	are	extremely	effective	in	pinning	down	entire	fleets	of	battleships	for	extended	periods	of	time	-	an	effect	that	lasts	even	after	the	ship	is	destroyed.	One	type	exists	for	each	major	faction.
Interdictors	by	Race	Amarr	Caldari	Gallente	Minmatar	Heretic	(Coercer)	Flycatcher	(Cormorant)	Eris	(Catalyst)	Sabre	(Thrasher)	Heavy	Assault	Ships[]	Heavy	Assault	Ships,	more	often	referred	to	as	heavy	assault	cruisers	(HAC),	are	designed	to	be	among	the	best	solo	combat	ships	available.	With	extremely	strong	offensive	capabilities	and	good
defences,	they	can	effectively	take	on	nearly	any	other	ship	in	the	EVE	universe.	Unlike	battleships,	HACs	retain	some	element	of	speed	allowing	them	to	use	this	to	their	advantage	against	larger	and	slower	opponents.	The	primary	reason	HACs	are	dangerous	is	their	vastly	increased	damage	resistances.	They	can	take	hits	that	would	normally
destroy	a	ship	their	size	and	keep	fighting.	As	with	the	lighter	assault	ships,	HACs	are	usually	specially	suited	for	certain	styles	of	combat.	Examples:	The	Caldari	Cerberus	is	engineered	almost	exclusively	toward	missile	warfare	and	cannot	mount	any	turrets.	The	Cerberus	gets	bonuses	to	improve	its	missiles	rate	of	fire,	range,	and	damage,	and	is
highly	resistant	to	both	kinetic	and	thermal	damage.	The	Minmatar	Muninn,	on	the	other	hand,	is	designed	to	do	heavy	projectile	damage	from	long	ranges,	and	because	of	its	roleplay	designated	resistances	has	such	high	EM	and	Thermal	armor	resistances	that	it	is	effectively	immune	to	lasers.	Heavy	Assault	Cruisers	by	Race	Amarr	Caldari	Gallente
Minmatar	Sacrilege	(Maller)	Cerberus	(Caracal)	Deimos	(Thorax)	Muninn	(Rupture)	Zealot	(Omen)	Eagle	(Moa)	Ishtar	(Vexor)	Vagabond	(Stabber)	Logistics	Cruisers[]	Logistics	cruisers	are	designed	exclusively	for	the	purpose	of	aiding	teammates	in	combat.	These	Tech	II	cruisers	are	widely	used	in	complexes	and	other	NPC	encounters,	but	are
rarely	used	in	actual	player	combat;	any	logistics	cruiser	would	be	called	as	a	target	immediately	and	would	be	destroyed	first	in	a	battle,	before	it	could	be	useful.	Their	bonuses	to	remote	repairing	and	boosting,	however,	are	considerable,	and	thus	any	group	who	can	use	logistics	ships	successfully	can	benefit	greatly	from	them.	The	Alliance
tournament	in	the	summer	of	2006	saw	logistics	ships	used	effectively	in	PvP	combat.	Example:	The	Amarr	Guardian	has	bonuses	to	remote	armor	repairers	range	and	capacitor	use.	Logistics	Cruisers	by	Race	Amarr	Caldari	Gallente	Minmatar	Guardian	(Auguror)	Basilisk	(Osprey)	Oneiros	(Exequror)	Scimitar	(Scythe)	Recon	Ships[]	The	Recon	Ship
class	is	split	into	two	sub	classes:	combat	recon	and	force	recon.	Force	recon	ships	can	equip	the	same	covert	cloaking	module	as	the	covert	ops	frigate	while	also	having	strong	electronics	warfare	bonuses.	Force	recon	ships	also	get	a	reduction	for	cynosural	field	generation	fuel	consumption.	These	ships	are	in	many	ways	the	U-Boats	of	EVE,	as	they
can	fly	cloaked	alone	or	in	packs	to	catch	enemies	by	surprise.	Combat	recon	ships	fill	a	more	offensive	role,	with	the	same	electronic	warfare	bonuses	of	the	force	recon,	plus	an	additional	bonus	for	weapons	systems.	Example:	The	Amarr	Curse	has	large	bonus	to	nosferatu	drain	amount	and	range,	as	well	as	to	a	tracking	disruptor's	effectiveness.
