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Carebear COSMOS Extreme v1.2 
 

Hello and welcome to my first EVE Cosmos mission guide! 

 

There are lots of carebears out there doing their Cosmos missions. 

There are also lots of Cosmos guides out there, making their every Cosmos 

venture predictable, safe, warm and fuzzy. ;) 

What most of those guides lack are those few pirate faction agents that offer 

you path trough alternative ways... 

Well, to drive away that last remnant of uncertainty from you, some carebears 

just go to extreme! ;P 

 

Enjoy! :)  
 

 
Angel Cartel 

 

Mission 1:  Skurk Tekkurs    -  level:  2  -  quality:  0  -> Page 2 
Mission 2: Anou Dechien    -  level:  2  -  quality:  0  -> Page 12 
Mission 3: Krakan Rost    -  level:  3  -  quality:  0  -> Page 21 
Mission 4: Trex Ameisoure    -  level:  2  -  quality:  0  -> Page 36 
Mission 5: Nassor Tromkurt  -  level:  4  -  quality:  0  -> Page 56 

 

 

Guristas Pirates 

 

Mission 1: Tatsuo Rahkamo   -  level:  1  -  quality:  0  -> Page 69 
Mission 2: Rie Nissiken    -  level:  2  -  quality:  0  -> Page 74 
Mission 3: Arato Sirkya    -  level:  3  -  quality:  0  -> Page 83 
Mission 4: Yka Katori     -  level:  3  -  quality:  0  -> Page 92 
Mission 5: Siringwe Opainen   -  level:  3  -  quality:  0  -> Page 99 
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Angel Cartel 
 

 

Mission 1 
 

Agent:   Skurk Tekkurs   -  level:  2  -  quality:  0 

Corporation:  Archangels 

Faction:   ANGEL CARTEL 

Division:   Security 

 

Location:   The Forge 

Constellation: Okkelen (Caldari  COSMOS) 

System:   Vahunomi (0.5) 

Bacon:   Abandoned Astro Farm 

 

You need an effective faction, corp, or personal standing of at least 2.00 to use 

this agent. 
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Part 1 of 4 
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Item (Secret Garbage Coordinates) drops from rats in asteroid belts, in the 

same system (Outlaw Wreckler, Outlaw Despoiler or Outlaw Destructor). 

You can get the item BEFORE you take the mission. 
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Part 2 of 4 

 

 
 

 

 

 

 

 



6 
 

 
 

Simple courier mission through high sec (3 jumps). 

 

 

 

 



7 
 

Part 3 of 4 
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Combat mission! 

 

Complex:  Deadspace pocket 

System:   Vahunomi (0.5) 

 

 

Single Group:  (20-25 km) 

5 x Frigates (Bandit Mechanic) 
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Easy combat mission, deadspace pocket in the same system.  

Container with item (Mechanical Parts) drops from the last ship killed. 
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Part 4 of 4 
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Simple courier mission through high sec (3 jumps). 

 

Faction standing gain 0,822 %. 
 (with Social 4 skill) 
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Mission 2 
 

Agent:   Anou Dechien   -  level:  2  -  quality:  0 

Corporation:  Archangels 

Faction:   ANGEL CARTEL 

Division:   Surveillance 

 

Location:   The Forge 

Constellation: Okkelen (Caldari  COSMOS) 

System:   Vahunomi (0.5) 

Bacon:   Abandoned Astro Farm 

 

You need an effective faction, corp, or personal standing of at least 2.00 to use 

this agent. 

 

 

 

Part 1 of 3 
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Simple courier mission in the same system. 
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Part 2 of 3 
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Simple courier mission through high sec (2 jumps). 
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Part 3 of 3 
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Combat mission! 

 

Complex:   Contested Kazka Headquarters 

System:   Sakkikainen (0.6)  (1 jump away) 

 

This is a one tough place if you fly T1 ship, only frigate / destroyer class ships 

are permitted here, there are multiple groups of enemies, cruisers and frigates, 

instant agro on warp in and warp scrambler. 

If you are going in solo, with T1 frigate of destroyer, there is probability that 

you will get blown up right on entry, so be careful. 
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To make your life much, much easier, I recommend going in with T2 ships 

(stealth bomber, assault frigate) or if you are not skilled enough, bring some 

friends. 

 

Goal here is to destroy Brothel, which is located in 1st pocket, this can be done 

by killing only three groups of enemies.  

Also possibility here is that you get lucky because someone has already cleaned 

the place or taken the agro for you, than and all you need to do is to blow up 

Brothel, take item and get out. 

Respawn timer is something like 15 min. 

