

Introduction
This is my agent running guide for eve online, this guide should help players to understand how missions work in eve, how to complete them, the advantages of mission running and what you get out of running them.

I hope this guide is helpful to all you budding eve players out there.

Contents
1. Finding Agents

2. Agent Level’s

3. Agent Quality

4. Agent Types & Mission Types
5. Standings

6. Loyalty Points

7. Mission Difficulty

8. Rewards and Bonuses

9. Intel – Tanking, what to shoot with, electronic warfare etc

10. Respawning

11. Agents In Space

12. Storyline Agents

13. Event Agents

14. Cosmos Agents

15. Social Skills

Part 1 Finding agents
Finding agents is perhaps one of the easiest things to do when agent running yet it is one of the most asked questions when it comes to agents.

When you start playing you have a training agent.

This agent will offer you some missions then after 2 missions he will refer you to another agent, a lot of people however “forget where this agent is” and ask in help channel for where that agent is.
However after completing the initial training missions you receive an eve mail from the agent you have been recommended to.
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Now all you need to do is follow the instructions on this eve-mail

.

However if you happen to delete the eve-mail there is another method for finding the agent. You open a directory on the left side of your screen called “people and places”

This has many features and should become a well used feature by you.

Whilst in people and places look along the tabs for a tab called agents, then,  click all agents, this will expand a list of all agents you have been in contact with.

In this list is your training agent, but also you will notice your referred agent
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This agent is a storyline agent , we will discuss the storyline type of agent later on but for now all you need to know is that its worth running the missions she offers you.

Now we will assume you’ve completed the missions for your training agent and for your referred agent.  So now you are ready to begin mission running for real. ((
Now, this is the quickest way to get you into missions in my opinion.  There are other ways to do it but for now we will simply focus on getting you started in the agent running business.
Reopen your people and places folder.

Go to the agents bit we looked at before.

Look for your tutorial agent and right click on him, then select show info.

It may be worth closing people and places now so your view isn’t clogged up.

Now a little window of your agent will come up on screen:
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When this window appears, click on the corporate logo.

This will give you a window similar to this.
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This window is the corporation’s information, look for the tab called agents, (which I have opened in image) and then click on the word advisory to expand it.  You will now see a list of all the corporations’ agents, including agents you can use and agents you can’t use.  As you progress with agents you will be able to use more and more for that corp. However for now select an agent that is available to you (make sure it has as high a quality as possible) right click this agent, and set destination.
Now undock and hit the autopilot button.

Kick back and relax until you hear the words autopilot disabled. 

Note – if you are still in the nooby ship get out of it into a combat frigate of your race, be prepared to be beaten and don’t be to proud to ask for assistance in the local chat room.

Once your autopilot disables warp to the station your agent is located at, you can see this info quite clearly in the corporate agent’s information, so you should have no trouble.

Part 2 Agent Levels
Agent levels are a way of progression whilst agent running, you start out with a low Isk paying, low loyalty point giving level 1 agent, however as time progresses with you successfully completing agents you will gain access to higher level agents.

The higher the agent level the higher the risk is/greater the task

For example in combat agents

Level 1 – fight frigates

Level 2 – fight tougher frigs with occasional cruiser escort

Level 3 – fight multiple cruisers/ frigs with battle-cruiser escorts

Level 4 – fight multiple battleships/battle-battle-cruisers, cruisers etc

Level 5 – Fleet battles, lots of battleships CAN NOT BE DONE SOLO

The advantages of higher level agents is, that they give better payouts, increase standings more rapidly and give a higher loyalty point gain.

The general rule of thumb for what ship you should use in combat missions is:
Level 1 – frigate/destroyer

Level 2 – destroyer/cruiser

Level 3 – (skill full) cruiser/ battle-cruiser/assault frigate

Level 4 – (skill full) Battle-cruiser/Battleship
Level 5 – (skill full) multiple battleships (fleet warfare)

Notably it is entirely up to you which ship you use, but use a ship suitable to the mission level, don’t use a frigate on a level 4 mission when you are solo.

Also how you setup your ship will depend on what the ship is, what race you are, what skills you have etc , so we wont mention fittings here, for fitting info speak in your corporation chat, or the help channel, or look on the eve online forums for related threads.

Part 3 Agent Quality

Personally I found it quite obvious when I started out that a lvl1 agent of quality -19 was going to be crap.
However,

Agent quality is an interesting concept in eve, when you select a new corporation to run agents for so for example… you pick the Sarum family (Amarr Corporation)

It is most likely the only agents you can use are of -19 quality and level 1.

If you run a lot of missions with this corporation, this will quickly change as your standings with the corporation increase.

Agent quality quite simply determines how good that agent is with you.

A low quality agent will give out crap payments for missions, lower loyalty point gain, and more frequent rubbish offers.