Recon	Cruisers	by	Race	Amarr	Caldari	Gallente	Minmatar	Combat	Recon	Curse	(Arbitrator)	Rook	(Blackbird)	Lachesis	(Celestis)	Huginn	(Bellicose)	Force	Recon	Pilgrim	(Arbitrator)	Falcon	(Blackbird)	Arazu	(Celestis)	Rapier	(Bellicose)	Command	Ships[]	Command	ships	are	the	Tech	II	version	of	battlecruisers,	split	into	the	field	and	fleet	subclasses.
They	are	designed	to	command	and	assist	fleet	operations.	Field	command	ships	may	use	one	"gang	assistance"	module,	as	can	their	Tech	I	counterparts,	and	have	strong	defences	and	incredible	offensive	abilities.	Fleet	command	ships	have	more	limited	offensive	capabilities	but	very	strong	defences,	and	may	use	up	to	three	gang	assistance
modules.	Fleet	command	ships	have	been	known	to	survive	damage	from	multiple	battleships.	Example:	The	Amarr	Damnation	can	use	three	armored	warfare	modules	and	receive	a	bonus	to	their	effectiveness.	This	makes	it	extremely	powerful	as	an	assistance	to	a	large	fleet.	The	Gallente	Astarte	is	an	extremely	powerful	brawler,	capable	of	doing
strong	damage,	while	tanking	heavy	fire.	Command	Ships	by	Race	Amarr	Caldari	Gallente	Minmatar	Field	Command	Absolution	(Prophecy)	Nighthawk	(Ferox)	Astarte	(Brutix)	Sleipnir	(Cyclone)	Fleet	Command	Damnation	(Prophecy)	Vulture	(Ferox)	Eos	(Brutix)	Claymore	(Cyclone)	Transport	Ships[]	Transport	ships	are	the	Tech	II	version	of	the
industrial	class	designed	for	hauling	cargo	through	dangerous	low-security	systems.	While	still	requiring	an	escort	for	safety,	transports	are	capable	of	surviving	determined	assaults	that	would	destroy	Tech	I	Industrials	due	to	their	lack	of	defences.	There	are	two	subclasses	of	transport	ship.	The	blockade	runner	is	a	very	fast	small	cargo	ship	with
inherent	resistances	to	warp	disruption,	whereas	the	deep	space	transport	is	slower,	but	has	more	cargo	and	better	defences.	Transport	ships	are	very	popular	for	transporting	high-value	cargo	both	inside	and	outside	of	secure	space,	as	they	can	take	multiple	volleys	from	battleships	without	risk	of	destruction,	while	a	standard	industrial	might	be
destroyed	by	the	first	volley.	Examples:	The	Viator	blockade	runner	can	be	fitted	with	a	microwarpdrive	to	go	over	2.5	km/s,	five	times	the	default	speed	of	the	fastest	ship	available	(a	shuttle).	This	allows	it	to	easily	bypass	threats	that	normal	industrial	ships	could	not	avoid.	The	Occator	deep	space	transport,	by	contrast,	can	hold	two	to	four	times
more	cargo	and	has	very	heavy	armor,	but	is	incredibly	slow,	especially	with	cargo	expanders	fitted.	Transport	Ships	by	Race	Amarr	Caldari	Gallente	Minmatar	Deep	Space	Transport	Impel	(Bestower)	Bustard	(Badger	Mark	II)	Occator	(Iteron	Mark	I)	Mastodon	(Mammoth)	Blockade	Runner	Prorator	(Sigil)	Crane	(Badger)	Viator	(Iteron	Mark	IV)
Prowler	(Wreathe)	Exhumers[]	The	advanced	version	of	the	mining	barge	is	the	exhumer	class.	These	ships	benefit	from	enhanced	protection	and	mining	capabilities.	There	are	three	different	types.	Unlike	standard	mining	barges,	where	the	larger,	more	expensive	ships	are	inherently	better	at	mining,	the	three	exhumers	each	have	a	specific	role	at