 

Permitted ships in Contested Kazka Headquarters: 

· Frigate 

· Shuttle 

· Rookie ship 

· Assault Ship 

· Destroyer 

· Interdictor 

· Covert Ops 

· Interceptor 

· Stealth bomber 

· Electronics Attack Ship 

 

Entry Gate 

Single Group (Auto-Aggro):  (0-5 km) 

3 x Frigates (Kazka Drifter) 

4 x Cruisers (Kazka Outlaw/Marauder) 
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This are actually rats that may appear in front of the entry gate so you CAN 

switch ships and easily clear them out in any type of stronger ship, or just fast 

activate jump gate  and get in to complex, because they are not locked.  

 

Pocket 1  (Kazka Control Tower) 

1st Group (Auto-Aggro):  (15-20 km) 

3 x Frigates (Kazka Bandit) 

1 x Cruiser (Kazka Outlaw) 

Warp Scramble Field 

 

2nd Group (Brothel Group): (30-35 km) 

5 x Frigates (Kazka Eunuch) 

 

Groups 3-5 

- no need to kill them for this mission 
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Pockets 2-4 

- no need to clear them for this mission 

 

 

Assistant’s Keychain drops from Kazka Brothel. 

Clearing out other groups or pockets is not needed for this mission. 
(If you loot any Bandit Spurs, save them for next mission). 

 

Faction standing gain 4,0552 %. 
 (with Social 4 skill) 
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Mission 3 
 

Agent:   Krakan Rost   -  level:  3  -  quality:  0 

Corporation:  Archangels 

Faction:   ANGEL CARTEL 

Division:   Command 

 

Location:   The Forge 

Constellation: Okkelen (Caldari  COSMOS) 

System:   Vahunomi (0.5) 

Bacon:   Abandoned Astro Farm 

 

You need an effective faction, corp, or personal standing of at least 4.00 to use 

this agent. 

 

 

Part 1 of 5 
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Combat mission! 

 

Complex:   Contested Kazka Headquarters 

System:   Sakkikainen (0.6)  (1 jump away) 

 

Bandit Spurs drop in Contested Kazka Headquarters, in Sakkikainen, from ships 

in the first room. I have given initial info about Kazka complex in previous 

mission. If you don’t die on entry and manage you aggro carefully after that, 

killing groups one by one, it is just matter of time and grinding until you get 20 

units of Bandit Spurs. It might take some time and few runs to gather enough.  
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Pocket 1  (Kazka Control Tower) 

1st Group (Auto-Aggro):  (15-20 km) 

3 x Frigates (Kazka Bandit) 

1 x Cruiser (Kazka Outlaw) 

Warp Scramble Field 

 

2nd Group (Brothel Group): (30-35 km) 

5 x Frigates (Kazka Eunuch) 

 

3rd Group (Dry River Gang House): (25-35 km) 

6 x Frigates (Dry River Gangleader) 

 

4th Group (Gate to Kazka Development Depot):  (50-75 km) 

4 x Frigates (Kazka Drifter) 

3 x Frigates (Kazka Bandit) 

 

5th Group (Gate to Kazka Asteroid Cluster):  (75-95 km) 

5 x Frigates (Kazka Drifter) 

2 x Cruisers (Kazka Marauder) 

 

 

Pockets 2-4 

- no need to clear them for this mission 
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Alternatively, you can buy Bandit Spurs through CONTRACTS, when I was doing 

this mission, offers were around 6,0 – 10,0 mil. for 20 spurs.  
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Part 2 of 5 
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Simple courier mission through high sec (5 jumps). 

 

 

 

 

 



27 
 

Part 3 of 5 
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Simple courier mission through high sec (5 jumps). 
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Part 4 of 5 
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Simple courier mission through high sec (3 jumps). 
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Part 5 of 5 
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Combat mission! 

 

Complex:   Contested Caldari Lai Dai Refinery 

System:   Airmia (0.6)  (2 jumps away) 

 

What makes this complex relatively easy is that there is no auto-aggro on warp 

in and you can fly cruiser type of ships in it.  

It is doable in decent T1 cruiser, T2 is preferred of course.  

Item you are looking for is in the second room (Contested Plagioclase Field),  

in order to be able to warp there you need to clear whole first room.  

Problem you might encounter here is very fast respawn (around 10 minutes),  

so good dps is needed, looting and salvaging should be left for latter or bring 

some friends.  
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Permitted ships in Contested Caldari Lai Dai Refinery: 

· Frigate 

· Cruiser 

· Industrial 

· Assault Ship 

· Heavy Assault Ship 

· Transport Ship 

· Destroyer 

· Interdictor 

· Covert Ops 

· Interceptor 

· Logistics 

· Force Recon Ship 

· Stealth Bomber 

· Electronic Attack Ship 

· Heavy Interdictor 

· Combat Recon Ship 

· Strategic Cruiser 

 

 

 

Pocket 1  (Contested Veldspar Field) 

1st Group:  (35-45 km) 

4 x Frigates (Guristas Dynamics Miner) 

4 x Frigates (Guristas Dynamics Defender) 

 

2nd Group: (50-60 km) 

4 x Frigates (Guristas Propagandist) 

4 x Frigates (Guristas Defender) Warp Scramble 

 

3rd Group: (125-140 km) 

7 x Frigates (Nugoeihuvi Defender) 

3 x Frigates (Nugoeihuvi Miner) 
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You need to kill all the enemies within 10 min. and then hurry up to 

Acceleration Gate to Contested Plagioclase Field. 