A high quality agent of the same level will give out good payments, high loyalty point gain, and more frequent better offers.

I have also heard that high quality agents give out easier missions but so far I haven’t seen any difference.  As you complete missions with a low quality agent, your standings will increase, so frequently check the corporation’s agent tab as higher quality agents of the same level will become available to you quite frequently.
Part 4 Agent Types

Missions aren’t all about combat, they aren’t all, jump in an apocalypse and blow up battleships.

There are several categories of mission’s type, although not every corporation will have all agent types, for example:

The imperial academy only has advisory agents 

The amarr navy has command, internal security, personnel, security, and surveillance.
The quafe company has advisory, administration, intelligence, legal, manufacturing, marketing, personnel, public relations, security.

This means you need to find a corporation to fit your needs.
If you are looking to fight then go for your races navy corporation and run missions for them, if you want to do courier missions then companies like quafe would be a good bet to look at.

I am not going to list every NPC corporations agent types here, this is something you should look for yourself, you can do this by simply looking at the corporations agent tab in its info screen as we discussed before.

Here is a list of the rough percentages of missions that are given

	Agent Type
	%Kill
	%Courier
	%Trade
	%Mining

	Administration
	50
	50
	0
	0

	Advisory
	34
	66
	0
	0

	Archives
	5
	90
	5
	0

	Astrosurveying
	40
	30
	5
	25

	Command
	97
	3
	0
	0

	Distribution
	5
	95
	0
	0

	Intelligence
	85
	15
	0
	0

	Internal security
	95
	5
	0
	0

	Legal
	50
	50
	0
	0

	Manufacturing
	5
	95
	0
	0

	Marketing
	5
	95
	0
	0

	Mining
	5
	85
	0
	10

	Production
	5
	95
	0
	0

	Public Relations
	34
	66
	0
	0

	R&D
	0
	50
	50
	0

	Security
	90
	5
	5
	0

	Storage
	5
	95
	0
	0

	Surveillance
	95
	5
	0
	0


These numbers aren’t exact, as I have never seen storage agents give out a combat mission yet, nor have I received a courier mission from an internal security agent either, these numbers were taken from here (may have to ctrl click to follow link)
Part 5 Standings 
There are three kinds of standings when it comes to agents
These are you’re:

Agent standing

Corporation standing

Faction standing

Agent standings.

Now I am a little bit hazy to be honest about what having a high agent standing gives you, but to my knowledge an if you have an agent with a high standing he will give you the better paid missions more often, although this may mean you are getting missions you find difficult more often
Corporation Standings

When you are looking to upgrade to another level of agent this is what you want to look at. Your corporation standing will determine what agents appear as “available to you” in the corporation agents tab info.

If you standings are quite high then you will be able to use the higher level, higher quality agents, however if you have low corporation standings you will only be able to use the lower level, lower quality agents and as you run missions for the agents your standings of course increases with the corporation so that you can use the higher level agents.
Faction Standings

To my knowledge your faction standing makes the storyline missions you receive, more difficult and better for you.  So if I am correct about this then having a high faction standing will mean you get difficult, yet well paid missions, with good loot from the NPC rats.

Standings are increased obviously by completing missions however be aware, if you ask an agent for work and reject the mission without accepting it, you will be ok , but don’t reject another for 4-5 hours, as if you do, you will lose standings with the agent, also if you accept a mission and struggle with it, and decide to tell the agent to f**k off , you will lose standings each time, so rather than quitting the mission , get help to finish it.

Part 6 Loyalty Points
Loyalty Points are what mission running is all about in my opinion. 

Loyalty Points are redeemed with the agent you work for in offers, these offers basically give you modules, skill-books, rare ships etc.

The basic Principle of loyalty points is simply, the more loyalty points you have saved up, the better offer you are going to receive from your agent.
Your agent will periodically make offers to you, however there isn’t a set amount of missions between offers, it is random, he may make an offer after 2 missions, or he may make an offer after 10 missions.

Save your loyalty points, most offers are crap to start with, such as 12 veldspar mining crystals for 1000lp and 5 million isk…. Crap offer, however an offer for 2 x limited neural boost beta for 15000lp is a good offer, the more loyalty points you have save the better the offers become.

There is what I like to call keystone points of reference when it comes to offers, this means that at certain amounts of LP you should expect certain offers to come around, and as such people often save their loyalty points specifically for these offers.  Here is a list of the keystone offers.