which	it	performs	better	than	any	other	mining	ship.	The	Skiff	is	specialized	in	Deep	Core	Mining,	the	Mackinaw	is	specialized	in	mining	Ice,	and	the	Hulk	is	the	specialized	asteroid	mining	barge	of	the	three	exhumers.	Exhumers	ORE	Skiff	(Procurer)	Mackinaw	(Retriever)	Hulk	(Covetor)	Capital	Ships[]	Capital	ships	are	very	large	ships	designed	for
major	operations	found	typically	in	medium	to	large	sized	player	owned	corporations.	While	a	(particularly	wealthy)	solo	pilot	may	find	a	role	for	a	freighter	in	trading,	they	are	primarily	used	to	launch	and	operate	larger	star	bases	in	deep	0.0	space.	The	capital	combat	ships	are	best	used	for	fleet	operations	and	suffer	from	substantial	vulnerabilities
if	not	properly	supported.	Motherships	and	titans	are	unable	to	dock	in	normal	stations	due	to	their	size.	Due	to	their	prohibitively	expensive	prices,	literally	only	the	richest	players	or	corporations	can	afford	these	classes	of	ships.	Freighters[]	Possessing	the	largest	cargo	holds	of	any	ship	class	in	the	game	(around	40	times	that	of	the	best	industrial
class	ships),	freighters	are	very	large	and	travel	very	slowly.	They	can	take	up	long	periods	(over	30	seconds)	to	align	for	warp,	and	in	warp,	they	travel	very	slowly	(0.7au/s).	This	makes	even	moderately	long	warps	(say	35	au)	take	nearly	a	minute	in	warp,	and	long	warps	in	excess	of	100au	take	over	2	minutes.	Freighters	are	also	entirely	unarmed
with	no	room	for	modification	or	expansion.	Their	unrivalled	capacity	for	cargo	transport,	however,	makes	freighters	very	valuable	commodities	to	corporations	or	players	that	need	to	move	large	goods	or	large	quantities	of	materials	from	one	place	to	another	with	a	large	escort.	Freighters	can	carry	many	ships	within	its	hold,	provided	they	have
been	"packaged"	for	transport,	but	are	incapable	of	carrying	any	capital	class	ships	within	their	hold	as	the	smallest	have	a	packaged	volume	of	1mil	m³,	while	the	largest	freighter	can	only	carry	980,000m3	with	maximum	skills.	One	freighter	class	exists	for	each	major	faction.	Freighters	cost	about	900	-	1000	million	ISK	to	make	(depending	on	the
market	value	of	minerals),	however	require	around	5	billion	ISK	worth	of	blueprints	and	can	take	more	than	a	month	of	construction	time	(for	component	parts	and	including	around	11	days	for	the	ship	itself).	Blueprint	originals	are	normally	used	due	to	the	excessively	lengthy	period	of	weeks	that	freighter	blueprints	take	to	copy,	but	it	is	not
unknown	for	some	enterprising	individuals	to	produce	a	few	blueprint	copies	once	they	have	completed	their	own	freighters	in	an	effort	to	reduce	overhead.	These	currently	sell	around	150	million	ISK	each.	CCP	would	seem	to	have	transposed	the	names	of	the	Gallente	and	Caldari	freighters.	Every	tech	II	and	capital	class	Gallente	ship,	except	the
Obelisk	is	named	for	a	deity	or	significant	mythological	figure,	yet	the	Caldari	Charon	is	named	for	the	being	said	to	ferry	the	souls	of	the	dead	across	the	river	Acheron	(a	branch	of	the	Styx)	in	Greek	mythology.	Further	confusion	arises	from	the	fact	that	Charon	was	the	son	of	Erebus	and	Nyx,	who	were	used	to	name	the	Gallente	titan	and
mothership	classes.	It	must	also	be	noted	that	Charon	would	not	fit	the	Caldari	naming	scheme,	as	the	vessels	of	that	race	are	almost	always	named	after	animals.	Examples:	The	Caldari	Charon	freighter	is	known	as	the	largest	of	these	ships,	with	a	cargohold	of	785,000	m³	(+5%	to	25%	depending	on	skill)	but	is	also	the	slowest.	The	Gallente	Obelisk