 

 

Pocket 2  (Contested Plagioclase Field) 

1st Group (Barricaded Warehouse group):  (45-55 km) 

5 x Cruisers (Guristas Maniac / Guristas Outlaw) 

1 x Frigate  (Guristas Propagandist) 

6 x Frigates (Guristas Defender) Warp Scramble 

 

Groups 2-3: 

- no need to clear them for this mission 

 

Pockets 3-4 

- no need to clear them for this mission 
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Pakkori’s Hat drops from Barricaded Warehouse. 

Clearing out other groups or pockets is not needed for this mission. 

 

 

Alternatively, much faster way without killing is to buy Pakkori’s Hat through 

CONTRACTS if available, when I was doing this mission, offers were around  

1,8 – 4,9 mil.  

 

 

Faction standing gain 1,4446 %. 
 (with Social 4 skill) 
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Mission 4 
 

Agent:    Trex Ameisoure   -  level:  2  -  quality:  0 

Corporation:  Salvation Angels 

Faction:   ANGEL CARTEL 

Division:   Distribution 

 

Location:   Sinq Laison 

Constellation: Algintal (Gallente COSMOS) 

System:   Parchanier (0.6) 

Bacon:   Latent Transmitter 

 

You need an effective faction, corp, or personal standing of at least 2.00 to use 

this agent. 

 

Part 1 of 4 
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Simple courier mission through high sec (4 jumps). 
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Part 2 of 4 
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Combat mission! 

 

Complex:   Contested Gallente Skeleton Comet 

System:   Deltole (0.5)  (2 jumps away) 

 

Smugler Tags drop in Contested Gallente Skeleton Comet, in 1st room.  

This is relatively easy complex, there is no auto-aggro on warp in and any type 

of Battlecruiser is more than in enough to clear this room, just don’t aggro the 

whole room on you.  

BC is also maximum ship type allowed in this complex.  

Depending on a drop rate, it might take some time to gather 5 tags, but  

respawn is pretty fast (I had most luck with Serpentis Drug Runners). 

 



40 
 

Permitted ships in Contested Gallente Skeleton Comet: 

· Frigate 

· Cruiser 

· Shuttle 

· Rookie ship 

· Assault Ship 

· Heavy Assault Ship 

· Battlecruiser 

· Destroyer 

· Command Ship 

· Interdictor 

· Covert Ops 

· Interceptor 

· Logistics 

· Force Recon Ship 

· Stealth Bomber 

· Electronic Attack Ship 

· Heavy Interdictor 

· Combat Recon Ship 

· Strategic Cruiser 

 

 

Pocket 1 

1st Group:  (65-75 km) 

5 x Frigates (Serpentins Junkie) 

 

2nd Group: (55-75 km) 

3 x Destroyers (Serpentins Ruffian) 

 

3rd Group: (60-70 km) 

1 x Cruiser (Serpentins Knucklebuster) 

 

3nd Group: (90-105 km) 

5 x Cruisers (Serpentins Drug Runner) 

 

4th Group: (90-105 km) 

3 x Cruisers (Corelum Gofer) 

3 x Frigates (Coreli Gofer) 

 

 

 

 

 



41 
 

 

 
 

 

Alternatively, faster way without any killing is to buy Smuggler Tags through 

CONTRACTS if available, when I was doing this mission, offers were around  

0,5 – 2,0 mil for 5 tags.  
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Part 3 of 4 
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Combat mission! 

 

Complex:  Deadspace pocket 

System:   Colelie (0.5)  (3 jumps away) 

 

You can comfortably do this mission in Battleship. 

It starts a bit scary because you are warped in the middle of six groups of 

enemies, but if you are careful with aggro, this mission is relatively easy  

(and sweet…).   
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After warp in, there are enemies in every direction around you and very close, 

but only one group auto-aggroes. To get out from the middle, move in direction 

from which that first group is attacking you (up) and kill them, that way you will 

have clear route out without aggroing any other group (careful with drones). 

When you gain some safe distance you can just pick groups one by one and kill 

them. You don’t even need to kill all the enemies around entry point, but you 

need to clear all groups around Repackaging Factory (groups 5-9), because they 

will all aggro when you shoot the station.  

