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EVE — EXODUS

EVE takes place in a cluster of stars far from mankind’s original habitat, planet Earth.
How far away, and whether or not that cradle of civilization still exists, is a mystery.
Humans arrived through a natural wormhole and, gazing up upon an alien sky they
had never seen, were completely unable to determine where this new world was
located. From the New Eden solar system, where the gate of EVE once led to the old
world, humans expanded in all directions at a furious pace, exploring and colonizing
rapidly.

Then, unexpectedly and seemingly unprovoked, the EVE gate collapsed in an
apocalyptic catastrophe of a scale never before witnessed by the human race,
ruining the New Eden system in the process. Thousands of small colonies were left
in complete isolation to fend for themselves, cut off from the old world. For millennia
they endured, clinging to the brink of extinction, and only a handful managed to
survive.

Of those that lasted, five were to rise up and become the major empires that,
between them, hold the balance of power in the world of EVE. Today, they are
known as the Amarr Empire, the Gallente Federation, the Caldari State, the
Minmatar Republic, and the Jovian Empire. Additionally, the world is full of several
small, independent factions and states.

For more than a century, the five empires have lived together in relative peace.
They’ve continually strived to maintain this peace, as each faction realizes only too
well the grave consequences of a massive inter-stellar war. Recent technological
breakthroughs in FTL travel, and the ensuing increase in space travelers, have
shaken, but not broken, the fragile peace... at least not yet.



Interstellar Travelling

Well, here is a detailed description for all you -~
techno-buffs on jumps - the amazing
technology on how and why it is possible to
traverse the vastness of space in a matter of )
minutes. Tacked along are various interesting
tidbits on the history of the races and their -
elusive search for their ancestry. Written by s . .
one of the best recognized intellectual in the Gmnq Fﬂ% es?
world of EVE, this is an insightful glimpse into cve s et 1 ancs
the minds and beliefs of those that live there.

By Alain E. Topher
Where do we come from?

For centuries men speculated from where mankind came. Today, it has been
established beyond reasonable doubt that all the different races and factions found in
our part of the galaxy must have originated from a common source.

Yet it has proven difficult to piece all the different artifacts together into a coherent
picture. In any case, it seems logical from a biological standpoint that humans
evolved on the same planet. Even if various differences can be found between and
within factions, the likeness in the DNA structure clearly points to a common origin.
But then the question is: where is this fabled planet that humans evolved on and how
did the human race end up in numerous separate places?

Lets look at what we know: It is now
undoubted that a race capable of inter-
stellar travel roamed our space many
thousands of years ago. A number of
ancient jump gates, or fractions of jump
gates, are known to exist in numerous
solar systems. Whether these jump gates
were built by our own ancestors or a
totally alien race is unknown. These jump
gates have some peculiar traits. First of
all, age tests have shown that all these

A number of ancient jump gates, or jump gates were built within the space of
P D 8 ey knewn o x5t 50 to 100 years. And yet the design of

many of the jump gates is a little bit
varied between places, like they were constructed by different people. These facts
raise many questions: why were they all constructed within this short time-span, and
none since? Were they built by the same race, or maybe two or more conflicting
races?

The answer most favored is that of war. Only a conflict could explain this quick
construction of dozens of jump gates and why everything seemed to come to an
abrupt halt one day. But who were fighting? And where are the combatants now? It
seems highly unlikely that factions capable of inter-stellar warfare suddenly
disappear into thin air.

By studying the layout of the jump gate remnants, a curious pattern emerges. The
jump gates snake out like a spider-web from a central point. And what is the central
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point? It is the system known to Amarrians, who first found it, as ‘Imlau Eman’, or the
‘Mouth of God’, but is today better known as EVE.

The EVE system is an enigma that is still very much a mystery to us. The system
itself is not that impressive — just some space debris and a few asteroid belts orbiting
a pale white dwarf. But at the outskirts of the system is a phenomenon that has
puzzled us for centuries. At the center of this phenomenon lies a huge structure,
obviously built by some advanced civilization eons ago. The structure looks very
much like a jump gate, except it is many times bigger than any space structure of
ours. The gate is fairly plain all around, but there are markings here and there, in
some ancient language that has not been fully decrypted. At the top, the largest of
these markings is a three-letter word that says EVE. There isn’t full agreement
among scholars about the meaning of this word, but most people regard it to be
simply the name of the gate.

Now, every indication points to this being the gate that our forefathers used to enter
this world, but despite massive studies on the gate and the EVE system in whole, we
still haven’t uncovered what happened to the gate all these millenniums ago.

Extremely bright and powerful electromagnetic turbulence emits from the EVE gate,
as it is commonly called. This turbulence seems to originate from within the gate, so
it is believed that the gate is actually open and the electromagnetic storms are
coming through from wherever the gate is linked to.

In any case, the turbulence makes it extremely difficult to study the gate. Fortunately,
the storms pulsate rhythmically, meaning that every other year or so they recede
enough to allow closer scrutinizing. But even then the turbulence is enough to rip to
pieces any vessel foolish enough to wander close to it.

The immense brightness emitting from the gate can easily be seen in solar systems
close to the EVE system as a vibrating bright star on the night sky. But even in
systems in the farthest regions of the known world it can still be seen with the aid of a
telescope. The Amarrians, whose home system is only a few light-years from the
EVE system, were in the best position to marvel at the gate. Many thousands of
years ago, while still on a primitive level, the Amarrians actually coupled the peculiar
phenomenon they saw in the sky with their age-old religion and even today the EVE
gate holds great importance in the Amarrian state religion.

The search for our ancestors goes on. Even if the facts lead us to the EVE system, it
seems to be the end of the road. The extensive studies done there over the decades
seem no closer to providing the answer to this important question.

The earliest jump gates and the first inter-stellar travelers.

Once the Amarr Empire had reached the technology level were it could enter space,
it started to vigorously chart their home system. Due to technological limitations this
survey took a long time. Finally, the Amarrians stumbled upon the remains of a jump
gate at the outskirts of their solar system.

By studying the remains, which were more or less intact, the Amarrians were able to
garner enough information to build a jump gate of their own. The jump gate was
operational but obviously it lacked connections to other jump gates, as it was the only
one of its kind. Thus the Amarrians were forced to physically send ships capable of
building jump gates between solar systems before a stable wormhole could be
formed into the system to connect the two gates. These gate construction ships often
took decades to arrive, the crew suspended in cryo-tanks for the duration of the
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voyage. Only in recent years with the coming of jump drives capable of jumping
between systems with no jump gates in them is it possible to overcome this time-
consuming prelude to inter-stellar traveling via jump gates and still today dozens of
gate construction ships are enroute to a distant system.

But patience is a virtue the Amarrians have mastered well and they steadily
expanded in every direction from their Amarr home system. Now, more than two
millenniums since the construction of their first jump gate, the Amarrians occupy
hundreds of solar systems.

—% The Gallenteans and the Caldari
discovered jump gate technology at
- relatively the same time, due to the simple
fact that their home worlds were then in
the same system. This was a little over
700 years ago. The Gallenteans and the
Caldari did not enjoy the luxury of finding
a relatively intact jump gate relic in their
system as the Amarrians did. Instead
there were only fragmentary pieces to be

£ found, so they had nothing to build on.
The Gallenteans and the Caldari discevered St”l, these fragments pOInted the

jump gate technology at relatively the . . . -
samakime: researchers into the right direction and

many jump gate theories were tried out. It wasn’t until after the discovery of a
companion brown dwarf, making the system a binary system, that the gate research
got on the right track. It wasn’t long after that before the first working jump gate was
erected. The Amarr type of jump gate and
the Gallente/Caldari one both work on the
same principle (see next chapter), but .

there are some minuscule differences in ; ;
how the different parts of the gate work i
exactly. .

At that time both the Gallente and the
Caldari worlds were bursting at the seams
and major effort was made in sending
ships to nearby systems to build jump
gates. The mass exodus of the
Gallenteans and the Caldari to other At that time both the Gallente and the

. . Caldarl worlds were bursting at the seams
SyStemS was nothlng like the Calm, and major effort was made In sending ships
deliberate expansion of the Amarr '° "eearby systems to bulld jump gates.
Empire, where only one system was
colonized at a time and every aspect of the expansion was rigidly controlled by the
state. Instead, private firms, the first of the Caldari Corporations among them, were
chiefly responsible for surveying systems, sending the constructions ships, and
selling the territory to the colonists. In the space of 500 years or so the combined
expansion of the Gallenteans and the Caldari had almost equaled the total expansion
of the Amarrians in 2000 years.

The Jovians are not very forthcoming with information about their technological
advances in this regard. Today they employ jump gates functioning on the same
principle as the other’s, but nothing is known on where or when the Jovians acquired
their jump gate technology. However, they’'ve revealed an interesting fact: according
to ancient Jovian legends, the Jovians used the ancient jump gates that scatter the
world to travel between solar systems a long time ago, before the jump gates
crumbled. The legends stay silent about the makers of the gates.
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The principles of jump gate technology.

Jump gates are built around artificial wormholes, created by exploiting gravitational
resonances found in binary systems. This resonance is as a friction between
gravitational waves of stellar objects, the more massive the objects, the stronger the
resonance between them. Positions of planets in a solar system, as well as the
complex structure of dust rings around heavy planets illustrate this resonance.

In binary systems there exists strong
resonance phenomenons, where the
gravitational field of two stars in a stable
binary formation would interfere with
each other, like ripples from two wave ..
sources. These stable wave patterns " Bt
come in a succession of standing wave SeTseT
patterns, similar to those created on a
guitar string. The strongest resonance is ="~ " attarns cama In =

the 1:1 resonance (the first harmonic, SO  succession of standing wave patterns,

tO Speak), Wlth tWO Statlonary node Similar to theose created on a quitar string.
points situated in the center of each of

the two stars. The second strongest

resonance is the 1:2 resonance (the second harmonic), where an additional
stationary node point appears in the field exactly mid-way between the stars (if of
equal mass), and so on for successive resonances.

At the node points, the rapid oscillation of the gravitational field in opposite directions
creates strong shear in the contravariant energy-momentum tensor. Under normal
circumstances this stress is dissipated by high-frequency graviton radiation, and
does thus not create any noticeable macroscopic phenomenons.

But if this stress is confined and forced to build-up in a limited region of space, then
the tensor-field will eventually develop a steadily growing high-curvature tentacle like
structure in the space-time continuum. More specifically, the tentacle constitutes a
self-avoiding 4-manifold that attempts to
grow farther and farther from itself. The
tip of the tentacle, where the curvature is
highest, effectively acts like a magnet on
= 5 space-time, and for high enough
=: ' curvature it can eventually induce the
creation of a small tentacle in remote
high-density regions, that can reach to
the tip and spontaneously combine. An
The tip ol the tentacle, and lor high enough  analogy of this phenomenon is when
Crention al o mmet Sentorts i remate lightning strikes ground, where the tip of
high-density regiens, that can reach to the the downward lightning actually creates
tip and spentanecusly combine. . . .
a small upward lightning emanating from
the ground and the two combine
somewhere above the ground, thus closing the electrical circuit.

The main device of jump gates is a so-called mass boson sphere, based on one of
the fundamental physic fields that mediates mass, and thus interacts strongly with
gravitational waves. The sphere is filled with mass boson plasma, which reflects
gravitational waves, pretty much in the same way as a mirror reflects light. By
adjusting the plasma density so that it reflects the high-frequency gravitational waves
involved in the dissipation of tensor shear, this radiation is trapped within the sphere,
thus leading to a steady net increase of the gravitational stress within the resonance
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node, which eventually leads to the creation of the high-curvature tentacle. An
analogy of this is the laser, which builds up a highly coherent and intense beam of
electromagnetic energy by enclosing oscillators within a reflecting cavity.

The distance between the two ends of the wormhole depends on the mass of the
suns in the binary system and on what resonance node the jump gate is located. In
order to connect two jump gates a trial-and-error method is needed, often lasting
many years. This is because the tentacle created by the tensor-field cannot be
controlled or directed in where to open. But by having another jump gate in a nearby
system build up gravitational-stress in it its own, without reaching critical point, at the
same time that the tentacle is growing, then the likelihood of a connection being
made increases statistically, although many attempts are still often needed. This is
similar to raising a metal rod in a thunder storm.

The first jump gate versions built by the Amarrians were limited in the way that once
a wormhole had been created and a ship slipped through a new wormhole had to be
made before another ships could pass. As it could take several days or even months
to re-connect the two jump gates, passing was slow. Later versions of jump gates
allowed the jump gates to hold the wormhole open for a longer time and modern day
jump gates can keep a wormhole connection open for several dozen years before it
has to be reset. Also, the first jump gates were only able to connect and hold a single
wormhole at a time but today they can hold several wormholes open at the same
time, allowing jump gates to be connected to several other jump gates at once.

In an average binary system the jump gate has a range of around 5 light-years,
provided the jump gate is constructed on the third resonance node. More powerful
jump gates can be constructed on the second resonance node between the stars.
Because these nodes are much farther from a solar system (often up to 0.5 lightyear
away) and, more importantly, are also harder to harness, they have only recently
started to be utilized. On the other hand, they have much greater range than the
basic jump gates.

There are several strict limitations on
jump gate travel. First of all, jump gates
can only be constructed in systems with
two or more suns, because of the
resonance nodes. This effectively makes
one in every three systems ineligible for
*T. > jump gate construction.

When the ship goes through the mass bBoasan Secondly’ Only one Jump gate can be In
sphere, a mono-atemic layer of mass boson operation in a system at any given time.
gets deposited on the ships surface. This is due to the erratic fluctuations in
the resonance fields caused by a mass
boson sphere; if more than one such
sphere is active at the same time in the same system, they both become highly
unstable and impossible to operate.