freighter,	with	a	750,000	m³	cargohold	and	65	m/s	speed,	is	popular	due	to	the	fact	that	many	hauler	pilots	will	naturally	meet	one	of	the	vessel's	prerequisite	skills	during	the	course	of	their	training	-	the	Gallente	Iteron	Mark	V	cargo	hauler	has	the	largest	hold	of	any	industrial	class	ship	and	is	therefore	one	of	the	most	popular	industrials	in	the
game.	Both	the	Iteron	Mark	V	and	the	Obelisk	require	that	the	pilot	have	trained	the	skill	"Gallente	Industrial"	to	level	5	in	order	to	fly	them.	Freighters	by	Race	Amarr	Caldari	Gallente	Minmatar	Providence	Charon	Obelisk	Fenrir	Dreadnoughts[]	Dreadnoughts	are	combat	behemoths.	They	are	capable	of	mounting	capital-sized	weapons,	which	can
normally	only	be	mounted	on	stationary	platforms.	Dreadnoughts	are	also	vastly	more	durable	than	even	the	toughest	battleships	and	heavy	assault	cruisers.	Dreadnoughts	are	designed	more	for	extended	sieges	of	static	installations,	such	as	starbases	or	player-corporation	owned	stations.	Despite	their	massive	ability	to	absorb	damage,	dreadnoughts
tend	to	require	fleet	support	or	face	the	risk	of	being	overwhelmed	by	enemy	counterattacks.	Dreadnoughts	also	have	the	ability	to	enter	siege	mode,	quintupling	their	offensive	and	defensive	capabilities	but	rendering	them	unable	to	move	and	unable	to	hit	smaller	ships	as	the	'siege	module'	reduces	the	tracking	of	turrets	and	the	explosion	radius	of
torpedoes	by	92.5%	[1].	One	dreadnought	class	exists	for	each	major	faction.	A	dreadnought	costs	about	1.2	billion	ISK	in	minerals	to	make	at-cost,	selling	for	about	1.8-2.2	billion	on	the	open	market.	Example:	The	Amarr	Revelation	is	known	for	its	powerful	laser	batteries	and	having	the	strongest	armor	tank	out	of	any	ship	in	the	game.	The	Gallente
Moros	isn't	as	tough	as	the	Revelation,	but	is	the	only	dreadnought	that	can	effectively	defend	itself	from	smaller	ships	due	to	its	massive	bonus	to	combat	drone	hitpoints	and	damage.	Dreadnoughts	by	Race	Amarr	Caldari	Gallente	Minmatar	Revelation	Phoenix	Moros	Naglfar	Carriers[]	The	carrier's	main	offensive	capabilities	revolve	around	the
deployment	of	super-heavy	combat	drones	known	as	fighters.	Carriers	also	fill	a	support	role	with	bonuses	to	remote	repairing.	Carriers	are	able	to	operate	the	fighters	remotely,	and	assign	them	to	other	commanders,	allowing	them	to	fill	a	role	away	from	the	immediate	frontline.	Carriers	are	also	capable	of	carrying	a	limited	number	of	frigates,	as
well	as	possessing	a	small	corporate	hangar.	While	motherships	are	technically	carriers,	the	vast	difference	in	cost	between	them	and	carriers	generally	results	in	them	being	assigned	their	own,	second	category.	A	carrier	costs	about	800	million	ISK	in	minerals	to	make.	Example:	The	Gallente	Thanatos	is	the	most	popular	carrier	for	combat
situations	due	to	its	fighter	damage	bonus,	while	the	Amarr	Archon	is	considered	the	best	for	armor	tanking	because	it	can	fit	3	capital	armor	repairers	making	it	very	hard	to	kill,	if	supported	with	a	strong	fleet.	Carriers	by	Race	Amarr	Caldari	Gallente	Minmatar	Archon	Chimera	Thanatos	Nidhoggur	Motherships[]	Motherships	are	similar	to	carriers