 

 

 
 

These ship groups are NOT permitted: 

· Capsule 

· Dreadnought 

· Mothership 

· Titan 

· Freighter 

· Carrier 

 

 

 

Pocket 1  (Repackaging Factory) 

1st Group (Auto-Aggro):   (5-10 km) 

3 x Cruisers (Serpentis Forger) 

1 x Battleship (Sepentis Killer) 

 

2nd Group:   (10-20 km) 

3 x Cruisers (Serpentis Forger) 

1 x Battleship (Sepentis Killer) 

 

3rd Group:   (10-20 km) 

3 x Cruisers (Serpentis Forger) 

1 x Battleship (Sepentis Killer) 

 

4th Group:   (15-20 km) 

3 x Cruisers (Serpentis Forger) 

1 x Battleship (Sepentis Killer) 

 

5th Group:   (15-25 km) 

4 x Battlecruisers (Serpentis Sentry) 

 

6th Group:   (15-25 km) 

4 x Battlecruisers (Serpentis Sentry) 

 

7th Group:   (30-35 km) 

2 x Battleships (Sepentis Guardian) 

 

8th Group:   (30-35 km) 

2 x Battleships (Sepentis Guardian) 

 

9th Group:   (30-60 km) 

5 x Destroyers (Serpentis Courier) 

4 x Battleships (Sepentis Guardian) 
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Shattered Forgery Tools drop from Serpentis Repackaging Factory. Station has 

lots of hit points, so it is going to take some time (and ammo) to kill it. 

  

What makes this mission sweet is that drops from station are few T1 modules 

and five implants, among then two +5 implants worth on market +120 million 

ISK each.  
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Part 4 of 4 
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Combat mission! 

 

Complex:   Contested Gallente Skeleton Comet 

System:   Deltole (0.5)  (2 jumps away) 

 

Serpentis Command Outpots is located in Remote Corleum Safe Haven, last 

(3rd) room of the Contested Gallente Skeleton Comet.  

This is first mission in this guide that you can’t do alone, and toughness of this 

mission depends on how many players you got helping you. To make this 

mission easier, I would recommend at least 5 people in battlecruisers or similar 

ships with good dps and afterburner fitted. 
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As stated before, battlecruiser is also maximum ship type allowed in this 

complex. 

 

Pocket 1  (Contested Gallente Skeleton Comet) 

First room is described in previous mission (2 of 4).  

You don’t have to kill anything in here because all gates are unlocked any you 

can just pass trough. Any ships that aggroes you and your group can be killed 

fast or just tanked until you get to next gate. 

Goal here is to enter gate to Drone Infested Corridor, 83 km away from entry 

point.  

Pocket 2  (Drone Infested Corridor) 

This is where it gets tough. Gate to Remote Corleum Safe Haven remain open 

only in the period of time when all enemies in this room are dead.  

What makes this tricky is that respawn for most groups of enemies is 5 min, 

and some groups respawn as far as 150 km from gate you are spouse to enter, 

so you really need 2 groups of people with you, one to stay on the spot and 

clear all incoming respawn and one to rush to the next gate and enter it with 

you. 

 

Enemies are grouped in 3 different clusters: Drones, FON group and group near 

the Remote Corleum Safe Haven gate, so I will describe them one by one: 

Group near the Gate to Remote Corleum Safe Haven (right side) 

1st Group:  (50-60 km) 

2 x Frigates (Coreli Assistant) 

2 x Cruisers (Corelum Runner) 

1 x Serpentis Sentry Gun 

 

2nd Group:  (80-90 km) 

2 x Frigates (Coreli Assistant) 

2 x Cruisers (Corelum Runner) 

1 x Serpentis Sentry Gun 

 

3rd Group:  (100-110 km) 

2 x Frigates (Coreli Assistant) 

2 x Cruisers (Corelum Runner) 

1 x Serpentis Sentry Gun 
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This group is easy to kill and has much longer respawn time so you probably 

only need to kill it once right on the start. 
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Vast Drone Hive group  (left side) 

4th Group: (100-180 km) 

2 x Frigates (Watch Drone) 

 

5th Group: (100-130 km) 

2 x Cruisers (Demolisher Drone) 

 

6th Group: (120-140 km) 

3 x Cruisers (Drone Perimeter Guard) 

 

7th Group: (110-200 km) 

2 x Frigates (Watch Drone) 

 

8th Group: (110-160 km) 

2 x Cruisers (Demolisher Drone) 

 

9th Group: (150-170 km) 

2 x Cruisers (Drone Worker) 

 

10th Group: (160-180 km) 

2 x Cruisers (Drone Worker) 

 

11th Group: (160-180 km) 

2 x Cruisers (Drone Worker) 

 

12th Group: (160-200 km) 

2 x Cruisers (Demolisher Drone) 

 

13th Group: (200-220 km) 

3 x Cruisers (Drone Perimeter Guard) 

 

14th Group: (210-230 km) 

3 x Cruisers (Drone Perimeter Guard) 
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From this point you have to hurry because most of Drone ships are on 5 min. 

respawn timer. Start your clearing of all drone ships and once you are near the 

end destroy Vast Drone Hive because it will delay respawn of drones (and 

shooting the hive will also aggro all the drones on you which might come in 

handy if some drone are far away and out of range). 