And thirdly, ships can only travel through wormholes if both ends of it are connected
to a jump gate. This means that ships must travel between systems in normal space
in order to build a jump gate. The reason for this is the extreme dilatation of the
metric along the longitudinal dimension of the tentacle, meaning that the spatial
coordinate along the length of the wormhole is expanded, while the radial component
is cyclically curved. A spaceship entering the wormhole is subject to a strong metric
gradient that would put its structural integrity in jeopardy. This can be prevented by
locally countering the stretching around the immediate vicinity of the ship. Here the
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mass boson sphere plays its second role in the gate mechanism. When the ship
goes through the mass boson sphere, a mono-atomic layer of mass boson gets
deposited on the ships surface. This layer counters the stretching of the ship against
the metric gradient, enough to keep the structural integrity of the ship for the duration
of the trip through the hole. This doesn't mean that the gradient is completely wiped
out, and even seasoned space veterans still know the feeling known as 'going down
the drain' when entering a wormhole.

Space vessels get a boost — the first jump drives.

Even with advanced propulsion systems it took space ships days or weeks to move
between planets in a solar system. Anything that could quicken this travel was thus
of immense interest for everybody.

Various efforts were made to increase the speed of ships, but most of them failed
either because of too high fuel volume and cost, or because they were too limited in
scope. The most successful attempt was that of the old Minmatar Empire, which built
acceleration gates that employed gravity in an unique way to slingshot ships between
planets. This gave the ships enough momentum to fly between planets in a much
shorter time than before. But the Minmatars never discovered how to build inter-
stellar jump gates, so their acceleration gates were limited to their home system
(where they still exist today). They had begun experimenting with much larger
acceleration gates capable of sending ships between solar systems, but they never
got a chance to build them before the Amarrians invaded and enslaved the
Minmatars.

The Amarr Empire itself was slow to make
any breakthroughs in this regard, despite
their ever-growing space empire. For a

long time they made do with ships ; [
traveling at ca. 10% of the speed of light, e 1
this speed seemed sufficient to them. At o mm— :

last they discovered the principles behind -
jump drive technology more or less . i
accidentally, while researching new aﬁ

weapon technologies. The first Amarrian LB
jump drive was built nearly 300 years ago.

At last the Amarr Emplre discovered the
principlies behind jump drive technelagy

The Sltuatlon was dlﬁ-'erent for the more or less accldentally, while researching
Gallenteans and Caldari. Their home . ooo" Sl

planets were in the same system and this

meant that intra-system trade runs became an important element in their society right
from the outset of their space activity. Thus there was a much greater incentive to
find an acceptable solution to intra-system travel. The first jump drive built is the
Sotiyo-Urbaata Drive, built by Caldari engineers more than 600 years ago. It was
immensely big, tremendously expensive and outrageously inefficient, but it worked.
The Sotiyo-Urbaata Drive, along with later versions, sped considerably up the social
and technological development for both the Gallenteans and the Caldari and is
without a doubt one of the most important discoveries ever made.

Since their first appearance all these long centuries ago, jump drives have become
ever more advanced, making them cheaper, more reliable and more efficient. Yet the
difference between the Sotiyo-Urbaata Drive and a modern day drive is not so great;
both work on the same underlying principle, both allow very fast travel within the
solar system. But the latest versions of jump drives are for many the true jump
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drives, for they allow ships to traverse solar systems even where there are no jump
gates. These revolutionary jump drives, which are still relatively rare and expensive,
combine traditional jump drive technology with jump gate technology and create a
whole new piece of equipment.

Faster-than-light travel — how?

So what is the elusive answer to FTL travel? It was found through advanced
research in the field of quantum electrodynamics. By creating depleted vacuum, that
is, vacuum as found in space but completely stripped of all energy, and then
expanding this depleted vacuum to envelop a ship, the ship is capable of moving
faster than light through this bubble of depleted vacuum. A depleted vacuum bubble
is more than frictionless — it is so anti-friction that things (including light) actually
move faster in it than they would in complete vacuum.

All space ships are equipped with a jump
drive device. The jump drive creates
depleted vacuum by repeatedly
‘compressing’ vacuum between two polar
discs, draining all energy neutrons and
quarks out of it. A laser-locked field is then
created to hold the ever-increasing
depleted vacuum bubble until it has
enveloped the whole ship. When that
happens the ship is able to enter FTL
[ speed. Although initial experiments with
The Jump drive creates depleted vacuum by the Jump drive were very encouraging
repeatedly "compressing' vacuum between . A
two polar discs, draining all energy technology wise, problems arose in regard
oo e e to navigation. Once the ship has attained
FTL speed, it is very difficult for it to act or
react to the world, such as for communication or scanning purposes. Numerous
experiments were made, for example with compactified dimensions radio, but without
success. The unpredictable nature of quantum mechanics made it very difficult to
create a stable enough vacuum bubbles to allow for precise time measurements due
to fluctuating speeds. Finally, a solution was found. It was discovered that gravity
capacitors similar to the control system used in jump gates were able to pick up
gravity signals from ‘normal’ space while the ship was on FTL speed. By locking the
capacitor onto one of these signals, the ship travels to it. The bubble is then
automatically dispersed once certain distance from the gravity well is acquired. The
only problem is that these capacitors can only efficiently pick up signals from gravity
wells of certain size or above, with the minimum being a small moon or a cluster of
asteroids. Also, in order for the gravity capacitor to align correctly on the destination
object in relevance to the position of the sun, it must follow a relatively narrow route
towards it, resulting in a fairly restricted emerge area for the ship. This puts some
limits on the jump drive’s usage, but as all major objects in a system can be
detected, this is not such a great problem. Furthermore, it is now possible to
construct ‘fake’ gravity wells on space stations and jump gates, which can be
detected and thus homed onto by the gravity capacitor that is part of a ship’s jump
drive.

Further research into jump drives, especially those aimed at amalgamating the
technology used for jump drives and the one used for jump gates, has led to more
and more advanced jump drives becoming available. It is now possible to fit a ship
with a jump drive capable of inter-stellar travel. The first versions of these allowed the
jump drive to connect to a jump gate in another solar system and jump to it just as if
the ship had moved through a jump gate. The later versions allow ships to jump from

-13 -



a system with a jump gate to another system that has no jump gate, and the latest
version, still only available as a prototype, allows a ship to jump between systems
even if no jump gate exists in either system. The first versions of these drives simply
aligned the drive with the nearest resonance node in the system (often using nodes
1:4 or even 1:5), then created instant mini-wormholes through it for just enough time
for the ship to slip through. More advanced versions, allowing jumps into systems
with no jump gates, are a bit more complex. They send out a constant barrage of
high frequency neutron rays, based on the flat-space principle of trans-relativistic
physics, through infinitesimal cosmic strings to scout out the destination system. This
survey can last for several days before enough data is gathered to allow the ship to
create a wormhole (through a resonance node of course) to the destination system.

About the author.

Alain Embrosius Topher has a degree in applied physics and experimental
psychology from the Caille University on Gallente Prime. Topher, a brilliant but unruly
student, signed up with an exploration company after his graduation and spent the
next twenty years roaming around remote solar systems, collecting astrophysical
data. He has always been enthusiastic about foreign and alien cultures and the main
reason for his exploration scurries was the hope to discover alien artifacts. Until now
he has not found any artifacts older than a few thousand years old and all which are
of obvious human origin.

Having amassed a sizeable sum during his days with the exploration company,
Topher finally decided to try his luck on his own and spent the next few years
combing several promising systems. Working alone, or at most with a couple of
assistants, made these excursions highly dangerous, and thus prime entertainment
material. Topher made a deal with one of the largest entertainment network in the
Gallente Federation to make vid programs about his adventures. These became
hugely popular for a while, but the lack of bug-eyed monsters or glittering treasures
soon turned the public indifferent. Topher, who had thrived in the limelight, decided to
shelve his excursions for a while in favor of taking more exciting (and lucrative)
excursions in vid studios.

Topher was content to live the life of a vid
star for some years, but in the end the
scientist in him begged for attention.
Feeling too old to start running around
barren planets again, Topher settled
instead on making education shows and
ad info clips, often in the form of games of
\.- " some sort. Yet again he hit the jackpot
s and for billions of Gallenteans Topher is a
' ‘ ' \ household name  associated  with

Lang regarded as a stylish quack with a let education and knowledge.

ol welrd ldeas among his fellow scientists,

catned him lang-overdae resssct fram many  NOW in his early nineties, Topher is finally
ot Kl paRrs. settling down to a quiet academic life. His
vid appearances are now few and far between and instead he’s focusing on pure
science, more or less for the first time in his life. Long regarded as a stylish quack
with a lot of weird ideas among his fellow scientists, his recent studies and papers

has earned him long-overdue respect from many of his peers.
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Faster Then Light Communication

After mastering the technique of wormhole creation, it was thought that distance had
finally been conquered. But despite of this communication still needed to be
transmitted at the speed of light, and though wormhole did shorten distances
between distant regions, interactive communication remained impossible. This
problem was quickly identified as being one of the most important handicap
remaining in the conquest of deep space.

The Amarrians were the first to master the jump gate technology and thus the first to
face the problem. They launched massive state-funded research and tried out
several radical solutions, but without success. In the end they stopped all research,
accepting the fact that FTL communications were unattainable.

Centuries later the Gallenteans and the
Caldari faced the same problems
following the creation of the Sotiyo-
Urbaata Drive. The Drive allowed FTL
travel within the system the Gallenteans
and Caldari lived in and communications
with ships using the Drive were naturally
impossible with conventional
communication devices. To stimulate
research in solving this, all both the
Gallenteans and the Caldari promised
huge awards for anybody who could come
with some solution to the problem, which Li Azbel and her colleaques recelve the first FTL
led to one of the most frantic goose hunt ~ transmission. thus preving their fantastic thearies.
in the history of science.

Like the Amarrians before them many solutions were tried out, but none with
success. Finally it was a young Gallentean woman, Li Azbel, who came out with a
solution that was so simple but yet deeply rooted in arcane physics, that at first it was
rejected as a hoax.

It wasn't until the famous Azbel-Wuthrich experiment that the functionality was
demonstrated with success. Industrialization quickly followed, leading to one of the
greatest stock market surge ever as thousands of companies extended their reach to
the whole known universe.

The roots of the solution lay in an ancient paradox, often called the EPR paradox, the
name shrouded in mystery. The EPR paradox is famous for contradicting quantum
physics in some very important ways. Specifically it shows another old physic theory,
the Heisenberg Uncertainty Principle, to be untrue. The Heisenberg Uncertainty
Principle, believed to be named after a place or a person, affirms that the exact state
of quantum particle cannot be determined with full accuracy, no matter how refined
the measurement equipment is. The classical example being the measurement of the
velocity and position of a free particle: to be able to measure the position of a particle
you must be able to 'see’ it. This means that you have to illuminate it at least with one
photon. But the collision between the photon and the particle changes the velocity of
the particle, thus making it impossible to determine what the velocity was before the
position was measured.
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The EPR paradox describes the possibility of creating a pair of particle whose
quantum state was entangled in such a way as to be mirror of each other. For
example a pair or particle with position and velocity given as (x0,v) and (x0,-v), i.e. a
pair of particle that at given time are at the same position, but have exactly opposed
velocity vectors. After some time, the two particles would be separated by a large
distance, and measurement could be done on each of them independently. Now by
measuring, say, the position of particle A and the velocity of particle B, the EPR
paradox states that you would thus have determined the exact state of both particles,
thus violating the Heisenberg relationship.

But later experiments confirmed the Heisenberg principle, thus making the EPR
paradox void, to the surprise of many. Mathematically, this didn't cause any problems
as the collapse of the wave function due to measurement was an instantaneous
happening. From a physical point of view, this was more difficult to comprehend, as it
seemed to imply that the state change propagated instantly between the two
particles. This was immediately suggested as a way to create faster-than-light
communication: by making a measurement on a
particle it would lead to an instantaneous change in the
remote particle's state, thus transmitting one bit of
information. A detailed mathematical analysis of this
scenario though showed that due to the statistical
nature of the quantum particle, only noise would be
transmitted, thus laying to rest these speculations for
millenniums.

This is precisely where Li Azbel took up the problem,
with a rare insight leading to a breakthrough. She
argued that even though the output of the transmission
was pure noise, the structure of the noise could be
used to encode the information. Indeed, it was well
known that the bifurcation cascade leading to purely
chaotic time-series had a universal structure, governed

by the Feigenbaum constant. Taking a parametric L 2%sl; conjecture Involved
family of functions called logistic maps, defined in the VARt Al knGe. EE Ry
interval [0,1], there existed a parameter and an initial

condition of the map that could generate any arbitrary random sequence of number.
Azbel considered the problem from the other side, i.e. given a finite chaotic
sequence, how could you trace yourself back to the initial condition? By using a
maximum entropy analysis on the Shannon information entropy of the signal she
devised a way to solve this inverse problem. Furthermore, she demonstrated that by
carefully modulating the measurements of tangled quantum states, basically willfully
introducing noise in the measurement process itself, that specific noise structure
would be carried across to the measurements of the other particle.