but	considerably	larger	and	are	the	second	largest	spaceships	in	the	game.	Motherships	offer	all	the	same	features	as	a	carrier,	but	in	considerably	greater	amounts	(double	the	number	of	fighters	for	instance),	and	are	completely	immune	to	all	forms	of	electronic	warfare.	Furthermore,	motherships	contain	a	ship	and	items	hangar	in	which	the
owning	corporation	can	store	combat	equipment.	Motherships	can	fit	cloning	vats,	allowing	rebirth	for	allied	pilots	should	they	be	killed	in	action.	This	saves	the	pilot	a	lengthy	trip	back	from	the	nearest	station	cloning	vat,	and	gets	them	back	into	combat.	In	material	costs,	a	mothership	costs	around	15	billion	ISK	to	make.	This	cost	is	considerably
higher	if	one	has	to	invest	in	the	BPO's	necessary	for	construction.	Construction	of	a	mothership	takes	approximately	3-4	weeks.	Motherships,	along	with	titans,	are	the	only	ships	that	cannot	dock	at	a	station	and	so	they	must	be	permanently	in	space.	This	means	players	must	either	sit	in	them	until	they	are	destroyed,	or	leave	them	in	a	protected
area	when	not	flying	one.	Despite	being	intended	for	alliance	level	warfare,	one	of	the	first	Motherships	built	actually	went	to	a	small	pirate	corporation.	This	has	caused	some	of	the	major	alliance	powers	in	the	game	to	begin	controlling	the	construction	of	these	behemoths.	Examples:	During	the	last	week	of	March/first	week	of	April	of	2006,	the	first
two	known	player	built	motherships	were	completed,	both	Nyxes.	Band	of	Brothers	were	awarded	two	Wyvern	class	ships	in	the	Caldari	Alliance	Tournaments.	Several	corporations	and	alliances	now	own	their	own	motherships,	including	Red	Alliance,	Lotka	Volterra,	TunDraGon,	Dusk	And	Dawn	and	The	Establishment.	The	Gallente	Nyx	remains	the
most	popular	vessel	due	to	her	superior	damage	output.	Motherships	by	Race	Amarr	Caldari	Gallente	Minmatar	Aeon	Wyvern	Nyx	Hel	Titans[]	Titans	are	the	largest	ship	type	in	EVE,	rivaling	major	cities	in	size.	They	can	perform	the	same	fleet	functions	and	support	roles	as	the	Mothership	(Cloning,	Ship	maintenance	arrays,	Ship/Items	hangars),	and
are	the	only	capital	ships	which	can	create	jump	portals	through	use	of	the	'Jump	Bridge	Array',	which	enables	escort	and	support	ships	to	move	from	system	to	system	without	the	aid	of	a	stargate.	Even	though	a	Titan	is	a	massive	logistical	advantage	for	the	individual	or	corporation	who	possesses	one,	using	a	Titan	in	a	combat	role	is	often	seen	as
undesirable.	While	large,	their	defensive	and	offensive	capabilities	are	still	overshadowed	by	the	Dreadnought	and	Mothership	class	capital	ships.	They	do,	however,	have	the	capacity	to	provide	more	logistical	support	to	a	fleet	from	behind	the	front	lines	than	any	other	capital	ship,	especially	when	it	concerns	the	Jump	Bridge	Array.	The	only	real
offensive	capability	of	a	Titan	aside	from	Capital	Sized	Weapons	is	a	huge	omni-directional	super	weapon	capable	of	destroying	whole	fleets	of	battleships	in	a	single	shot	-	although	taking	an	hour	to	recharge	after	a	single	blast,	the	presence	of	a	Titan	could	decide	the	outcome	of	any	battle.	Superweapons	can	be	fired	at	Cynosural	fields	in	the	same
system,	allowing	a	Titan	to	remotely	destroy	fleets	from	a	safe	position.	Successful	construction	of	a	Titan	requires	high	levels	of	secrecy,	as	well	as	months	of	skill	training	and	research.	This	need	was	demonstrated	when	Lotka	Volterra's	second,	under	construction	Titan	was	destroyed	by	a	combined	Curse	Alliance,	Goonswarm,	Red	Alliance,	and