 

Don’t pull the FON Station group until drones are near the end because FON 

battleships do high damage. 
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FON Operation Station group (centre) 

15th Group: (140-160 km) 

5 x Cruisers (FON Activist) 

2 x Battleships (FON Zealot) 

 
 

 
 

 

Once Drones are near the end or dead, blast away with everything you got on 

FON group. At the same time start dividing your groups, one group should turn 

on afterburner and rush to the next gate, killing everything in range on its way, 

and second group should finish off FON and start coming back to drone 

positions because those first drones that you have killed are going to start 

respawning fast right about now, and you don’t want to be out of range when 

that happens. 

It is absolutely critical that you kill FON Operation Station and make it your 

primary target, because it will delay respawnig of FON group with those nasty 

battleships. If they reappear before you enter the gate you will have to kill 

them all over again. Also if you have trouble and try to warp out don’t click on 

anything related to Skeleton Comet because it won’t work, warp out to station, 

gates or any other celestial object. 

If all goes well you should be able to enter Gate to Remote Corleum Safe 

Haven, hopefully with some friends. 
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Pocket 3  (Remote Corleum Safe Haven) 

1st Group: (35-40 km) 

3 x Cruisers (Runner Thug) 

1 x Frigate (Runner Boss) 

 

2nd Group: (45-50 km) 

3 x Cruisers (Serpentis Misfit) 

2 x Battleships (Serpentis Hired Muscle) 

 

 

 
 

 

First group is easy to kill, second one depends on how many people were able 

to enter the gate, I recommend at least two battlecruiser class ships, because 

you might not be able to take out all those ships alone and getting blown up 

here, near the end, is major fail. 

 

Strike Force Gear drops from Serpentis Command Outpost. 
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Since this complex is pretty busy, there is also possibility that some ninjas have 

entered the pocket with you, if they steal your item, just wait until station 

respawns. Also in the second station here is item for other (Thukker tribe) 

Cosmos mission, so you might take that as well. 

 

Faction standing gain 0,3135 %. 
 (with Social 4 skill) 
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Mission 5 
 

Agent:    Nassor Tromkurt   -  level:  4  -  quality:  0 

Corporation:  Guardian Angels 

Faction:   ANGEL CARTEL 

Division:   Security 

 

Location:   Metropolis 

Constellation: Ani (Minmatar COSMOS) 

System:   Tvink (0.5) 

Bacon:   The Crystal Dust Compound 

 

You need an effective faction, corp, or personal standing of at least 6.00 to use 

this agent. 

 

 

Hardest part about this missions is getting the standing with Guardian Angels to 

actually be able to talk to the agent. :) 

 

 

There are also few frigates flying around agent location. 

The Crystal Dust Compound

1st Group (Auto-Aggro):   (5-10 km) 

3 x Frigates (Cyber Raider/Nomad)  Target Painting  
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Part 1 of 4 
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Trade mission! 

 

Easy trade mission, just buy 300 units of Soil on the market in the nearest 

system and bring it to the agent, cost is around 21000 ISK. 

 

You need cargo space of 450 m
3
. 
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Part 2 of 4 
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Courier mission with pick up point in Low Sec (6 jumps). 

 

First two systems of this courier mission are in low sec: Ragnarg (0.4) and 

Hagilur (0.4).  

There is active pirate corporation around this area, so take all the precaution 

before doing the mission. Losing the mission item means mission fail. 
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Part 3 of 4 
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Combat mission! 

 

Complex:   Contested Minmatar Guerilla Base 

System:   Tvink (0.5)  (same system) 

 

Minmatar Republic Narcotic Officer’s Tags drop in Contested Minmatar 

Guerilla Base in Tvink, from two groups of ships, in the first room.  

Complex can entered in Battleship or any other type of strong ship and there is 

no auto-aggro on warp in. 

There are quite a few ships here, but you only need to grind Minmatar 

Narcotics Officers for the tags. There is first group on the right side with only    

1 BS which is relatively easy to kill and much harder group far away which has  

3 BS with very good tank and dps. You should avoid aggroing big center group 

for this mission. 
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These ship groups are NOT permitted: 

· Capsule 

· Dreadnought 

· Mothership 

· Titan 

· Freighter 

· Carrier 

 

Entry Gate

1st Group (Auto-Aggro):   (35-50 km) 

4 x Frigates (Cyber Raider/Nomad) Target Painting  

 

You can ignore this group. 