The process was thus the following: A byte of information is mapped on an initial
condition of the logistic map leading to a chaotic attractor. This noisy sequence is
then used to modulate the measurements done on a sequence of entangled
particles. At the same time on the other side, measurements are made on the
particles and a noise sequence is extracted. Maximum entropy analysis is then done
to determine the initial condition from which this series has been generated and thus
map it back to a given byte of information. Note that in this case, the noisy sequence
sent is totally uncorrelated to the one measured. What they do have in common is to
be from the same chaotic attractor, and that is the information that actually gets
transmitted instantly, regardless of distance.
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As stated before, this theoretical result was originally considered to be too incredible,
to be true. The Azbel-Wuthrich experiment used a very similar setup as the ancient
Aspect experiment, and it was a historical moment when the first Smiley :-) was sent
over this channel. Following that, a great gold-rush started on who would be the first
to industrialize this.

The result of that rush is the familiar Fluid router, which forms the building block of
universal communication as we know it today. Ignoring the mathematical intricacies,
the architecture of these routers is deceivingly simple. The first step of their
manufacturing is the creation of the entangled quantum states. This is done by using
superfluid 4-Helium, where essentially all the Helium atoms are entangled in a single
quantum state due to Bose condensation. A droplet of such liquid 4-Helium is then
carefully separated in two. From this point, the two droplets, and more specifically the
Helium atoms in the droplets are intrinsically tangled. Each droplet is then placed in
separate router box, that contain necessary mechanism to encode and decode
bytestream into quantum state measurements performed on the atoms of the droplet.
From that point on, these two routers are linked together, regardless of their
separation. Thus a spaceship will usually buy a router pair from a network provider.
One box will be placed in the spaceship, while the other one kept in the network
provider's backbone, that will have connections to other routers, thus effectively
forming a decentralized network, where messages can be routed across many
routers and many providers. This architecture is similarly to the ancient Internet.

The only limitations of this communication system is in the capacity of the channel.
Indeed, the manufacturing of the entangled 4-He superfluid is an expensive process.
Furthermore, a large number of atoms are used for each byte, as a statistically
relevant chaotic sequence needs to be created. The sequencing introduces a limit to
the bandwidth, allowing only the transmission of x bytes/second. The amount of data
sent then depletes the pool of available entangled atoms, thus limiting the total
amount of data that can be sent with a given router pair.

The FTL communication services have spread to every corner of the world of EVE
since they first appeared a couple of centuries ago. The services and routers, albeit
owned and run by independent companies, are under constant scrutiny and
regulations by a CONCORD sub-committee to enforce both security and privacy in
the communications channels and to make sure the companies are correctly
rendering the services they claim. The fierce competition on the telecommunication
market makes it cheap, efficient and reliable to talk, transfer data and even conduct
business for people light-years apart.
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Neural Boosters

Committee on Transgressions on lllegal Substances vis-a-vis the Space Industry
Department of Behavioral Studies, University of Caille On Behalf of the Gallente
Federation Senate Report A-4-1 (Revision Update #2)

For the last few years there has been a marked increase in demand for Cerebral
Cognitive Inducing Neural Booster (commonly called boosters) in the space industry,
notably amongst space pilots. These boosters have been for number of years
banned by all governments on grounds of health hazards. But the unique situation of
the space pilots puts them at reduced risk and many are seemingly willing to take
their chance of health failure to enhance their abilities, even momentarily. In the last
few years new boosters have become available on the black market and the demand
increases by the day. Underground laboratories are being set up in the outer regions,
often heavily guarded or highly secret.

Through increased surveillance by DED and other law enforcement agencies more
than two dozen laboratories have been closed down in the last 12 months alone.
Most of them were operating in small space stations far from the main travel routes.
But a recent investigation conducted by DED shows that as many as 50 laboratories
are still in operation, with at least 2 new being set up every month. With the
increased profits booster manufacturers are getting, new laboratories are not only
getting bigger and better equipped, they’re also being constructed further and further
away from empire space, and hence from empire jurisdiction. Furthermore, with the
increased secrecy surrounding new laboratories their defenses are stronger now
than ever, requiring stronger measures on our part to take them out.

The first boosters appeared a century ago, the
product of advancements in recombinant DNA
technology, where bacteria are infected with
virus to induce protein production in the
bacteria. The basic method has been known
for centuries and used for instance in the
treatment of diabetes. In a Gallentean funded
research project headed by Dr. Hollows and
Dr. Tancréz the next step in the evolution of
this method was taken, when this same
procedure was used to directly infect cells
within a human body with gene-altered viruses.
The cells affected are nerve cells in the brain,
where the viral vectors are used to induce
production of membranous proteins at
synapses, aiding the structural changes of the
synapse necessary for formation of memories.

Genetically altered viruses are Injected

In a breakthroth experiment, this procedure Inte the braln de Induce neural activity.
was shown to vastly reduce the maze-learning

times of laboratory animals, with minimal

adverse effects.

After further animal experiments, the first human trials were performed on one of Dr.
Tancréz students, who volunteered to participate for the advancement of science. Dr.
Tancréz’ student showed remarkable learning capabilities for a period of time after
the experiment. The skills he acquired during this period were retained until his
untimely death from an unrelated infection two years later. The Federation permitted
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further human studies a few months later during the Waschi Uprising, when the
Caldari and the Gallente were at the brink of war for some time. The Federation
foresaw a huge need for space pilots in case of war, so they authorized the tests in
the hope that the boosters would hugely speed up the training time for new pilots.
Being able to test and develop boosters on human subjects made it possible for the
research team to take the final steps in completing the gene therapy and the first
marketable boosters were born.

Boosters quickly became very popular, especially among the social elite, which could
easily afford the high costs involved. The pioneers of the booster industry became
household names, with nhone more famous than A.R. Louria, the founder of Booster-
Tech Inc., the largest of the booster producing companies. The benefits of the
boosters were marked, even at this early stage in their development when they were
not nearly as potent as those available today. In few years time boosters had
become the norm for a lot of people. The booster producing companies steadily
improved their manufacturing techniques, resulting in cheaper and more powerful
boosters, as well as more convenient injection techniques. Instead of cumbersome
and often painful shots, techniques for introducing the virus through the neural link
have been developed, making the boosters all the more attractive to space pilots.

All the major booster companies made extensive tests on boosters before making
them available to the general public. These tests did not reveal any serious side
effects, even for regular consumers. These results were confirmed in tests conducted
by independent research firms and governmental institutes. But as with most things
that seem too good to be true, they turn out to be, in practice, too good to be true.
Unfortunately, the side effects of boosters did not materialize until decades after they
first appeared.

The most serious side-effect of boosters known from the outset was epilepsy. It was
discovered that certain genetic elements made some individuals more prone to this
side effect than others. Once the genetic cause had been identified it became
possible to determine the risk beforehand and thus limit the damage from this side
effect. But about four decades after the first boosters arrived another, much more
serious, side effect was discovered. It was established that a deadly brain disease
caused by prions was directly related to the usage of boosters. It seemed that the
boosters caused a somatic mutation in the cells affected, greatly increasing the
possibility of incorrect protein formation and consequent deposition of protein
plagues in nerve cells. This caused gradual nerve damage and loss of function of
brain tissues. The incurable disease slowly eroded the brain, causing the person to
lose memory, motor skills, sanity and ending with functional failure of the vital organs

At first people ignored these events and treated them as singular incidents, but as
the cases increased day by day it became clear that an epidemic of sort had started.
Even if only 1 in 10 was affected this was a great number of people because of the
popularity of boosters. Furthermore, as the disease was fatal in over 90% cases, the
mass hysteria threatened to escalate into social upheaval unless the governments
responded swiftly. This they did by putting a temporary ban on the usage of boosters.
Still, this didn’t prevent millions of people dying a horrible death.

It didn’t take long for the booster companies to go under one by one, being bled dry
by massive lawsuits. The Gallente Federation initiated further studies into boosters,
the results clearly showed without any reasonable doubt that the boosters were at
fault, prompting all the governments to put a permanent ban on the manufacturing,
distribution and ownership of boosters.
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The ban held true for a few decades, with none or next to none boosters to be found
anywhere. A Senate committee formed after the booster catastrophe to investigate
the matter and evaluate the future of boosters had this to say in their final report:

“It is the uniform belief of this committee that society has learned its lesson regarding
boosters and that we will never again have to deal with the threat of its kind. Striving
for improvement is one thing, but injecting poison into your body is hazardous at
best, lethal at worst, and common sense dictates that boosters are now a thing of the
past.”

It can now be safely said that these optimistic predictions made half a century ago
have turned out be false. It is true that for a number years there never was any
mass-scale distribution of boosters, the only incidents were limited production of old
booster recipes that could easily be contained. But the lure of the boosters has
tempted people into reckless behavior in the past and despite the all too well-known
dangers of boosters it can now be asserted that boosters are back, and back for
good unless some drastic measures are taken.

The new boosters, the one
that are currently available
on the black market, are in
many ways revolutionary.
Even if their effects are the
same they’ve been
developed considerably.
The latest procedures
have aimed to minimize
the risk of the old side
effects. The  methods
involve performing multiple
smaller scale procedures,
while  suppressing the
immune SyStem- With A MRI-scan clearly shows how several zones In the bralm are
earlier methods there was altered when the person |s boosted.

no option of repeat

procedures, as the only virus design available was quickly targeted by the immune
system and destroyed. The most obvious advantage of the newer methods is a
reduced incidence of encephalitis, but there also seems to be less risk of epilepsy.
This can most likely be attributed to the neural riggers all space pilots have, which
can be used to suppress or stem epileptic seizures. By suppressing the immune
system during the operation for a period of time after each injection, the effects last
longer and the therapy is more effective. This also increases the success rate of
subsequent therapies, as the viral vectors are not attacked by the immune system as
soon as they are introduced.

But the obvious downside to suppressing the immune system is that the body
becomes vulnerable to diseases. However, space pilots spend most of their time
locked up in their capsule, a completely sterile environment. It makes it more difficult
for them to leave their capsule (although not impossible), but on the whole
suppressing the immune system is a non-issue for space pilots. But it must be
stressed that even if these boosters are relatively harmless for space pilots because
of their sterile capsules and neural riggings boosters are still very dangerous to the
common people and must at all costs be kept out of the hands of the unwary or we
may have an even greater catastrophe on our hands than before. This fact makes it
all the more important to apprehend those responsible for the manufacturing and
distribution of the new boosters.
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One persistent problem with the earlier methods was that genetic variation between
different individuals seemed to have a relatively large effect on the outcome of the
boosters. Some individuals were more prone to side effects, while some didn’t
benefit at all from the procedures. Later, genetic variations between bloodlines was
proven to account for most of these differences. Some boosters were of course more
universal than others, but recently custom boosters have been designed specifically
to take advantage of the genetic make up of various bloodlines, resulting in race-
specific boosters.

The kind of R&D needed for these new boosters could only have been undertaken
and funded by a wealthy group with access to all the newest theories and
technologies. The only independent group with the means and the motives for this
would be the Angel Cartel, but DED has found nothing linking the development of the
advanced boosters with them. But the fact the Cartel became heavily involved in
distribution of the new boosters right from the start suggests, in the words of Col.
Jeanrick Cavalery “that either the Cartel is very close to the booster manufacturers or
they themselves are the manufacturers.” However, we cannot rule out the possibility
that those responsible for the R&D and perhaps the manufacturing of these
advanced boosters are in the employment of one of the other empires.

In conclusion we recommend that further measures to be taken to stem the
increasing tide of illegal boosters. Granted, there is considerable demand for this
among a large group of otherwise lawful space pilots, but boosters are not a
requirement to make a good pilot. Thus the marginal benefits pilots gain from
boosters should not outweigh the great risk of using them.

As the maijority of boosters originate outside empire space we recommend increased
border surveillance, as well as heavier punishment for those caught smuggling or
selling boosters. Furthermore, that an investigation should be launched to determine
who is developing these boosters.

Lastly, our own research teams should start analyzing the new boosters with the
intent of understanding them fully in case we need them at a later date when war
threatens. Naturally, this will have to be done in the strictest secrecy. Intelligence
sources indicate that similar steps are being taken by the other empires and we can’t
run the risk of being left behind if and when boosters become standard items for
space captains.
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Cloning

Statement of purpose

Cromeaux Inc. aims to become the largest provider of high quality clones within the
Federation. The cloning business is becoming one of the most lucrative industries in
the world of EVE and an innovative and vigorous company can quickly get a good
turnover. Cromeaux Inc. has in recent months hired some of the best scientists in the
field and intends with their help to develop further its pioneering cloning-technique to
gain a sizeable market-share within the next five years. Cromeaux Inc. was founded
7 years ago as an independent division of the Chemal Tech, which owns 2/3 of the
company. The rest is held by key employees (25%) and the Bank of Luminaire (8%).
The funds raised in this round of finances will allow the company to grow to the level
where it can start offering competitive products on a Federation-wide bases.

Business

Clones are a luxury commodity in high demand. The number of illegal clone clinics,
often using inferior and even dangerous materials, clearly indicates that a substantial
market is out there ready to be serviced by high quality, reliable and governmentally
approved clones.

Cromeaux Inc. was founded 7 years ago by Dr. Yomir Veschens, an established
expert in biochemistry and the entrepreneur Eron Jascete. Today it has more than
4.000 employees, including many of the leading geneticists and bioengineers in the
world. Some of the key personnel currently employed by Cromeaux Inc. are:

* Dr. Yomir Veschens. CTO. Graduated from SWS in 74 EST with a Ph.D.
in both Biochemistry and Gene-design. Member of Dr. Jurg Akrael's team
and contributed to its successes in perfecting the brain mapping
technique. Co-founder of Cromeaux Inc.

 Marika Alois. CEO. A respected manager, Alois has been director of
several startup companies, including KS Manufacturing and DioSec.
Became CEO of Cromeaux Inc. earlier this year.

» Daphnie Fonterouche. CFO. Former bank manager for Bank of Luminaire.
Worked as an independent financial advisor before joining Cromeaux Inc.
four years ago.