other	Coalition	member	fleet.	Currently,	a	Titan	takes	approximately	eight	weeks	to	build	(in	real	time),	not	including	its	primary	components	which	are	required	for	construction.	One	Titan	class	exists	for	each	major	faction.	On	September	25,	2006,	ASCN	(Ascendant	Frontier)	unveiled	their	Titan	(an	Amarr	Avatar),	which	was	later	confirmed	by	EVE
community	manager	Kieron	to	be	the	first	player	built	Titan	on	Tranquility.	On	that	day,	video	footage	of	the	titan	was	released	by	ASCN.	Since	then,	Band	of	Brothers	has	unveiled	their	own	Titan	(also	an	Avatar),	and	both	ASCN	and	Band	Of	Brothers	have	made	extensive	use	of	their	Titans	on	the	battlefield.	On	December	8,	2006,	Lotka	Volterra



inaugurated	the	third	known	Titan	(a	third	Avatar)	with	a	surprise	attack	that	destroyed	215	enemy	ships	with	a	single	shot.[1]	Shortly	afterwards,	Dusk	and	Dawn	alliance	(D2)	unveiled	their	own	Erebus	Titan,	a	Gallente	design	with	bonuses	to	the	armor	of	its	fleet.	This	is	the	first	Erebus	to	be	built	in	the	game.	The	Avatar	remains	the	most	common
type	of	Titan,	with	three	having	been	built	before	any	other	faction	Titan	was	completed.	To	date,	Seven	Titans	have	been	confirmed;	three	of	the	Avatar	class,	three	of	the	Erebus	class,	and	one	Ragnarok	class	Titan	as	of	February	2007.	Eve's	first	Titan	destruction	occurred	on	the	11th	of	December	2006.	The	Band	Of	Brothers	alliance	caught	the
Ascendent	Frontier	(Avatar	class)	titan	in	a	deep	safe	spot	in	the	C9N-CC	system.[2]	They	destroyed	her	with	a	large	force	of	battle	and	capital	ships	while	the	ASCN	pilot	was	apparently	offline.[3]	The	second	demise	of	a	Titan,	also	at	the	hands	of	Band	of	Brothers,	occurred	in	the	YZ-LQL	system	by	capitalizing	upon	intelligence	provided	by	a	spy
within	Dusk	and	Dawn's	alliance.	The	Titan's	pilot	was	covertly	aggressed	a	few	seconds	before	he	logged	out	of	the	game.	Because	he	had	been	aggressed,	however,	the	Titan	was	not	removed	from	the	game	universe	and	remained	in	space,	unmanned.	The	vessel	was	summarily	attacked	and	destroyed.	Due	to	the	special	status	of	these	ships,
represented	by	their	size,	cost,	and	firepower,	all	wreckage	from	destroyed	Titans	remains	in	space.	Titans	by	Race	Amarr	Caldari	Gallente	Minmatar	Avatar	Leviathan	Erebus	Ragnarok	Unique	and	Limited	Edition	Ships[]	Gold	Magnate[]	The	Gold	Magnate	was	a	unique	ship	given	as	the	first	place	prize	for	the	Amarr	Championship[4]	competition.
However,	in	2004,	Tyrrax	Thorrk,	the	owner	of	the	Gold	Magnate,	took	the	ship	into	combat.	Eventually,	the	ship	was	destroyed	by	the	infamous	m0o	pirates	and	subsequently,	the	Gold	Magnate	no	longer	exists.	Silver	Magnate[]	Nineteen	Silver	Magnates	were	given	out	as	runner-up	prizes	in	the	Amarr	Championship[4]	event.	As	no	more	have
entered	the	game	since	their	release,	their	price	has	steadily	risen.	In	addition,	many	have	been	destroyed,	further	increasing	their	value.	At	the	time	of	their	release,	they	were	nearly	the	most	powerful	frigate,	second	only	to	the	even	rarer	Gold	Magnate.	The	advent	of	Tech	II	frigates,	however,	made	the	Silver	Magnate	less	notable	as	a	combat	ship.