 

 

Pocket 1  (Contested Security Post) 

1st Group (right side):  (40-50 km) 

5 x Frigates (Minmatar Republic Narcotics Officer 1st Rank) 

3 x Cruisers (Minmatar Republic Narcotics Officer 2st Rank) 

1 x Battleship (Minmatar Republic Narcotics Deputy) 

 

Groups 2-6: 

- no need to kill them for this mission 

 

7th Group (far away):  (105-120 km) 

6 x Frigates (Minmatar Republic Narcotics Officer 1st Rank) 

2 x Cruisers (Minmatar Republic Narcotics Officer 2st Rank) 

3 x Battleships (Minmatar Republic Narcotics Deputy) 

 

Pocket 2 (Overrun Supply Bunkers) 

- no need to clear them for this mission 
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In a decent battleship, killing 1st group is easy, just be careful not to agro big 

center group close by.  Only strong ship here is BS which has hard tank to break 

and good dps. If you are lucky you will get all of the tags needed from this 

group on the first run. If not, just wait for respawn, it is around 10 min. 
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Alternatively, you can also get tags from the group far away, but it has 3 tough 

battleships to kill. You have been warned. :) 

 

Pick up all tags and save any extra for the next mission. 

 

You can also try to buy Minmatar Republic Narcotic Officer’s Tags through 

CONTRACTS if available, when I was doing this mission there wasn’t any decent 

offers.  
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Part 4 of 4 
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Combat mission! 

 

Complex:   Contested Minmatar Guerilla Base 

System:   Tvink (0.5)  (same system) 

 

This mission is EXATCLY the same as previous mission, only this time you need 

 8 Minmatar Republic Narcotic Officer’s Tags. 
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Faction standing gain 5,0265 %. 
 (with Social 4 skill) 
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Guristas Pirates 
 

 

Mission 1 
 

Agent:   Tatsuo Rahkamo   -  level:  1  -  quality:  0 

Corporation:  Guristas Production 

Faction:   GURISTAS PIRATES 

Division:   Distribution 

 

Location:   The Forge 

Constellation: Okkelen (Caldari  COSMOS) 

System:   Ihakana (0.4) (Low Sec Warning) 

Bacon:   Hangman's Hill 

 

You need an effective faction, corp, or personal standing of at least 0.00 to use 

this agent. 
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Part 1 of 2 
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Courier mission with starting point in Low Sec (3 jumps). 

 

There is an active pirate corporation in Ihakana (0.4), so take all the precaution 

before doing the mission. Losing the mission item means mission fail. 
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Part 2 of 2 
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Courier mission with end point in Low Sec (2 jumps). 

 

 

Faction standing gain 0,2910 %. 
 (with Social 4 skill) 
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Mission 2 
 

Agent:   Rie Nissiken   -  level:  2  -  quality:  0 

Corporation:  Guristas 

Faction:   GURISTAS PIRATES 

Division:   Personnel 

 

Location:   The Forge 

Constellation: Okkelen (Caldari  COSMOS) 

System:   Ihakana (0.4) (Low Sec Warning) 

Bacon:   Hangman's Hill 

 

You need an effective faction, corp, or personal standing of at least 2.00 to use 

this agent. 
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Part 1 of 3 
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Combat mission! 

 

Complex:  Deadspace pocket 

System:   Ihakana (0.4) (Low Sec Warning) 

 

 

Single Group:  (20-25 km) 

1 x Cruiser (Roark) 
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Easy combat mission, deadspace pocket in the same system.  

Container with item (Lucia Deep) drops from the ship (Roark). 
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Part 2 of 3 
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Courier mission with starting point in Low Sec (1 jump). 

 

There are actually two ways in and out of Ihakana (0.4) from high sec, one is 

directly to Friggi (0.5), and second one is, little less used, around way trough 

Otitoh (0.5), so this might be helpful while you do this missions, if one of the 

gate is camped. 
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Part 3 of 3 
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Combat mission! 

 

Complex:  Deadspace pocket 

System:   Ihakana (0.4) (Low Sec Warning) 

 

 

Single Group:  (15-20 km) 

1 x Cruiser (Sleeban Iratur) 

2 x Frigates (Umeld Iratur, Honim Iratur) 
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Easy combat mission, deadspace pocket in the same system.  

Structure (The Red Roid) also needs to be destroyed. 

 

 

Faction standing gain 0,6700 %. 
 (with Social 4 skill) 
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Mission 3 
 

Agent:   Arato Sirkya   -  level:  3  -  quality:  0 

Corporation:  Guristas 

Faction:   GURISTAS PIRATES 

Division:   Internal Security 

 

Location:   The Forge 

Constellation: Okkelen (Caldari  COSMOS) 

System:   Ihakana (0.4) (Low Sec Warning) 

Bacon:   Hangman's Hill 

 

You need an effective faction, corp, or personal standing of at least 4.00 to use 

this agent. 
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Part 1 of 2 
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Combat mission! 