	Loyalty point amount
	Offer Type

	1500
	+1 attribute implants

	9000
	+2 attribute implants

	10,000
	+3 attribute implants

	15,000
	Special connections skill-books

	100,000
	Navy Issue frigates

	250,000
	Navy Issue Cruisers

	300,000
	Multiple +3 attribute Implants

	400,000
	+4 attribute implants

	450,000
	+5 attribute implants 

	500,000
	faction battleship BPC

	600,000
	Pre Built Faction Battleship


Obviously there are other offers you may receive in between, for example you may hit the 500k mark and be offered 3 x +5 attribute implants, but you should expect to receive a faction Battleship BPC, so you would be smart and turn down the implants.
Loyalty Points serve no other use in-game apart from to be redeemed for offers, they do not affect your standings…nor do they make you look cool ((
So spend them as you will or save them for that faction battleship.

As another note however, don’t sit there using lvl1 agent for years trying to save up for a faction battleship because it isn’t going to realistically happen.
A level 1 agent may typically give out 50 to 100 lp per mission, level 2 agent may typically give out 100 to 300lp per mission, a level 3 may give out 500 to 1500 per mission a level 4 I recall gives out between 1500 and 5000 however I recently lost my apoc in a level 4 so I’ve not been near them in a while.
Part 7 Mission Difficulty

How difficult a mission is, will be determined by the level of the agent, quality of the agent and social skills which we will discuss later, standings may also play a part but its not something I have ever considered when agent running.
Each agent has a mission set which they give you, it is wise to jot down the names of the missions he gives you then afterwards jot down whether it was easy or difficult, what the rats were, whether they warp jammed/webified/ecm’d you.
If you get given a mission you know you couldn’t do the last time you were given it then you know not to accept it until you are skilled up enough to be confident in trying it or you could ask one of your helpful corp. mates to help you with it.
There is one mission that is often queried about in the missions forum on eves website , and that is the mission called “worlds collide” I haven’t ever actually seen this mission but it is portrayed as being extremely difficult and should be avoided by players who are new to mission running, and also players who…. Have just gone from level 2 to level 3 for the first time and receive it.

Each agent has what is called its f**ker mission ( and it is up to you to discover the mission name in question.  Basically when you really struggle and/or lose your ship very quickly , even though you are fine with 99% of that agents other missions then you have discovered the agents F**ker mission (
Jot down the mission name and reject it when it comes up, but make sure not to reject another mission for 4 – 5 hours afterwards, or again you can always have a couple of people help you with it.
When reading your briefing you will see the mission reward offered, + the bonus, it is possible to evaluate how difficult the mission is going to be.

I run a lvl3 agent in a 0.8 system and he typically offers missions that payout 350k +350k bonus, however when he offers me 550k +550k bonus I know its going to be a tougher mission, you have to work out for yourself his average payments and decide how difficult the mission is going to be from there.
Part 8 Rewards and Bonuses
Often you will wonder why you get a reward of 50k on a lvl2 agent whilst your buddy is 10 jumps away getting 200k from another lvl2 agent giving the same mission.

Rewards are affected by your agent’s quality, your social skills, and his location.

I recently discovered a lvl2 agent in a 0.4 system who gives out 250k rewards + 200k bonuses, whereas a lvl3 agent I have been running in a 0.8 system gives out 350k +350 k, whilst the level 3 agent gives more, per mission, I can complete the level 2’s in 10 minutes instead of in 40 minutes which means that for mission rewards over a long period my lvl2 agent wins and makes me more…

Simply put, an agent in low security systems will give out better payments, than an agent in high security systems, simply because low security mission running is risky, a well skilled player pirate who uses probes can locate your mission zone and warp to it, which is never a good thing.

It becomes a case of risk VS reward and so far whilst running the low sec lvl2 agent I have yet to have a pirate warp in on me, but that doesn’t mean it isn’t going to happen (
The agent quality affects mission rewards in a simple sense of, the higher the quality, the better the rewards.
Part 9 Intel
This is fairly simple, know your enemy, in most briefings it will say who you are fighting, this means that you know what to armour tank/shield tank against.
Typically:

Guristas – kinetic/thermal

Serpentis – thermal/kinetic

Blood raider – thermal/em

Sanshas nation – em/thermal

Angel kartel – kinetic/explosive/thermal

Minmatar fleet – thermal/explosive

Amarr navy – em/thermal

Notice that I haven’t included all factions here, this will mean you have to find out some info yourself.

Rats are normally weak against the damage they deal surprisingly, I say surprisingly because in most multiplayer games, if you deal cold damage then you are resisted against cold damage but weaker against fire damage.  But in eve this seems not to be the case.

Electronic warfare in missions can be a pain in the ass.

Typically when fighting guristas they have ships that use ecm on you which means for periods of 20 seconds you cant shoot back. In other missions a rat may warp scram you, or use a tracking disrupter, it is up to you to figure out which rats do the ecm in a mission, and make them your primary target. 