 Dr. Roul Gonzi. Senior Engineer. Former employee in the clone
department of Poteque Pharmaceuticals, where he supervised the clone
research team.

* Dr. Araham Keredin. Researcher. Dr. Keredin was a Biology professor at
the Royal Institute on Amarr Prime before joining Cromeaux Inc. in the
spring. He is an expert on mnemonic theories and psyche restoration.

Cromeaux Inc. already operates five cloning facilities in the Federation, all in high
density, high yield areas. The company plans to open seven more facilities in the
coming months, thereof four located on space stations. This is to tap into the clone
demand from space ship captains, which are quickly becoming the largest group of
clientele.
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The largest manufacturer of clones within the Federation at the moment is Poteque
Pharmaceuticals. Being the largest biotech company within the Federation Poteque
made an easy transaction into the clone business as soon as the technology became
financially viable and the laws for their use firm. However, the fact that the clone
production is only a small subsection of the huge conglomerate means it is not a
priority. Cromeaux Inc., on the other hand, by focusing solely on clones, have a
unique opportunity to become a leader in the field of clone manufacturing.

Here is the current market breakdown between the largest clone companies:
* Poteque Pharmaceuticals [30%]

e Zainou [21%)]

* Genolution [9%] MARKET SHARE

e Lai Dai [7%]

CROMEALE IHNG. 1+
EIFYF & CO. 4

. = LAl DAl 7
. Elfyr & Co. [40/0] BN GEMOLUTION S
E ZAIMOU 213
EE OTHER 25
. Cromeaux |nC. [1 0/0] B FOTEQUE FHARMAGEUTICAL S =0

» Other [28%)]
Cromeaux Inc. intends to control 5% of the clone market in five years.

Operation

Cloning technology can be divided into three major components: clone
manufacturing, brain growth & storage and clone quality. Each of these areas
requires intimate knowledge and skilled staff to operate, something Cromeaux Inc. is
very proud to possess in abundance.

Clone manufacturing:

Clones are manufactured using
biomass. Modern methods allow
pretty much any kind of biomass to
be used. The best clones are
constructed from human cadavers,
but anything from animal carcasses
to organic soups can be used. Using
lower quality materials requires more
extensive structuring and chemical
processes and introduces a greater
risk for error in the transfer of the
customer's features.

At the time of purchase, the customer undergoes a thorough examination and
several tissue samples are taken. This is then used to construct a clone of the
customer — a clone that receives the consciousness of the original at the moment of
death, granting a new life.

At Cromeaux Inc. all clones are made from certified human cadavers, all of them
received from willing donors. The biomass has not been tampered with or thinned out
— only highest quality preservatives have been introduced to hinder tissue
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decomposition. Cromeaux Inc. mission is to establish itself as the manufacturer of
clones of the very highest quality and its clientele can rest assured that the
underhanded tactics used by so many clone stations do not apply for its operation.
All federal laws and regulations are applied rigorously, with governmental inspectors
a permanent feature on all our stations.

The biomass is used to construct a functioning body. This body is complete in every
sense, with fully functioning organs and peripheral neural system. Instead of a brain
there is only a primitive cluster of ganglia which is capable of maintaining heart rate,
blood pressure and respiration. Core body temperature is dependent on the
environment, and so has to be controlled very carefully in order not to damage the
cells. The immune system of the donor is crippled and the thymus is removed and
replaced with implanted cells from the customer. The clone body will thus not reject
any implant — this makes it possible to seed the body with stem cells from the
customer. The clone’s body cells divide very slowly, allowing the new cells to take
over in time.

Culturing a clone takes several months, but all clone stations store generic clones
that are only put to use when a client buys it. The skull, and frequently other bones
as well, is replaced by osteoplastic materials — soft synthetic bone polymers that can
be shaped and then hardened by gamma laser irradiation. In this way, facial features
and other body marks and textures can be applied very quickly. The process is very
quick and is applied as soon as the clone is purchased. A similar technique is also
used to adjust skin tones and give special skin marks, such as tattoos and scars.
This means that the featureless clone is quickly transformed into an identical twin of
the client.

Any respectable cloning company must take into account the physiological
differences between the human races and bloodlines in existence. Each of them has
unique DNA imprints that must be replicated so that the transfer process goes as
smoothly and with as little deviances as possible. If done properly the unique
characteristics and traits that each bloodline has can be kept intact. This is very
important during the brain growth process (see below), as the memory restoration is
closely linked to the exact neuro-strata layout of the brain tissue, which varies greatly
from one bloodline to the next.

Brain growth & storage

Clones are never bred with an intact brain as this is obviously very much dictated by
the client. Once a clone is bought a thorough brain scan is made of the client to
determine the shape of the brain and the placement of nerve cell nuclei. Then a three
dimensional gel structure that matches the shape of the client's brain is constructed.

The cranium is constructed by seeding this gel structure (heavily impregnated with
nutrients and inactivated growth factors) with nerve cells and glia, in accordance with
information from the brain scan. Bound to the growth factors are molecular receptors
that are coupled (using the well known FTL-communication technology) to molecules
placed in the customer's burning scanner (see Clone quality, below). After seeding,
the gel structure is suspended until the final moment of the original. As the burning
scan is made, the molecules bound to the inactivated growth factors become
unstable and cause activation of the growth factors by cleavage. The activation is an
exothermic process which produces sufficient heat to melt pathways into the gel
model of the brain. Thus dendrite paths in the model will be the same as in the
original's brain, their growth fuelled by the activated growth factors
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This process alone is not sufficient for an exact replica of the original's brain. The
precise shape of the dendrites and the potentiation level of the synapse, which
together determine memories and skills, have to be fine tuned through a neural link.
Impulses are sent through the link to stimulate further growth and shaping of the
dendrites, until they fill in the paths formed with the activation process. In the final
stages of this tuning, as the clone regains consciousness, potentiation at synapses is
quickly adjusted to recorded levels, generating a feeling often described as one of
memories "coming back".

Clone stations store client clones (also termed readied clones) as well as still-to-be-
used featureless clone bodies. The cloning process is always on a one-to-one basis,
as the molecular receptors bound in the gel structure are coupled to the burning
scanner carried by the customer. Premium members will of course always have
clone copies of themselves in every Cromeaux Inc. clone facility — service that
Cromeaux Inc. pioneered when it
started and has since been imitated
by all the other major clone
companies — but as there is only one
burning scanner for each clone, they

# SUGAFR FHOSFHATE
EACHEEOME

i H EAZE FAIR
will have to use a scanner that is FDEMIME » 7
Coupled to a Clone In a faCIIIty Close r-IT.Ftl:lEEDLIS ERSE
to their current position. THYHINE =ty

In the final stages of this tuning, as AN e |1
the clone regains consciousness,
potentiation at synapses is quickly
adjusted to recorded levels,
generating a feeling often described

as one of memories "coming back"

[ e

CYTOSINE 111

Clone quality

The moment the capsule sensors detect a breach in the capsule they activate the
emergency uploading of the mind of the person in the capsule, as described above.
The capsule makes an analog scan of the brain of the person. This extraordinary
snapshot records the exact state of the mind, including every neuron connection
between every brain cell. Because the scan must be instantaneous and efficient it
brutalizes the brain in the process. In early tests, the subjects were left with
permanent and severe brain damage after being scanned, a fact that is impossible to
escape. But as the person is about to die in any case, this unfortunate side effect has
little consequences. All modern capsules are highly tuned to when to take the
snapshot — if it is done too early there is a chance that the subject will not die at all,
but live on in a vegetative state. And if the snapshot is taken too late there is the risk
that the scan will fail or even that the revived clone will remember its own death, a
very traumatic experience that can introduce severe psychological and functional
problems in the clone.

The quality of the clone is always critical and this is a point that cannot be stressed
enough. The closer the clone’s brain is to the original in shape and form the better
the reviving process will work. The more different they are the more memory will be
lost during the synaptic growth process. This is most clearly seen in the space
industry. For a space captain to retain his license he must be connected to a cloning
facility. But if he fails to buy himself a suitable clone, which he is not required to do by
law, he will be given a generic clone instead at the time of death. As these generic
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clones are bound to have very different brains than the original the memory loss can
be very severe. The best clones, made from certified human cadavers in perfect
condition, are able to retain up to 99.99% of memory — a figure close enough to call
the revived clone a true doppelganger of the original person.

Market analysis

The cloning clientele has risen steadily for the last several years. There are several
reasons for this:

* New cloning techniques that are cheaper and easier to employ.
» Increased visibility of cloning stations due to competition.
* Increased number of space captains — the single largest customer group.

* New laws and regulations in allowing the use of clones in areas where it
was impossible before.

* Cloning no longer considered a risky experiment or a social taboo in most
areas.

It is impossible to know with any certainty the size of the clone market due to
excessive number of illegal or hidden clone stations. Although many of these illegal
stations produce inferior clones they still steal a lot of potential customers from the
legal clone stations. To be fair, these illegal stations do provide a service to people
that would be denied service in any respectable cloning facility. Here is break down
of various stats of the clone market today, note that numbers are not totally accurate
due to lack of information from illegal stations:

Clone companies:

. Total number of clone companies CLOME COMPAMIES
[42] W—— e
. : N CLOKME COMFPARMIES
* ThereOf’ Illegal companies [1 8] E THEREOF ILLEGAL CLOME COMFAMIES

. CLOME STATIOHE
. Total number of clone stations

1510] e
B CLONE STATIONS
*  Thereof, illegal stations [60] BN THEROF ILLEGAL CLOMESTATIONS

Selling clones:

. Total number of clones sold last
year [148.732.202] CLOME SELL

. Thereof, illegal clones [24.450.819]

W HMUMEER OF CLOMES SOLD LAST YWEAR
Hl THEFROF ILLEGAL CLOMES

*  Total revenue from clone sell last REVEMUE OF CLOME SELL LAST YEAR:
year [12.419.138.867.000] 1241912286 7.000

Clone composition:

. Certified human cadavers (Grade
A+) [37%]

CLOKME COMFOSITION

. Uncertified human cadavers

0,
(Grade A) [32%] ORGAMIC MATERIALS (SRADE
mm AHIMAL CARCAS SES (GRADE

. o B UMCERTIFIED HUMAM CADAVERS (GRADE A
* Animal carcasses (Grade B) [23%] B CEF TIFIED HUMAM CADAUERS (GRADE A+

¢ Organic materials (Grade C)[8%] +———+— —
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Ratio of space vs. ground:

FATIO OF SFACE Y=, GROUHRD

Number of cloning ~stations in —— oo
space [103]

B CLOKNING STATIONS IM SFAGE
Hl THEREOQF ILLESAL STATIOMZ

Thereof, illegal stations [48]

CLOME S0LD T2 SFACE CAFTAINES

Number of clones sold to space

captains [42.615.928] BN CLOME SOLD TO SFACE CARTRIMS
BN THEREOF S0LD BY ILLEGAL STATIOMS

Thereof, sold by illegal stations R
[15.778.144]

As can be seen in these figures the space industry is proportionally very big
considering that space farers are only a fraction of the total population in the world.
This is understandable as space captains are the only profession required by law to
do business with a clone station, not to mention the many hazards of space faring,
which time and again has demonstrated the need for such a law. The space industry
is also the fastest growing industry there is. Planetary clone stations increased their
sale last year by 3% on the average, while clone facilities on space stations
increased their sale on the average by a whopping 11% during the same period.

Income project and future prospects

The first 2 years Cromeaux Inc. focused on research & development. The first clone
facility was opened in the third year and since then another clone station has been
added every year. With the first clone station came the first earnings, but last year
was the first one that earnings matched spending. This means that the business has
stabilized and a solid foundation has been created for further expansion. The new
funding will allow Cromeaux Inc. to expand its operation to space, which, as has
been demonstrated, is where the clone industry is growing fastest. Of the seven new
clone facilities that are planned, four will be located in space — the company has
already secured very promising sites for these stations, all in high traffic systems.
These stations are expected to become the heart of Cromeaux Inc.’s operation.
These sites are on the following stations:

*  Miroitem Il
* Reblier Prime
e Devenl

e Colcerll

The projected earnings of the company once these seven stations are up and
running is expected to quadruple. At the same time the cost of running the company
is expected to double. Thus, in 2 years time, a profit of between 1-2.000.000.000 is
expected.

The board of Cromeaux Inc. considers that the risks involved in this expansion are
minimal, while the potential payoff is huge for all investors involved.
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The Capsule

Initially the hydrostatic capsule, as given to the Caldari by the Jovians 78 years ago,
contained no facilities for the clone-body retransplantation of those dying inside it. In
addition, it proved fiercely maladaptive to the human body in myriad ways. All sorts of
physiological differences between ordinary humans and their genetically enhanced
Jovian counterparts served to make the pod extremely dangerous to humans in its
original incarnation, and even the most rigorous training regimens usually failed to
save people from the horrors of the mind lock or wetgraving.

Added to this, the mere thought of hooking wires and tubes into one’s body and
stepping into something as seemingly alien as a hydrostatic pod, filled with fluid
intended to nurture the body through a state of what is essentially suspended
animation, didn’t (and still doesn’t) appeal to the vast majority of pilots. For decades
horror stories abounded as to the hideous things that could happen to a person
inside a capsule (most of which, unsettlingly enough, were true).

For years, no single political or commercial entity had enough vested interest in pod
tech to attempt a change in this public perception. The Jovians had held the official
patent on the technology since releasing it to the Caldari, but had adamantly refused
all monetary remuneration for its production. For this show of apparent nobility they
gave no explanation; nor did they make any attempt to increase the technology’s
practicality for those not endowed with their genetic superiority. Their motives in not
doing so have been speculated upon broadly and extensively, but no consensus has
ever been reached.