 

Complex:   Contested Caldari Mining Facilities 

System:   Friggi (0.5)  (1 jump away) 

 

Garp Soolim is located in Contested Scordite Field, 2nd room (right side) of the 

Contested Caldari Mining Facilities. 

This complex is for maximum Battlecruiser type of ships, and mobs are frigates 

and cruisers, with no aggro on warp in, so at first it looks relatively easy, but it 

has few nasty tricks: most of the room aggroes you when you attack, so it is 

easy to get overwhelmed, there are few stronger type of ships with long range 

and there are some surprises like warp scramble and jamming. 
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Permitted ships in Contested Caldari Mining Facilities: 

· Frigate 

· Cruiser 

· Assault Ship 

· Heavy Assault Ship 

· Battlecruiser 

· Destroyer 

· Command Ship 

· Interdictor 

· Covert Ops 

· Interceptor 

· Logistics 

· Force Recon Ship 

· Stealth Bomber 

· Electronic Attack Ship 

· Heavy Interdictor 

· Combat Recon Ship 

· Strategic Cruiser 

 

Pocket 1  (Contested Veldspar Field) 

1st Group (around Mining Asteroid):  (35-45 km) 

5 x Frigates (Pith Expeditionary Force) 

3 x Cruisers (Pith Expeditionary Leader) 

 

2nd Group (around Mining Asteroid):  (35-50 km) 

3 x Frigates (Pith Expeditionary Force) 

2 x Cruisers (Pith Expeditionary Leader) 

1 x Cruisers (Motani Ihura) 

 

3rd Group (Gate to Contested Scordite Field):  (35-65 km) 

3 x Cruisers (Pith Expeditionary Leader) 

 

4th Group (Gate to Contested Plagioclase Field):  (45-70 km) 

3 x Cruisers (Pith Expeditionary Leader) 

 

5th Group:  (35-65 km) 

1 x Frigate (Pith Expeditionary Leader) Warp Scramble 

 

6th Group:  (35-65 km) 

2 x Frigates (Pith Expeditionary Capitan) 
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You actually don’t have to kill the whole room in here because gate to 

Contested Scordite Field is unlocked any you can pass trough, especially if 

someone has already cleaned the room before you. 

If you engage and there are all the spawns in the room, be careful not to get 

overwhelmed or warp scrambled, because mobs will all aggro you once you 

open fire. 
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Pocket 2  (Contested Scordite Field) 

1st Group:  (30-40 km) 

2 x Cruisers (Pith Empire Applicant) 

2 x Frigates (Pith Empire Applicant) Jamming 

 

2nd Group:  (35-45 km) 

4 x Cruisers (Pith Empire Applicant) 

2 x Frigates (Pith Empire Applicant) Jamming 

1 x Frigate (Pith Empire Scout) 

 

3rd Group:  (35-45 km) 

1 x Cruisers (Pith Applicant Leader) Jamming 

1 x Cruisers (Wolf Skarkert)  

1 x Cruisers (Garp Soolim) 
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No immediate aggro on warp in, but once you open fire groups 1 and 2 will all 

aggro in few seconds. Be careful not to get overwhelmed, also few ships are 

using jamming. 

 

 

 
 

 

Garp Soolim’s ID Tag drops from Garp Soolim. 

 

 

Alternatively, you might find and buy Garp Soolim’s ID Tag through 

CONTRACTS, when I was doing this mission, there were few offers, cheapest 

one was around 2,0 mil. 

 

Drop off point is in Low Sec (1 jump away). 
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Part 2 of 2 
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Courier mission with starting point in Low Sec (3 jumps). 

 

You need cargo space of 500 m
3
. 
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There is an active pirate corporation in Ihakana (0.4), so take all the precaution 

before doing the mission. Losing the mission item means mission fail. 

 

 

Faction standing gain 0,7000 %. 
 (with Social 4 skill) 

 

 

 

 

 

 

Mission 4 
 

Agent:   Yka Katori   -  level:  3  -  quality:  0 

Corporation:  Guristas 

Faction:   GURISTAS PIRATES 

Division:   Security 

 

Location:   The Forge 

Constellation: Okkelen (Caldari  COSMOS) 

System:   Friggi (0.5) 

Bacon:   Bandit Hideout 

 

You need an effective faction, corp, or personal standing of at least 4.00 to use 

this agent. 
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Part 1 of 2 

 

 
 

 

 

 



94 
 

 

 
 

Combat mission! 

 

Complex:   Contested Caldari Mining Facilities 

System:   Friggi (0.5)  (same system) 

 

Huriki Vunau is located in Contested Plagioclase Field, 2nd room (left side) of 

the Contested Caldari Mining Facilities. 