Guardian	Vexor[]	Fifty	Guardian	Vexors	were	given	out	as	part	of	an	event.	It	is	suspected	that	fewer	than	20	still	exist	today.	Their	attributes	originally	are	not	notable:	they	were	merely	Vexors	with	an	extra	missile	hardpoint.	Their	value	came	not	from	the	ability,	but	solely	the	rarity	of	this	limited	edition	ship.	However,	when	changes	in	game
mechanics	caused	a	reduction	in	the	number	of	controllable	drones,	this	ship	was	not	changed,	and	its	ability	to	control	up	to	five	extra	drones	made	it	extremely	powerful.	Unfortunately,	its	high	price	tag	ensures	that	even	those	who	own	one	will	most	likely	not	use	it	in	combat.	Opux	Luxury	Yacht[]	Three	of	these	exist	in	the	EVE	Universe.	One	was
acquired	when	an	event	actor	(movie	star)	ejected	from	his	Opux	Luxury	Yacht	to	commit	suicide	at	a	Quafe	Ultra	event,	after	which	Iece	Quaan	boarded	it	and	later	sold	it	to	the	current	owner	Voogru.	The	second	was	given	out	by	CCP	to	a	couple	from	New	Zealand	who	got	engaged	on	the	stage	at	the	2005	fanfest,	both	of	whom	are	members	of
Celestial	Horizon.	The	third	is	unflyable	and	currently	in	orbit	of	one	of	the	moons	in	the	Lirsautton	system.	Federate	Issue	Megathron[]	The	Federate	Issue	Megathron	is	also	an	event-related	ship,	similar	to	the	Imperial	Issue	Apocalypse.	It	was	handed	out	in	the	Crielere	Incident[5]	to	Doc	Brown.	Doc	Brown	kept	the	unique	ship	for	a	while,	then
later	sold	it	to	DigitalCommunist,	who	also	held	it	for	a	long	period	of	time.	More	recently,	Madcap	Magician,	the	CEO	of	DigitalCommunist's	corporation,	plotted	and	eventually	stole	the	ship	and	subsequently	kicked	DigitalCommunist	from	the	corporation.	Madcap	gave	it	to	Entity,	a	famous	collector	of	rare	EVE	items	and	a	close	friend	of	Madcap.	It
is	still	in	the	possession	of	Entity.	The	ship	is	far	superior	to	the	Megathron	in	many	ways:	it	has	far	more	grid	and	CPU,	as	well	as	an	extra	turret	hardpoint,	low	and	mid	slot.	Other	impovements	are	to	drone	bay,	speed	and	agility.	Imperial	Issue	Armageddon[]	These	ships	were	released	in	the	Amarr	Championships.[4]	The	four	teams	that	MASS
defeated	each	received	one	Imperial	Issue	Armageddon,	and	four	Silver	Magnates.	Everlasting	Vendetta,	Evolution,	BIG	and	PAK	each	received	one	at	the	time.	Shrike	is	still	in	possession	of	hers,	as	is	Detaitiv.	WarHound's	is	currently	owned	by	Tyrrax	Thorrk,	who	acquired	it	from	the	Guiding	Hand	Social	Club,	who	had	previously	hijacked	it	from
Icarus	Starkiller.	The	ship	had	passed	from	WarHound's	possession	to	Icarus	Starkiller	via	the	BIG	Lottery.[6]	Con'Mal	sold	his	to	Entity	who	still	retains	ownership	of	it.	The	Imperial	Issue	Armageddon	has	extra	powergrid	and	CPU	compared	to	normal	Armageddons,	but	its	rarity	is	of	course	the	primary	reason	for	their	great	value.	Imperial	Issue
Apocalypse[]	Originally	four	of	these	ships	were	in	game,	but	three	have	been	destroyed.	These	vessels	were	given	out	as	part	of	the	Amarr	Championships.[4]	Istvaan	Shogaatsu	owns	the	only	remaining	ship.	However,	a	fifth	briefly	existed;	one	Imperial	Issue	Apocalypse	was	given	out	as	a	prize	from	the	BIG	Lottery.[6]	It	was	flown	by	a	player
named	Clone	0,	and	while	moving	the	ship	from	one	station	to	another,	an	attempt	was	made	to	destroy	it	by	a	group	of	Minmatar	roleplay	corporations.	It	was	defended	successfully	by	a	group	of	Amarr	roleplayers.	CCP	took	the	Imperial	Issue	Apocalypse	back	as	part	of	a	roleplaying	event	on	the	request	of	the	player	receiving	the	ship.	Tyrrax
Thorrk's	ship	was	destroyed	by	Cult	of	War	during	the	December	2006	Alliance	Tournament,	with	DeddyMassive	striking	the	final	blow	[2]	after	Tyrrax	chose	not	to	meet	the	15	Billion	ISK	ransom	COW	demanded.[citation	needed]	The	remaining	ship	is	superior	to	the	Navy	Issue	Apocalypse,	due	to	her	much	better	powergrid	and	CPU.	Her	value
comes	both	from	her	rarity	and	the	fact	that	the	current	owner	seems	unwilling	to	part	with	her	at	any	price.	State	Issue	Raven[]	A	vastly	upgraded	Raven	with	additional	slots	and	eight	launcher	hardpoints,	twice	as	much	armor,	shielding	and	structure,	boosted	powergrid	and	CPU,	and	much	improved	sensors.	The	Corvus,	along	with	the	Storm,	was
one	of	the	prizes	in	the	Third	Alliance	Tournament.	Further	prizes	were	more	regular	faction	ships.	Each	member	of	the	winning	team	was	given	a	choice	of	either	a	Corvus	or	a	Storm,	and	the	second	team	was	given	the	choice	of	one,	so	there	total	number	of	Corvus	and	Storms	combined	is	eight.	(Reference	the	Lemonde	Article	someone	please.)