Throughout the period where the capsule and the clone had not yet begun their
courtship, pods saw some use among those select few able to handle the intense
nausea, hallucinations and general mental instability engendered by prolonged
occupancy. Stories are told of pod pilot heroes flying on the side of the Caldari during
the twilight years of the Gallente-Caldari war, executing maneuvers unthinkable to
those encumbered with a full crew complement and the bothersome necessity of
using vocal commands and hand-eye coordination to steer their vessels. Such pilots
were a rare breed, though; because of the technology’s inherent dangers, capsule-
fitted ships were not yet in mass production and existing models therefore had to be
retro-fitted at great effort and expense.

Excluded from general usage due to drawbacks which rendered it a ludicrously
expensive exercise in mortal danger, the capsule lay dormant for years.




Clones

While new techniques in clone creation and
retransplantation have made the process cheaper and
more efficient today than ever before, the inherent
unreliability of non-capsule cloning and the still-
extravagant cost involved for prospective clients
effectively prohibits the vast majority of planetside
inhabitants from considering it an option. Additionally,
moral and religious objections to the work done in the
field have surfaced to some extent in every society where
its products have become available. Derogatorily known
as “Doomies” by those who don’t share their beliefs,
these objectors, sometimes numbering among them
major political and religious figureheads, have
nonetheless exerted a considerable amount of influence
on the way cloning is perceived by the general populace.
Protests and riots over the issue, while rare, have taken
place on numerous worlds since commercial cloning
began, and while the cloning companies’ ceaseless
marketing has yielded significantly greater public acceptance in the past few years, a
number of people still feel strongly that the whole field represents a denial of
humanity’s spirituality and should be abandoned for “safer” scientific pursuits.

Despite the advances made in cloning tech, in almost every single environment
retransplantation of the mind at time of death is still risky ground. The crucial element
in the process relies on a brain-scan snapshot being taken at the precise time of
death and transmitted to the waiting clone, and so the transneural burning scanner
required to do so needs to be mounted somewhere close to the person at all times.
Since the snapshot itself causes massive physical damage to the gray matter, there
can be no margin of error; it needs to be done at the exact time of death. In planetary
vehicles, the cloning companies have experimented with mounting the transneural
scanner in a variety of locations, but the almost limitless potentiality of planet-bound
environments has proved time and again that it just isn’'t safe — snapshots either go
off due to false stimuli, leaving healthy clients in a vegetative state, or fail to go off
due to circumstances unforeseen by the safeguard mechanism, leaving clients dead
with no chance of retransplantation.

In the capsule, however, things are different. All the equipment needs to do is detect
a breach in the pod, because — as every cadet has hammered into his head from the
moment he starts training — pod breach, without exception, spells doom for the
person inside. Therefore, the instant the egg begins to crack, two things happen: the
wire-cap on the pilot’s head injects an instantly lethal nanotoxin into his bloodstream
and the scanner sends its piercing light into his skull. Scarce seconds later, he
begins the muddy climb towards consciousness in a new body, light years away.
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A Match Made in Heaven

It was not until eight years ago that clone manufacturers realized the vast potential of
the hydrostatic capsule as a platform for their own technology. Funded by some of
the largest megacorporation conglomerates in the universe, they set to work on
capsule research and development, buying permission from the proper agencies to
make modifications to the original blueprint.

After years of dedicated research, a breakthrough was made. In YC 104 (two years
ago), the first transneural burning scan interface was successfully installed in a
capsule; technology that would, within six months of testing, allow for perfect clone
transplantation upon pod breach in 99.7% of tested instances — a level of reliability
far surpassing anything the cloning industry had ever achieved before.

At that point, utilizing the considerable capital at their disposal, the cloning
corporations managed through incessant and insidious marketing strategies to
change the public perception sufficiently to allow them to push their industry into the
limelight through the avenue of the hydrostatic capsule. After six months of
exhaustive testing and tireless marketing, the transneural burning scan interface was
finalized and public perception had been primed.

At the same time this was happening, CONCORD prepared and adopted legal acts
which required every single manufactured capsule to be fitted with a transneural
echo burning scanner, in addition to mandating clone contracts for every single pilot
cleared to fly a capsule-fitted vessel. The official rationale given for the laws was that
an increase in the viable applications of capsule equipment would allow for further
exploration along the technological frontier as well as the trackless fathoms of deep
space. It was, of course, widely whispered that the cloning companies had used their
megacorp backing to effect these legislative changes, but those theories were never
conclusively proven.

Whatever its real causes, the fact remained — the capsule and the clone were now
inextricably joined, the legislative mandate consolidating their bond. Thus was born
the PC pilot.
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RACES & BLOODLINES

The world of EVE is inhabited by five major races: the Amarr, Caldari, Gallente, Jove,
and Minmatar. All of these races are of human origin; their ancestors entered this
little part of the universe thousands of years ago through a natural wormhole. Though
most of the first settlements collapsed when the wormhole suddenly closed, a few
survived. Today’s races are the descendants of those scattered colonies.
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AMARR

The largest of the empires in the world of EVE, Amarr spans 40% of the inhabited
solar systems. The Amarr Emperor is the head of a ritualistic, authoritarian imperial
state, and below him are the Five Heirs, the heads of the five royal families from
which a new Emperor is chosen. The Emperor's authority is unquestioned and
absolute, but the archaic and bureaucratic system of government makes it difficult for
him to exert his rule unless directly in person. Otherwise, the Five Heirs rule in his
name, dividing the huge empire between them.

The Emperor and the Five Heirs can expect to live for at least 500 years. Extensive
cyber-implants keep their frail bodies alive, even when their organs begin to fail.
These cyber-enhancements date back many millennia, and have become a symbol
of royal divinity in the eyes of the Amarrians.

Always a deeply religious people, religion remains of great
importance to every Amarrian, a fervour which at various

times has been responsible both for great good and great

evil. Shortly after recovering from the closure of EVE, they

began to expand their realm at the expense of R
neighbouring states. The nations they conquered were \ 3
enslaved, a practice justified by their religion. Ever since, ﬁ

the Amarrians have enslaved every nation and race they ‘-
have encountered, and today slavery is an essential part ie :
of Amarr society. This has, of course, tainted their

relations with other races, especially the individualistic =~ #n Amarr Holder, part of
the Amarrian elite.
Gallenteans.

The Amarrians were the first of the races in EVE to re-discover Warp technology,
notably Jump gate technology. After accomplishing this more than 2,000 years ago,
they immediately began expanding to nearby solar systems, slowly building up their
empire in the process. On the way, they encountered two human races, both of
whom suffered the fate of being enslaved by the far more powerful Amarrians.

In recent years, however, the Amarrians have begun to run into serious opposition.
First, they met the Gallente Federation. Although much smaller than the Amarr
Empire, the Amarrians soon found the economic and military might of the
Gallenteans a match for their own.

Soon after, the Jovians arrived on the scene and the Amarrians made a futile attempt
to subjugate them, resulting in a humiliating defeat. To make matters worse, the
Minmatars, enslaved for centuries by the Amarrians, used the opportunity to rebel
against their slave-masters.

Since these fateful events almost two centuries ago, the Amarrians have learned
restraint. They have slowed down their expansion and are less forceful in their
dealings with other races, but still view themselves as the most powerful race in EVE,
if only because of their sheer numbers.
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MINMATAR

A tough, no-nonsense race, the Minmatars are a determined and independent
people. Their home planet of Matar is a natural paradise, although centuries of abuse
have taken much from its beauty.

For the Minmatars, the most important thing in life is to be
able to take care of yourself on your own, and although kin

and family play an important role in their society, they
prefer identifying themselves by the clan or tribe to which
= they belong. A clan can have any number of people in it,

ﬁ‘ and its size is largely dictated by the main activity of its

members. Most specialize in one area of activity. While
those who live on a planet can focus on agricultural or
s industrial activity, others who travel around the world of
EVE concentrate on trading, pirating, and suchlike.

The Amarrians are fond of

using mind-cantrolling cyper- 1N the distant past the clans constantly warred against
implants an their Minmatar each other. Since then, however, Minmatars have learned
Blaves: that cooperation is more important, and although the clans

still try to maintain their regional and ideological identities,
they act as a single unit towards other races.

The fortunes of the Minmatars have ebbed and flowed L
continuously. At one time they had a flourishing empire
with a level of mechanical excellence never before or
since seen anywhere. Later, however, they had to endure
centuries of enslavement, toiling and dying for the benefit
of foreign masters. Today most of them have regained
their freedom, but the legacy of their enslavement has
been the diaspora of the race.

The Minmatars are the most numerous of all the races in
the world of EVE, but their vast numbers are divided into A Minmatar soldier during
many factions. While the Minmatar Republic is the official ~ the Minmatar Rebellion.
state, only a quarter of all Minmatars are part of it. The

largest proportion, almost a third, are enslaved within the huge Amarr Empire, while
a fifth resides within the Gallente Federation, creating a powerful political bloc which
keeps relations between the Gallenteans and the Amarrians in a constant state of
tension. The remainder, who are not part of any formal organization, live as freemen
throughout the world. Many are itinerant labourers, roaming from one system to
another in search for work. A fair number make their living on the darker side of the
law, acting as pirates, smugglers and peddlers in all kinds of illegal goods, and many
of the larger criminal groups in the world of EVE are run by Minmatars.

-33-



GALLENTE

The Gallenteans. Self-righteous, meddling, pompous and tiresome, or virile liberalists
and defenders of the free world. Love them or hate them, you simply can't ignore
them. Everybody has an opinion on the Gallente Federation, it all depends from
which side of the table you view them. For many, it is the Promised Land, where any
dream can become a reality. Descendants of Tau Ceti Frenchmen, the Gallenteans
remain strong believers in free will and human rights, despite numerous setbacks in
their long history.

It has been said that, once you have seen the Crystal Boulevard in Caille you've
seen it all. True, the view is spectacular, but if there's one thing you can never see in
its entirety, that is the Gallente Federation. You may travel its length and breadth,
marvel at the Sunspiral on Troux, climb the Akat Mountains on tropical Intaki or thrill
to the Mendre dancers on Sovicou. Wherever you go, you will always see something
new and exciting, even when you visit the same place again. Gallente society is in a
constant state of flux, vigorous, vibrant and progressive.

Few societies display such stark contrasts. Many of the
wealthiest people in the world are Gallenteans, creating a
constant demand for luxury goods. At the same time, the
ranks of the poor number millions, because while the
liberal market-driven economy and individual freedom may
allow everybody the chance to advance to the top, they
make it just as easy to plummet to the very bottom of the -,
social ladder.

-~
In the world of EVE, the Gallentean are the kings of g
entertainment, mass-producing everything from cheap :
porn-flicks to elaborate stage-shows for an ever-hungry ]m

public. They boast the most elaborate luxury space
yachts, and the most glittering hotel reservoirs. Anything =~ = - come
your mind or body could ever crave, the Gallenteans have  issues in the Federal
plenty of it. SEnALE;

The Gallenteans are not alone in their Federation, whose boundaries are home to
pockets of residents, varying in size and representing all the other races of EVE,
most of whom left their own empires due to political or ideological differences, or
simply in search of peace and prosperity. In addition to these there are two human
races, the Intakis and the Mannars, both of whom the Gallenteans found while
exploring and expanding their empire. Both were at a very primitive level when the
Gallenteans found them, but since coming under the protection and guidance of the
Gallenteans, both races have flourished and are today a full-fledged members of the
Federation.

The Caldari were initially part of the Federation but deep-seated differences and
mutual animosity between them and the Gallenteans drove them out to found their
own empire. For a time, the two empires warred against each other, but as neither
could gain sufficient advantage to claim victory, peace was settled in the end.
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CALDARI

A state built on corporate capitalism, the Caldari State is run by a few mega-
corporations which divide the state between them, controlling and ruling every aspect
of society. Each corporation is made up of thousands of smaller companies, ranging
from industrial companies to law firms. All land and real estate is owned by a
company which leases it to the citizens, and government and policing are also
handled by independent companies.

Although this gives the corporations dictatorial powers,
g they are just as bound by Caldari customs and laws as the
;f.-i =y individual, and the fierce, continual competition between
. the corporations ensures a healthy, consumer-based
social environment, which benefits everyone.

b

While the Caldari State may not be nearly as big as that of
— - the Gallenteans, let alone the Amarrians, they are still
ship of the Kaalakiota ! . A .

corporation enroute to New universally feared and admired. Their economy is strong,
Caldari. and their military might parallel to that of the larger

empires. Coupled to the fact that they are more
unscrupulous than the Gallenteans and more combative than the Amarrians, this
makes them in many ways the most meddlesome of all the empires. As most Caldari
trade is conducted by individual companies rather than the State itself, this makes it
difficult for the other empires to deal with them at a political level. If a company is
found guilty of unethical business dealings, it simply disappears into its parent
corporation, and before long another one appears to take its place. But if a Caldari
company is threatened, the whole corporation and often the whole State backs it up
with full force.

Caldari society is steeped in military tradition. As a people,
its members had to fight a long and bloody war to gain
their independence, and even had to surrender their home
planet to their hated enemies, the Gallenteans. It was at
this time that the corporations established themselves as
the driving force behind creating and maintaining the new
Caldari State. Even if the Caldari have not engaged in war
for many decades, they still strive to be at the cutting edge  scene from splinterz, robatic
of military technology and their vessels, weapons and  duels that the Caldari
fighting methods are inferior to none but the enigmatic ~ '°*® Pettina o

Jovians.