 

Pocket 1  (Contested Veldspar Field) 

This room is described in the previous mission, only difference here is that you 

need to enter gate to Contested Plagioclase Field. 
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Pocket 2  (Contested Plagioclase Field) 

1st Group:  (25-40 km) 

2 x Frigates (Pith Tech Runner) Jamming 

2 x Cruisers (Pith Researcher) 

 

2nd Group:  (30-50 km) 

2 x Frigates (Pith Tech Runner) Jamming 

2 x Cruisers (Pith Researcher) 

 

Group 1 and/or 2 might Auto-Aggro 

 

3rd Group:  (30-40 km) 

2 x Frigates (Pith Tech Runner) Jamming 

2 x Cruisers (Pith Researcher) 

1 x Cruisers (Huriki Vunau) 

 

 

4th Group:  (30-40 km) 

5 x Battleships (Pansya’s Bodyguard) 

1 x Battleship (Sanku Pansya) 

 

5th Group:  (35-50 km) 

4 x Battleships (Black Mask Bandit) 

 

 

First order of business here is NOT to aggro the battleships if possible (groups 4 

and 5) because killing them solo with T1 BC is mission impossible. 

Since group 1 and 2 ( that might auto-aggro) are on the same spot as 

battleships, you need to be careful what you shoot at and when, same goes for 

drones.  

If you get auto-aggro I recommend that you kite the group that aggroed you 

away from battleships, kill it, then pick the group 3 from distance.  

If you turn around fast enough and move away, you might avoid auto-aggro. 

Then position yourself so that group 3 and Huriki Vunau is in your range to kill 

it and battleships are as far away from you as possible. Once you fire at Huriki 

Vunau you will get aggro from groups 1, 2, 3 and 5. 

If you get overwhelmed, warp away and then come back for the loot and 

mission item. 
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Caldari Navy Convoy Deposition File drops from Huriki Vunau. 

 

 

Alternatively, you might find Caldari Navy Convoy Deposition File through 

CONTRACTS, thou when I was doing mission I didn’t find any reasonable offers. 

 

 

 

 

 

 

 

 



97 
 

Part 2 of 2 
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Courier mission through high sec (1 jump). 
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Be aware of the fact that you only have  5 minutes  for delivery to get bonus 

‘Noose’ Cruise Missile Launcher Blueprint. 

 

 

Faction standing gain 0,3979 %. 
 (with Social 4 skill) 

 

 

 

 

 

 

Mission 5 
 

Agent:   Siringwe Opainen   -  level:  3  -  quality:  0 

Corporation:  Guristas 

Faction:   GURISTAS PIRATES 

Division:   Surveillance 

 

Location:   The Forge 

Constellation: Okkelen (Caldari  COSMOS) 

System:   Friggi (0.5) 

Bacon:   Bandit Hideout 

 

You need an effective faction, corp, or personal standing of at least 4.00 to use 

this agent. 
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Part 1 of 4 
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Combat mission! 

 

Complex:  Deadspace pocket 

System:   Friggi (0.5) 

 

 

Single Group:  (10-20 km) 

2 x Cruisers (Nugoeihuvi Operative, Arms Dealer) 

3 x Frigates (Internal Security Patrol Capitan) Web  
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Easy combat mission, deadspace pocket in the same system.  

 

Unassembled Hybrid drops from Nugoeihuvi Operative. 
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Part 2 of 4 
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Courier mission through high sec (1 jump). 

 

You need cargo space of 600 m
3
. 
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Part 3 of 4 
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Simple courier mission in the same system.  
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Part 4 of 4 
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Combat mission! 

 

Complex:  Deadspace pocket 

System:   Otitoh (0.5)  (1 jump away) 

 

 

Single Group:  (25-40 km) 

4 x Frigates (Caldari Navy Officer) 

2 x Cruisers (Caldari Navy Gunner) 

1 x Cruiser (Caldari Navy Raid Leader) 

2 x Caldari Tower Sentry II 

 
 

Damage output from this group is quite high, but you can fly any type of 

stronger ship in here, which makes this mission easy.  
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These ship groups are NOT permitted: 

· Capsule 

· Dreadnought 

· Mothership 

· Titan 

· Freighter 

· Carrier 

 

 

 
 

To complete the mission you need to destroy Caldari Navy Command & 

Control Center. 

 

Be sure to check all the loot, because Caldari Navy Warp Scrambler dropped for 

me in this mission. 

 

Faction standing gain 1,9011 %. 
 (with Social 4 skill) 
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There you go, my first contribution to EVE community (apart from trolling:). 

 I hope it helps you, at least few of you who don’t have Pirate factions on -9,99 

standing. ;) 

 

As CCP announced that we will see Pirate Factions Epic Arc in Dominion, I have 

a feeling that this guide might become more useful. 

 

As for my part, I had fun doing this guide, lurking trough Venal, Fountain and 

Curse, dodging pirates and locals and exploring new space. :) 

 

Thank you, goodbye! 

 

 

 

 

 

 

 

 