I remember losing an apocalypse in a level 4 mission against drones, I failed to spot the strain drone warp scramming me until it was too late and my armour gave out, I go to warp and I cant ( I won’t make that mistake again.
Anyhow this website contains all information on rat damage, rat resistances, mission info etc, also has a nice picture of every ship in eve to scale together in one image (
http://eve.grismar.net/wiki/wikka.php?wakka=WikiHome 
Enjoy.

Part 10 Respawning

If you warp away from a mission for a couple of hours, any rats you kill except for a named target will respawn, so long as you don’t tell the agent the mission is done, this allows for what I believe is the term mission farming, where you go back every few hours and re-kill the rats, until the mission is about to run out of time, in which you tell the agent you are done, this means you can have a chain of missions running at once, just flying between them killing the rats then collecting loot, and repeating, however I have never really tried this but if you live in a system with 4 lvl3 security agents then it is probably going to be worth doing.

Part 11 Agents in Space
Agents in space are agents that live in each nooby system of the game, so in amarrian territory there are 3 agents in space 1 in each nooby system, in caldari space 3 agents, in minmatar and gallente 3 agents each
These agents sit next to the station in each nooby system and will give you a 1 time mission, to go get some tags and give them to him, he will pay you and I think they give you a small named turret but you gain a nice faction standing boost, so they are worth doing and they take like ten minutes to complete.

The tags you need depend on the agent but can normally be found on npc rats in adjoining systems or you can buy the specific tags off the market.

Part 12 Storyline Agents
Every mission runner will encounter these at some point. 

These are important missions that boost your corporation/faction standings, generally give out good rewards, and normally have rats with excellent loot (unless courier mission)

Do these missions in a frame of mind that is:

Come for the faction boost, stay for the rewards

The higher level agent you use normally will determine how hard storylines are, and obviously the harder a mission is the better its total rewards are going to be.
Every 16 missions you do will give you 1 storyline mission, maybe a 1 part mission, maybe a 10 part storyline… who knows, but make sure you do them

You always get 1 week to complete them so you don’t have to rush out as soon as you get the mission , you can leave it for a couple of days and plan it , or if you know its going to be very hard plan tactics with a friend and do it together.

Part 13  Event Agents
Event agents are dotted about the eve universe.

These agents offer you a mission, normally a courier mission, then when you get from point a to point b and dock, they refer you to another agent after completion, this second agent offers you a mission and again upon completion, refers you … it basically repeats like that,  you work with even agents from different corps pretty much just doing courier missions, the payouts are ok, and I think the bonuses are normally modules, but the standing increase you get is slightly higher than from regular agents.

However you don’t get loyalty points with these agents as far as I know.

Part 14 COSMOS Agents
I know absolutely nothing about COSMOS agents other than that they are supposed to be excellent and are a must to  do if you are a mission runner but I personally have never tried em.

Here are some links then to help you to understand them a bit
http://www.eve-files.com/media/corp/ovc/okkelen.html 

http://myeve.eve-online.com/ingameboard.asp?a=topic&threadID=203348 

http://www.ffs-corp.co.uk/cosmosagents.php 

I hope these links help you with COSMOS Agents
Part 15 Social Skills
Social Skills in eve are an agent runner’s best friend, they are worth investing in as there is no doubt that they will pay for themselves in the long run.
The social skills are there simply to improve your standings, loyalty point gain and cash rewards from agents.  So if mission running is your career choice then you will need a lot of the social skills at level 4 at least

The social skills are:

Social – increases standings with agent, corp, faction by 5% per level

Connections – 4% bonus to corp standings per level

Negotiation – 5% more pay per level.

These are the basic skills to have, train all to level 4 and you are off to a good start.

There are a lot of other skills to have including what are called advanced connection skills which include:

Military connections

Political connections

Labour connections

Financial connections

Trade connections

Bureaucratic connections

These advanced connection skills all increase your loyalty point gain by 5% per level, however they only increase gain with certain agent types, so a military connections skill increases lp gain with combat oriented agents but not trade oriented agents.

These Skills are given out in agent offers, so if you reach the 15000lp mark then you should expect one of these skills to be given out, but it will only be relevant to your agent, so an internal security agent will give out military connections and possibly political connections, but he won’t give out trade connections.

These skills can also be bought on the market, but are rather expensive for the new player.

16 Useful links

www.eveinfo.com
http://eve.grismar.net/wiki/wikka.php?wakka=WikiHome
http://home.broadpark.no/~tijohann/eve/missions/    Personal favourite

http://home.broadpark.no/~tijohann/eve/ 
That’s it; this is my agent running guide.
All the work done in this guide with the exception of part 14 is all my own work based on my experiences, and opinion, although some stuff like the information in the tables in part 4 and part 6 are taken from eve players bios( and from eves website.
 I appreciate any criticism on this guide, anything that you believe to be wrong or inaccurate please tell me about, so I can correct it.

This guide was written by master bates

Enjoy.