This	ship	was	previously	called	Corvus	but	was	renamed	to	its	current	name	in	a	patch	on	January	30,	2007.	Tribal	Issue	Tempest[]	A	vastly	upgraded	Tempest	with	additional	slots	and	eight	turret	hardpoints,	twice	as	much	armor,	shielding	and	structure,	boosted	powergrid	and	CPU,	and	much	improved	sensors.	See	Corvus	above	for	more	details.
This	ship	was	previously	called	Storm	but	was	renamed	to	its	current	name	in	a	patch	on	January	30,	2007.	Game	Management,	Event	and	Prototype	ships[]	Some	ships	can	be	flown	by	players,	but	are	actually	not	available	to	regular	players.	These	are	used	by	Game	Managers	and	Developers	or	Event	actors	and	may	provide	their	pilots	with	special
commands	to	help	fulfill	their	roles.	Some	of	these	ships	are	also	unfinished	concepts.	Game	Management	ships[]	Game	Management	ships	are	often	of	the	Jovian	faction	with	skill	requirements	that	in	effect	are	impossible	to	gain	without	direct	database	manipulation.	They	are	used	by	Game	Managers	to	resolve	petitions	and	by	Developers	to	test
new	features.	Polaris	Legatus[]	The	Polaris	Legatus	is	a	Jovian	Frigate	exclusively	owned	by	those	who	have	access	to	the	Polaris	system,	a	system	that	is	designed	to	be	the	Game	Masters	headquarters	and	inaccessible	by	anyone	not	authorized	to	be	there.	The	Legatus	has	99%	resistances	to	every	damage	type	in	the	game,	over	a	million	hitpoints	of
armor	and	shields,	and	has	the	ability	to	fit	a	turret	that	can	do	extreme	amounts	of	damage.	This	ship	is	often	used	by	GMs	that	are	not	participating	in	an	in-game	event,	such	as	resolving	server	issues	or	responding	to	in-game	petitions.	Event	ships[]	Event	ships	usually	have	reasonable	attributes	in	order	to	allow	World	Events	to	unfold	in	direct
interaction	with	players,	and	in	at	least	one	instance	an	actor	has	ejected	from	an	Event	ship,	which	then	was	boarded	by	a	regular	player	turning	it	into	a	Unique	Ship	(see	Opux	Luxury	Yacht	above).	Concord	Frigate[]	Opux	Dragoon	Yacht[]	Prototype	ships[]	Prototype	ships	are	very	rarely	flown	by	Developers	on	the	Tranquility	server	and	may	have
unfinished	appearances,	like	missing	textures	and	unreasonable	attributes.	An	example	are	the	Escort	frigates,	which	were	experimental	predecessors	to	the	current	Tech	II	frigates	and	are	superseded	by	these.	Notably	the	Carrier,	Mothership	and	Titan	class	ships	were	flown	by	developers	on	Eve	test	server	during	a	'stress-test'	of	the	new	sever
architecture	prior	to	their	release	to	the	public.	This	was	somewhat	of	an	expose,	as	the	developers	showed	off	the	extreme	power	the	new	capital	ships,	taking	on	hundreds	of	players	at	a	time.	References[]	External	links[]
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