To curb their aggressive tendencies, the Caldari actively pursue and sponsor a range
of sporting activities. Many of these are bloody, gladiatorial-like competitions, while
others are more like races. But whatever the sport, the Caldari love betting on the
outcome, making gambling a massive industry in the State.

The Caldari State offers its citizens the best and the worst in living conditions. As
long as you keep in line, do your job, uphold the laws and so forth, life can be fairly
pleasant and productive. But for those who are not cut out for this strict, disciplined
regime life quickly becomes intolerable. They lose their respect, family, status,
everything, and the only options left to them are suicide or exile. Although not
xenophobic as such, the Caldari are very protective of their way of life and tolerate
only those foreigners that stick to the rules
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JOVE

The most mysterious and elusive of all the peoples of EVE, the Jovians number only
a fraction of any of their neighbors, but their technological superiority makes them
powerful beyond all proportion.

Although definitely human, the Jovians often seem to the
other races as though they are not, the reason being that
they embraced genetic engineering as the way to solve

any and all the problems which plague the human race. b
Over the thousands of years since, the Jovians have
experimented with every kind of genetic modification their M

technology allowed. As their powers grew, they began to
believe they were capable of anything, and this led them

into increasingly more bizarre mutations of their bodies ; ¢ : .
and minds, a policy rigorously backed up by strict 2
-

governmental control.

But one fateful moment in their history made them lose ~ Piciure of Mike Bour, who
this control for a few generations, and the results were  second Empire more than
catastrophic. By this time the Jovians had begun  3.000 years aga.
interfering with their basic instincts, curbing their

aggression and sexual instincts and cultivating strange new ones instead. Since the
Shrouded Days, as the Jovians call their momentary social eclipse, they have been
trying to put the pieces together again, but their DNA-structure has in many ways
been damaged beyond repair. The consequence is the dreaded Jovian Disease.
Genetic in nature, it is not infectious to other races, but among Jovians it causes a
depression so deep and serious that the victim loses the will to live, and death results
within a few days or weeks.

Despite this, the Jovians escaped the chaos that followed
the closure of EVE remarkably well. Within the space of
‘ - only a few centuries they had recovered, and were once

K again running a hi-tech society. They settled in a number

h * £ of systems and founded an empire lasting for nine
millennia, but even if the Jovians are by far the most
technologically advanced of the races of EVE, they have
still not recovered the splendour of their first empire. The
disease within them keeps them in a reproductive
- straightjacket, preventing them from increasing their

Fetus-tubes, the Jovian way numbers sufficiently for their current empire to flourish.
of reproduction for many
millenmiums.

=

The Jovians crave knowledge, any knowledge at all. Their
superior technology has enabled them to infiltrate the
other races with bugging devices and sensors, giving them unrivalled access to
information, which they use to maintain their strong position among the races. The
Jovians sell a lot of their advanced technology equipment to the other races and it is
this, more than anything else, which keeps the others at bay.

Jovian society is mysterious and difficult to comprehend. For this and other reasons it
remains very much closed to the other races, and few foreigners reside within the
Jovian Empire.
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Caldari State

The Caldari State is ruled by several mega-corporations. There
is no central government to speak of - all territories within the
State are owned and ruled by corporations. Duty and discipline
are required traits in Caldari citizens, plus unquestioning loyalty
to the corporation they live to serve. The corporations compete
aggressively amongst themselves and with companies outside
the State, resulting in a highly capitalistic society.

Minmatar Republic

The Minmatar Republic was formed over a century ago when the
Matari threw out their Amarrians overlords in what is known as
the Minmatar Rebellion. The Matari had the support of the
Gallente Federation and to this day, the two nations remain
close allies. Yet, only a quarter of the Matari people reside within
the Republic. The rest are scattered around the world, including
a large portion still enslaved within the Amarr Empire. Minmatar
individuals are independent and proud, possessing a strong will
and a multitude of tribal traditions.

Amarr Empire

The largest of the five main empires, the Amarr Empire is a
sprawling patch-work of feudal-like provinces held together by
the might of the emperor. Religion has always played a big part
in Amarrian politics and the Amarrians believe they are the
rightful masters of the world, souring their relations with their
neighbours. Another source of ill-feelings on part of the other
empires is the fact that the Amarrians embrace slavery.

Gallente Federation

The Gallente Federation encompasses several races, the
Gallenteans the largest by far. The Federation is democratic and
very liberal in a world full of dictators and oligarchies. The
Caldari State was once part of the Federation, but a severe
dispute resulted in their departure and a long war between the
Gallente Federation and the Caldari State. The Gallenteans are
the masters of pleasure and entertainment and their rich trade
empire has given the world many of its most glorious and
extravagant sights.

Jove Empire

The Jove Empire is isolated from the rest of the world to all but a
selected few. The Jovians are a mystery to the other races,
fueled not only by their elusiveness, but also their highly
advanced technology, eons ahead of the other races. The
Jovians have been civilized longer than any other race in the
world of EVE and have gone through several golden ages, now
long-since shrouded in the past. The current Jovian Empire is
only a pale shadow of its former self, mainly because of the
Jovian Disease - a psychological disorder that is always fatal.
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CONCORD Assembly

CONCORD is an independent organization founded a century
ago to facilitate negotiations between the races to improve
relations, as well as to foster inter-stellar trade through policing
and regulations. Starting as a fledgling meeting ground for
diplomats CONCORD has in the decades since it was founded
slowly increased its power and influence. It has become an entity
independent of the races, as it is able to largely fund its own
operation through customs, confiscation of contraband goods,
and other means.

Ammatar

The Ammatars are part of the Amarr Empire, but are of Minmatar
origin. During the time the Amarrians occupied the Minmatar
home worlds one of the Minmatar tribes, the Nefantars,
collaborated heavily with the Amarrians. The Nefantars fled
Minmatar space during the Minmatar Rebellion and the Amarr
Emperor set them up in Amarr controlled areas close to
Minmatar space. Soon everyone had started callig them
Ammatars. Today, the Ammatars enjoy a semi-autonomy in their
own space and are still embroiled in war with their former
Minmatar brethren.

Khanid Kingdom

The Khanid Kingdom, also known as the Dark Amarr, was
founded a few centuries ago when the last Amarr Emperor was
chosen. Khanid was one of the royal heirs at the time and, in
accordance with tradition, should have killed himself after failing
to become emperor. This Khanid refused to do and split his vast
domains from the Amarr Empire. The empire retaliated, but only
managed to conquer some of the vulnerable outer regions from
Khanid. The Kingdom still upholds many of the tradition of Amarr
society, but has also wholeheartedly embraced the customs of
others, mainly the Caldari. Many visitors to the Kingdom feel like
it is a surreal mix of the Amarr and Caldari empires.

The Syndicate

Formed by Intaki exiles from the Gallente Federation during the
Caldari-Gallente War. The Syndicate has slowly grown in stature
and influence and now serves as an important link between the
empires and the illegal elements in the outer regions. Syndicate
space is a pirate haven, but still retains enough civility to allow
pretty much anyone to travel there to do business. The
Syndicate markets are always chockfull of contraband goods
and illegal wares that are hard or impossible to come by
elsewhere. Each Syndicate station is a autonomous entity, but
the cooperate on security and information issues. The unofficial
leader of the Syndicate is Silphy en Diabel, a former Sister of
EVE that returned to Syndicate space to save her family's
fortune. Since then she's turned out to be just as resourceful and
ruthless as her late father.
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Guristas Pirates

Formed by two former members of the Caldari Navy, the pair go
by the names Fatal and the Rabbit, the Guristas are a constant
thorn in the side of the Caldari State. The Guristas are traditional
pirates in the sense that their operation is not based around
some creed or ideology, but rather a plain and simple greed. The
Guristas have bases close to Caldari space and from them they
embark on daring raids, often into the State itself. Though the
Guristas are considered more honorable than many of their
counterparts, they are still extremely dangerous and not to be
tampered with.

Angel Cartel

Operating from the heart of the Curse region, the Angel Cartel is
today the largest and best organized of the space-based criminal
factions. The Angels are divided into several groups, each with a
very special function. It is commanded by the Dominations and
in the century they've been lurking in deep space they have
stolen, plundered or sabotaged countless number of ships and
kidnapped, molested or murdered thousands of people. The
Angels recruit members from all the races, and are thus not
bound to any one zone of operation, which spans almost the
entire known world. Many believe that the Angels got their power
by uncovering Jovian technologies hidden in their ancient
homes, now infested by the Angel Cartel.

The Blood Raider Covenant

The Amarr Empire has had its share of religious cults and
fanatics in the past, but few have been as successful, or been
feared as much, as the Blood Raiders. The Blood Raiders are a
sect of a ancient cult called Sani Sabik, which uses blood in their
rituals. The Blood Raiders believe that cloned bodies have
'‘purer' blood than other bodies and this explains while they
operate mainly in space, attacking unwary space farers and
draining their bodies of blood. The Blood Raiders are led by the
fearsome Omir Sarikusa, who has remained on top of the DED
most wanted list for many years now. Under his leadership the
Blood Raiders have become more organized and they have
established several bases in the Bleak Lands region.

The InterBus

The InterBus is one of the more successful joint ventures the
empires have undertaken. It was formed some 30 years ago to
act as a neutral passenger transportation company that would
span the entire known world. Since then it has evolved a bit,
especially when it started to ferry goods too. The InterBus is
used by the SCC to ferry goods between stations, as they are
reliable and operate in every station in the world. As InterBus
has to operate not only in empire stations, but also in pirate
havens and other stations associated with organized crime, the
company has to uphold a very strict policy regarding neutrality
and secracy. Even if the company is owned by the empires, no
information regarding to shipments or station locations is ever
given out. The strict adherence to these rules has allowed
InterBus to operate without harassment in every corner of the
world of EVE, making them one of the pillars of the inter-stellar
community.
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Outer Ring Excavations, or ORE, is the largest independent
mining corporation around. ORE was originally a fledgling
Gallentean company, but struck gold when they found extremely
rich Nocxium asteroid belts in the Outer Ring region. When the
Gallente Federation tried to force ORE to reveal the location of
the asteroid fields the company left Gallentean space and set up
base in the Outer Ring region. They used their massive wealth to
buy protection for their bases and keep their operation secret.
Several pirate factions have tried to muscle in on the ORE
territories, but with little success.

Thukker Tribe

The Thukker tribe is one of the seven original Minmatar tribes.
After the Minmtar Rebellion the Thukkers left Minmatar space
and took up the nomadic lifestyles of their ancestors, only this
time in space. The closest thing they've got to home is the Great
Wildlands region, where they are very numerous, but the
Thukkers like to be on the move, constantly going from one solar
system to another in their huge caravans, trading and
scavenging. Respectable citizens of EVE frown upon the
Thukkers, considering them to be nothing but scoundrels and
thiefs. Indeed, the Thukkers often operate on the shadier side of
the law, but their resourcefulness and diligence count a lot more
for their success than their criminal activities.

The Servant Sisters of EVE

The Sisters of EVE are mainly known for their humanitarian aid
efforts to those suffering because of war, famine or even just
being lost in space. But the Sisters of EVE base their existence
on strong religious believes, which they have coupled with
scientific facts. They believe that the EVE gate is a gateway to
heaven - that god resides on the other side of the gate. As well
as dedicating themselves to aiding those in need they are also
busy with scientific experiments around the EVE gate, hoping to
gain a better understanding of the forces at work there.

The Society

The Society of Conscious Thought is three centuries old and
was founded by a Jovian named lor Labron, who was in search
of spiritual enlightenment. The Society has since then taken
many guises and been anything from a religious sect full of
hermits to a political institute playing the power game. Today, the
Society is mainly known for their scholastic achievments, their
schools are widely regarded as the best ones in the world of
EVE and rich and influential parents everywhere fight to get their
kids admitted. Offering large sums of money is, however, no
guarantee for admittance, as the Society has its own peculiar
selection process that seems to have little rhyme or reason to
outsiders. The Society operates in remote areas, where they
build strongholds called kitz. Not all kitz are schools, some are
still devoted to spiritual enlightenment or scientific pursuits.
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Mordu's Legion Command

The origin of Mordu's Legion lies in the Gallente-Caldari War
when a group Intaki military personnel sided with the Caldari.
The Intakis were put into a separate unit with a Caldari officer
named Mordu. After the war the Intakis settled in Caldari space,
but unwillingly became entangled with Caldari locals in the
Waschi Uprising. Mordu's Legion was formed at that time as a
mercenary fighting force and after the uprising it continued in
existence. The Legion is loosely associated with the Caldari
Navy, but are in most part totally independent. Mordu's Legion is
commonly hired by companies to protect valuable assets outside
empire space, for instance Outer Ring Excavations pays them
handsomly to patrol the Outer Ring region.

Sansha's Nation

Sansha's Nation was founded more than a century ago, shortly
after all the empires had come into contact, just when space
exploration and colonization was taking off. Sansha was a
Caldari tycoon that carved out a sizeable piece of space for
himself. There, he set out to create an utopian state. His vision
and charm attracted thousands of people and for some time the
Nation flourished. But Sansha became ever more warped as his
success increased. He started experiments, combining capsule
technology with the human mind, creating a zombie like
creatures that had the cold, calculating mind of a computer, but
the ingenuinity of humans. When this became public knowledge
Sansha was condemned and the other empires joined forces to
bring him down. His forces were decimated and scattered to the
winds. Remnants still remain far in the outer regions, but the
once glorious Nation has been reduced to pirates and pillagers.
Serpentis

The Serpentis Corporation was founded a few decades ago by
V.Salvador Sarpati. At first it was engaged in hi-tech research,
but with time its ties with the underworld grew and the Serpentis
research stations, scattered around in remote areas, became
infamous pirate havens. Sarpati made a deal with the Angel
Cartel early on to provide protection for his stations and the duty
was taken on by the Guardian Angels. Both sides have
prospered enormously for this deal - Serpentis can operate in
peace and the Angel Cartel gets access to the illegal research
efforts of the Serpentis. It is strongly believed that Serpentis is
the main developer and manufacturer of illegal neural boosters,
especially since Sarpati's father was a renown specialist in that
field. The home of Serpentis is in the Phoenix constellation in the
Fountain region.
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A Fedo is a fairly small (ca. 30-50 cm long, 20-40 cm high) animal originating in
underground caves on the planet Palpis. The planet was settled by the Amarrians
long ago, and the Fedo has spread with Amarr vessels throughout the galaxy cluster
ever since.

The Fedo is an omnivorous, sponge-like creature. It has reddish skin and numerous
small claw-like tentacles which it uses to move around and protect itself. A primitive
being, the Fedo's method of eating and absorbing nutrition is slow and inefficient.
This means that food stays for a long time in the Fedo’s body, and will most often
have rotted or turned foul before the animal passes it out of its system. The Fedos
eject fumes from their body which, for the reasons explained above, have a most
horrible odor. The Fedos possess a fantastic sense of smell and so use these fumes
to communicate with each other; they are however both blind and deaf, having no
eyes or ears. The mouth is located on the underside of the beast, and the Fedo
feeds by positioning itself over the food and lowering itself down on it.

Fedos are an incredibly strong and resilient species. They can live in total vacuum for
several hours before succumbing to the cold and lack of oxygen. Some Matari have
used this fact to their advantage, employing Fedos on many of their ships for
cleaning and garbage disposal. The Fedos are especially useful in that they can
clean the ship on the outside as well as the inside; they can get to hard-to-reach
areas on the ship and, most importantly, will exterminate many of the pesky bacteria
commonly found on space ships. The Matari feed the Fedos with every scrap of
waste produced on the ship, letting the beasts roam free around the vessel and even
outside it. This saves money, but the downside is the foul stench produced by the
Fedos, something which discourages most everybody from using them.
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There is a distinct difference between male and female Fedos. The female is
slightly larger and has redder skin. It has a point-like tail or sting, approx. 10 cm long.
The female Fedo can emit highly toxic fumes from a small opening at the end of the
tail, which can cause intense skin irritation and discomfort for a human. For this
reason, only male Fedos are used as ship cleaners. Most ships employing Fedos
have a special nursery room where female Fedos are kept to replenish the on-board
Fedo stock. This is necessary as the Fedo's life cycle is only a few weeks long.
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Mind Clash is a very popular sport throughout known space. It is as enthusiastically
played in the royal court on Amarr Prime as in the gambling halls of the Caldari. The
Clash Masters — the best players from around the worlds — are superstars, awed and
adored equally among Gallentean yuppies and Minmatar punks.

The game itself evolved from a simple computer game called Clash of Wits, where
two participants played the roles of puppet masters, using various kinds of creatures
and forces to attack each other until either one of them caved in. The game was fairly
popular among teenagers and young adolescents, but not a phenomenon in any
sense of the word.

The extensive advances made in neural- and cyber-technology through the years
then paved the way for a new version of the game, where the players didn’t control a
computer-generated puppet master, but rather stepped into the role of puppet-master
themselves. The illusions — fantastical creatures, monsters, phenomena — were still
only bits and bytes in a computer, but due to the strength of the connection between
the mind and the machine, this didn’t make them any less dangerous to a puppet
master made of flesh and blood. Even if participants couldn’t be ripped to pieces in
the literal sense, the potential psycho-trauma caused by the constant barrage on the
brain could easily reduce a stout man to a whimpering wreck in mere moments.

Actually, the illusory creatures and phenomena are only there for the show — doing
nothing by themselves, they simply portray in visual terms what actually is going on
behind the scenes in the minds of the participants. The actions and state of the
illusion give ample indication of the actual events of the struggle to the spectators.
These illusions are, in modern arenas, often projected as holograms above the
participants. All the stars of the game have their own exclusive repertoire of
personally trademarked illusions. This, coupled with flashy outfits and catchy
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nicknames, makes each of the major stars easily distinguishable to the fans. In
addition to the illusions huge screens dot the arenas where duels are
held, broadcasting images and information to the masses ogling the match.
These consist mainly of things like facial close-ups of the sweating contestants, or
detailed data-charts on the status of their mental and bodily state.

The new version of the game was called Mind Clash. Since its release over a century
ago the game has grown into a full-fledged sport, with billions of fans and billions in
revenue generated. The inevitable development has been that Mind Clash is now
one of the biggest entertainment forms around — with all the stardom, hangers-on,
aspiration dreams, gambling and showmanship that goes with it. For many, the
Worlds Championship is the major event of each calendar year. During that massive
event, the sixteen best players from all around the star cluster gather to slug it out.
Although rumors of fixed matches and rigged results have somewhat tainted the
image of the event (and the sport as a whole), it remains a huge attraction for more
or less everybody, and Mind Clash betting is one of the favorite pastimes of billions
of people.

The current Mind Clash Worlds Champion is Joelyn Donalokos, a Gallentean of
Intaki ancestry. Donalokos, a 7-year veteran Clash Master, is the Worlds Champion
of the last two contests and has for the last three years topped the Clash Masters'
income list. Donalokos’ specialty is his Blue Tiger illusion, something which has
become one of the most widely-recognized symbols in the whole world.
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Dam-Torsad

Dam-Torsad - the Imperial City of the Amarr Empire - marked me. It marked me even
though | consciously tried to fight its corrupted presence. It is built on memories -
nightmares, really - and you can’t stop them from perverting your mind in the end.
For fifty long years I've struggled to rid myself of those haunted memories, memories
of a human society turned sour and bitter. | may have escaped the oppressive walls
of the city, but the vivid memories will always remain. Memories of a city more like a
monument than a thriving metropolis; of people saturated with its sluggish nature,
their minds weighed down with traditions and customs so strong, so dominant, that it
was like their ancestors of a thousand years ago were living their lives through them.

| couldn’t fail to notice - almost immediately - the injustice entrenched in the society.
The Holders tread on the Commoners, which in turn tread on the slaves. Talent
means nothing; people are judged solely by their social position. The only merits
nurtured are backstabbing and back-nagging. The twisted old Holders are deeply
envious of zealous young upstarts and find sick pleasure in squashing them. And yet
the Commoners look with awe up to the Holders, craving their position and power,
but bound still by tradition more sturdy than any iron shackle.

Progress is a term alien to the Amarrians. It's almost like this huge empire was built
on pure coincidence and luck. But once you get to know their intricate system you
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get the feeling that they're like this great big beast trudging heedlessly onwards,
trampling any opposition. Their advancements are not by leaps and bounds, but
rather through deliberate and articulate planning that can span decades, even
centuries. Getting caught in the finely woven spider-webs of a Holder can trap more
than just you - it can trap your children and your children’s children. Getting out is not
a problem. It's getting out alive that's troublesome.

My years in Dam-Torsad made me loathe and despise the Amarrians. Their society
is in so many ways radically different from the Gallentean one. But | also learned
never to underestimate the Amarrians. In their own way they’re ruthlessly efficient,
and | cannot help but feel in awe of all their accomplishments through the ages.

Excerpt from the autobiography of Yanou Lautere,
First Gallente ambassador to the Amarrians
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The Society of Conscious Thought, or SCT, was founded three centuries ago by the
Jovian lor Labron. As a rule, Jovians are not very spiritually inclined, but those
Jovians that are take to their spirituality with the same vigor and zeal as to everything
else. The SCT has, through the ages, acted as the outlet for the spiritual needs of the
Jovians, although that role is only a secondary one today.

The Society’s story is a long and complex one. Starting out as a cult created to
explore humanity's spiritual and religious feelings and needs (with the primary aim of
discovering the meaning of life, no less), it later expanded into the realm of politics
and, for a little while, effectively became Jovian society's shadow government. This,
however, did not last for long; other political factions joined together to break their
power, with the result that the Society was banned for a considerable period of time.
Yet they still lurked in obscurity, reverting back to their mystical past. As the years
passed the Society again began to exert itself, but wisely and carefully this time,
making sure to just skirt the borders of the hostile political arena.

Once again, the search for spiritual enlightenment became the focus of the SCT.
They embarked on a journey of frenzied technological research on the matter,
resulting in some very interesting theories and facts on the nature of man and his
connection to the universe.

The SCT had, in the traditional way of secluded spiritual sects, sought refuge in
remote areas, building their residences there. Even while the Society was most
active in politics, they still maintained their homes far away from large human
settlements, favoring isolated regions planet-side or in deep space. Only in recent
years has the SCT become a little less reclusive, setting up offices in urban
settlements in order to increase their visibility to the general public.
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In their remote abodes the Society has built up mini-societies emphasizing self-
sufficiency; a trait strong among the Jovians. These sprawling places, often
resembling huge fortresses, house everything from living quarters and food-growing
facilities to laboratories and libraries. Each enclave, called a kitz, is a separate entity,
but communication between kitzes is frequent.

Each kitz maintains a school for educating their members in the scholarly or scientific
fields. At first, all the students were children of SCT members, but a few decades ago
the Society started admitting, each year, a small number of children from 'outside,’
even non-Jovian ones. The applicants are chosen by the Society and their choices
seem to many to be almost random, because there is no visible pattern as to who
gets in: neither race, gender, social standing, nor even talent and intelligence by
themselves seem to play instrumental roles. Many wealthy parents have tried to
increase their child’s chances by donating large sums of money to the SCT, but
statistics have shown that this has little or no effect.

In any case, most people agree that the education the children receive within the
Society’s walls is first-class and every graduate is a sought-after employee anywhere
he or she goes. An astonishing proportion of SCT graduates reach a prominent
position later in life, becoming presidents of multi-stellar corporations or
governmental ministers. Little wonder, then, that people regard the SCT schools
as breeding grounds for world leaders.
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A fair proportion of the Amarr Empire still consists today of slaves, mainly of
Minmatar origin. Through the ages the Amarrians have employed various methods of
keeping the slaves in line. Many of them are deemed, by the standards of the
Gallenteans and others, to be highly immoral and cruel. One of the more recent and
controversial methods is called after the antidote drug involved - Vitoc.

With the Vitoc method, slaves are injected with a toxic chemical substance that is
fatal unless the recipient receives a constant supply of an antidote. The method first
appeared a few centuries ago when the Amarrians started manning some of their
space ships with slaves. As space crew the slaves had to be cajoled into doing
complex, often independent work, making older methods of slave control
undesirable. Although the more conventional ways of subduing slaves with force
(actual or threat of) are still widely used in other forced labor areas, the Vitoc method
has proven itself admirably for the fleet.

There are two major downsides to the Vitoc method: the method works only as long
as the toxic substances remain in the body, and as long as there is no alternative
way for a slave to receive the antidote. If either applies, a slave can obviously not be
forced to do anything.

For the past decades a fierce R&D battle has taken place between the Amarr Empire
on one hand and the Minmatar Republic and the Gallente Federation on the other.
The Amarrians are constantly upgrading and altering the toxic chemicals they use on
the slaves, while the others are struggling to research and manufacture a permanent
remedy. For many years this battle waxed and waned, with the Amarrians releasing
a new version every few years, but the others managing to discover a remedy shortly
thereafter.
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But then, a little more than a decade ago, the Amarrians introduced a new and
revolutionary toxic drug, which resembles a virus in many ways, and no cure has yet
been found for it. This is mainly due to the erratic nature of the drug, which constantly
changes its appearance and behavior on a regular basis. These changes seem to be
either controlled, or at least predicted by the Amarrians, as they always seem to have
the right antidote for their own use out in time before the toxin changes again. Thus,
the Minmatars and the Gallenteans are constantly chasing a ghost - a toxic virus that
shifts into something completely different just when they think they’ve finally nailed it
down.

There are more novel features about this new toxic chemical, letting many belief that
either an Amarrian scientist genius suddenly appeared or the Amarrians got some
crucial help from the outside; the Caldari and even the Jovians have been mentioned
in this regard. One of the additional features in the new virus is that the resulting
death is much more horrifying now; those that fail to get antidote will suffer
excruciating pain that can last for days before death finally comes. With the older
versions, death by lack of antidote was never so horrible, sometimes even peaceful.
This led to mass-suicides at times when slave crews refused to take the antidote;
preferring death over humiliating slavery. Now, although still an option, few people
are brave enough to dare it. Another new feature is the very pleasurable side-effect
created by the antidote: for the first few hours after injection the receiver gets a very
powerful euphoric sensation - as long as he is affected by the toxic virus. Both these
extra features have helped bind the slaves to the drug, and thus to their slave-
masters.

The transformation of the struggle this past decade has been like a god’s gift for the
pirate and smuggling industry. Not only is it much easier for this industry to quickly
and repeatedly adapt to the ever-changing products (the antidote in this case) than
for conventional industries, but the fact that no permanent cure for the new drug had
been found means that the ever-increasing number of newly freed Minmatar slaves
still need the antidote to survive - hence creating a thriving business outside the
Amarr Empire for the antidote for the first time. A lot of people have made fortune
beyond their dreams by dealing in the Vitoc antidote, but just as many have
been ruined when all their expensive antidote stock became obsolete due to a
sudden change in the toxic virus.
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Quafe is the name of the most popular soft drink in the universe, manufactured by a
Gallentean company bearing the same name. It first appeared two centuries ago
and, like so many soft drinks, was initially intended as medicine for indigestion and a
tender stomach. The refreshing effects of the drink appealed to everyone,
however, and the drink fast became hugely popular.

Quafe is one of the most widely recognized brands in the whole universe and can be
found virtually everywhere. The marketing gurus at the Quafe Company have often
joked that the drink was the best Gallente ambassador there ever was, and an
incident between the Gallente Federation and the Amarr Empire ten years ago
showed these claims to be more than just amusing hype. At the time, the Federation
and the Empire clashed over ownership of the mineral rich system Girani-Fa, located
close to both their borders. After the Empire discontinued negotiations with the
Federation delegation, the dispute seemed to be headed straight for all-out war.

But a few days later an extraordinary thing happened. The Amarrians declared that
while they were ready to continue negotiations, they would only conduct them with
representatives from the Quafe Company, claiming the latter were the only group
within the Gallente Federation with enough vested interest on both sides of the
border to be able to look at the matter from a neutral perspective. The Gallente
government, looking to avoid war, agreed to these requests and so a delegation
made up of top Quafe Company executives was sent to meet with the Amarrian
delegation. A few weeks later an agreement was reached: the system was to come
under Gallentean control, but a fixed amount of minerals was to be sold to the
Amarrians each year at cost price.

The Girani-Fa incident, as it has become known, clearly demonstrates the respect
consumers have for the Quafe name and how strongly the company has managed to
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penetrate into every market. A further indication of this is the fact that the Quafe
Company is the only Gallentean company that’s been given corporation status within
the Caldari State.

This amazing success, which has mostly come about in the last three decades or so,
can be largely accredited to one man: Poire Viladillet, CEO of the Quafe Company
for the past 35 years. Under his leadership the company has ascended from a
position as one of several leading soft drink manufacturers into clear and undisputed
market supremacy.
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Fatal and The rabbit

Jirai Laitanen and Korako Kosakami, today better known by the nicknames they gave
themselves: Fatal and the Rabbit, began their careers as promising space ship
captains in the 37th (Octopus) Squadron of the Caldari Navy. Laitanen was a shrewd
and gifted captain, with a glib tongue and charismatic smile. Many expected him to
reach a position of authority in the end. But he was also vain and greedy; traits that
led to his eventual desertion. Kosakami was much more introvert than his friend
Laitanen, but he had a brilliant mind and was a technical wizard.

When, in the space of one week, Laitanen was passed over for promotion and
Kosakami was blamed for a lethal crash landing, the two friends decided to desert.
They stole a couple of Condor-class frigates, the same they still use today, and set
off to a pirate-infested sector between Caldari and Gallente space. This took place a
decade ago.

It didn’t take long for them to establish themselves among the criminal society and
few months after their arrival they’d set up their own criminal organization, called the
Guristas, which is an amalgamation of two Caldari words meaning ‘naughty people’
and is also a slang term for ‘gang’.

The Guristas are famous for their raids into civilized territory, something that very few
pirate clans are willing or able to do. The mission of these raids is most often simply
to steal cargo or passengers (for ransom) from freighters, but on numerous
occasions their main intention seems to be to sabotage empire installations (mining
facilities, sentry guns, and the like). This has led to speculations that some
unscrupulous empire companies or even governments are hiring the Guristas to take
out property of the competition.
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But by far the most celebrated of the Gurista raids was when they kidnapped the
Gallentean ambassador to the Caldari State and received an enormous ransom from
his family. The kidnapping itself was a brilliant feat and clearly demonstrated that
Fatal and the Rabbit were far from being the stereotypical brainless brats that most
people regarded pirates to be.

Ambassador Luecin Rileau, son of the diamond-king Darouen Rileau, had only one
noticeable vice, and that was gambling. His gambling fascination was probably the
main reason why he had sought to become the Gallentean ambassador to the
Caldari State, a notoriously tricky position. Ambassador Rileau frequented the Grand
Tiegjon Casino on Tiegjon Station in the Caldari system of Vellaine. It was there that
Fatal and the Rabbit struck.

The two of them docked at the station under in disguise. The Rabbit (Kosakami)
stayed behind in the ship while Fatal (Laitanen) entered the casino. Fatal involved
himself in a game of Pettokori, a popular electro-board gambling game, which Rileau
was participating in. In the course of the game, Fatal deliberately lost money to the
ambassador and finally, when he’d run out of money, Fatal offered his ship to the
ambassador. The ambassador accepted and proceeded to win the game. Fatal
offered to show the ambassador his newly won ship and Rileau, accompanied by
several bulky bodyguards, accepted.

But while the game was underway the Rabbit had been busy. He rigged the boarding
ramp to the ship with tanks filled with sleeping gas. Needless to say, when the
ambassador and his bodyguards entered the boarding ramp, they were promptly put
to sleep. Ambassador Rileau was then carried into the ship and Fatal and the Rabbit
innocently left the station. It was only when another ship docked in the same berth an
hour later and discovered the boarding ramp full of snoring bodyguards that the
alarm was raised, but by then the kidnappers were long gone.

The Gallente Federation was unable to apprehend the culprits and in the end the
ambassador’s family paid a huge ransom in uncut diamonds to the Guristas. All this
drama received a great deal of media attention and even if Fatal and the Rabbit
relished the attention for a time, in the end it only hampered them. Being the most
notorious criminal in the world of EVE has a downside, mainly that traveling around is
not as easy as it used to be. This has forced the Guristas to lay low for the past few
months.
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The moon of Ndoria
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The moon of the planet Ndoria in the system of Uplingur has in recent years been at
the center of the struggle between the Minmatar Republic and the Ammatars, a semi-
independent state within the Amarr Empire. Uplingur is located in the disputed zone
between Minmatar and Ammatar space and until now neither faction has managed to
make more substantial claims to it than just words. But the Ammatars, apparently
backed by the Amarrians, have recently been able to exert their authority in the
system to the point where they have been able to construct huge mining installations,
for now limited on and around the Ndoria moon. The reason for that is simple, the
Ndoria moon has huge deposits of several highly valuable minerals and has been
coveted for years by all the empires.
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War tattoos

==

‘_J‘"

el

r
""‘-u

-

\

i\ | Ijj
>
- ' s @
y ‘& 53

-:m 2001OCCP HF. ALL RIOHTS RESERYED. WWW.CCPOAMES. COM.

-

For most of the Minmatar tribes the act of painting one’s face before going into battle
is an age-old tradition. In days past, some of the more warlike tribes took this a step
further by tattooing their faces in the same style, giving them what effectively
amounted to permanent war paint. The main disadvantage of these facial war tattoos
was obviously that they were a permanent feature. This made their usage quite a bit
less common -- after all, portraying as aggressive a state to others as the war paints
represented did not lenditself equally well to all forms of interpersonal
communication.

But high-tech developments have opened up a new way of expressing one’s
aggressive intentions. The latest fad in tattooing is so-called nano-tattooing. The
nano-tattoos are very small microchips, surgically implanted between the epidermal
and dermal layers of the skin. These microchips are connected to the nervous
system via the hair and sweat glands' paravertebral ganglia, and are activated when
the host becomes emotionally upset or excited. When active, the microchips emit
dark or light color (depending on the person's skin color), resulting in patterns
appearing on the face.

These nano-technology war tattoos come in various versions. The most common
ones link the microchips' activation directly to the host's emotional state, making it
necessary for the hostto control their own feelings if they want to influence the
appearance and disappearance of the war tattoos. Other versions allow the person
direct conscious control over activation, but Matari tend to frown upon those, the
general consensus being that these more user-friendly chips suggest a lack of self-
discipline in the host.

Since they first arrived on the open market a decade ago, the nano war tattoos have
taken Minmatar society by storm. They are especially popular among the younger
generation of aviation and space faring personnel. While the custom has spread to
other races, most notably the Gallenteans, it is still almost exclusively confined to the
Matari.
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Outer Ring Excavations
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Nocxium is one of the most sought-after materials around, as it's one of the vital
ingredients for capsule production. Due to the fact that this strange matter forms
only during supernovas, it can only be found in a few exclusive regions. As the
nocxium breaks down when under intense heat and pressure, it only exists in
asteroid fields and not in larger stellar objects. A few years ago numerous asteroids
containing nocxium were discovered in the extensive Miennue cloud ring just outside
the jurisdiction of the Gallente Federation, propelling the otherwise desolate cloud
ring into the international political limelight.

Thousands of prospectors have flocked to Miennue since nocxium was first
discovered there, but as always only a handful reap the rewards of their efforts. Yani
Sar Arteu was one of the few to hit the jackpot big time. He and his small company
named Outer Ring Excavations recently stumbled across an asteroid
reportedly containing the biggest nocxium deposit ever found in this region. Although
rumors abound nothing has been confirmed, as only Arteu and his companions have
seen this alleged super-asteroid and are not about to disclose its location. In fact,
they only spend the minority of their time actually mining the asteroid, hunting it down
on weekly excavation expeditions. This is because they don’t want to flood the
market with nocxium, thus bringing down the price. In between, they spend their
energy playing elaborate games of hide-and-seek with jealous competitors eager to
get their hands on the asteroid.

The empires monitor the goings-on in Miennue closely and all of them have made
both overt and covert proposals to Outer Ring Excavations, offering security for a
stake in the company. Outer Ring Excavations have rejected all these offers, but
ever-increasing pressure from competitors is making it harder and harder for them to
keep their secret safe much longer. Sooner or later, one of the numerous methods
employed by those pursuing the asteroid -- bribes, threats, tracking devices, bugs
-- is bound to unveil the secret that Arteu has so meticulously kept concealed. In the
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meantime, Arteu and Outer Ring Excavations are getting richer -- fantastically so --
by the minute.
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Egonics Inc.
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The Gallentean entertainment industry is highly competitive and show biz companies
are willing to do anything to gain an edge over their competitors. The size of the
entertainment industry means that a mere 1% shift in market share means billions in
extra revenue. This has led many companies to employ questionable methods, such
as espionage and sabotage, while others engage in a constant technological race.
An example of the latter is Egonics.

Egonics Incorporated is a fifty year old company that today specializes in making and
distributing music that fits each and everyone’s personal taste. There are a few
essential steps in this process.

First of all, Egonics runs and maintains a huge database, containing personal profiles
of billions of people. The Egonics database is arguably the largest database of
personal information owned by a non-governmental company. At first, Egonics
planned to use this database for numerous products, but only the musical one
became truly successful. Early on, conservatists within the Gallentean government
vehemently opposed the data gathering of Egonics, but the company ingeniously
used this opposition to their advantage by rallying the young people to their cause,
advocating personal freedom of all things. This was one of the major factors in the
subsequent growth of the company and the ‘Egone’ became a symbol of liberty
among young people everywhere.

The information in the Egonics database is extremely detailed, it lists both the social
status of a person: job, education, marital status and so on, but also very thorough
genealogical and biological data, including DNA samples. Egonics uses every
method possible to enlarge their database and keep it up to date. Some of these
methods are frowned upon by many, but others find it good how dedicated the
company is in making sure the customer gets exactly what he likes and there are
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some that thrive on selling Egonics DNA samples from people not in their vast
database.

Secondly, Egonics employ thousands of sound engineers and musicians that are
constantly creating music according to the specs of a certain group of customers.
Egonics recognizes hundreds of distinct taste patterns in the populace and they
make sure that everybody can find music that caters to their very special
preferences, thus Egonics publish thousands of songs every single day. Although the
musicians employed by Egonics are total non-entities while in its service, they gain
invaluable experience during their stay and a number of them have gone onto fame
after their stint there.

And finally, Egonics use a unique method in distributing their music to their
customers. The Egone may look like a head ornament instead of a headphone. This
is because it doesn’t broadcast sound to the ears as normal headphones do, but
instead it projects the music directly to the zones in the brain that govern hearing,
bypassing the ear altogether. This has many obvious advantages, both for Egonics
and the customer. Most importantly, there is no danger of illegal copying and
distribution, as there is no actual sound to record. Also, there is no noise pollution
and people can easily converse with each other as the ears are clear.

Music is broadcasted to the Egone over wavelength, similar to radio, so in effect
every Egonics customer is listening to his own personal radio station, playing only
those songs he likes and has paid for.

All in all, Egonics is steadily increasing their popularity, although there are many that
find the ruthless data gathering and intrusive broadcasting methods to their disliking.
The Amarr Empire has for instance forbidden Egonics to operate within their
boundaries.
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Language translators.

o%s : =
':m 2O00IDCCP HF. ALL RIGHTS RESERYED. WHW. O =

The most obvious problem in inter-racial communication is the language difference.
All the major races in EVE speak their own language and all attempts to make one
the lingua franca have failed because of stubbornness over accepting any one
language as the dominant one. Amarish, the language of the largest empire, is
obviously the most common language, especially as most Minmatars also speak the
language. But the Gallenteans refuse to acknowledge Amarish as the official
language in inter-racial communications as they don’t want to give the Amarr Empire
the political prestige that would follow. On the other hand, the language of the
Gallente Federation (Gallentean) is by far the most common second language,
largely because of their very influential entertainment industry. But the Caldari
absolutely refuse to speak Gallentean and the Amarrians are also not too keen on it
for the same reason that the Gallenteans won’t speak Amarish.

This means that most high-profile discussions between representatives of the
empires, such as in the numerous inter-racial organizations, rely heavily on
interpreters. But in one field the language a person knows has become irrelevant and
the field is that of a space captain.

The unique nature of the capsule with its sophisticated neural rigging gives ship
captains the option to link their minds do all kinds of computer systems, which they
can use to their advantage. One of these devices that is today a standard feature in
all capsules is the translator module.

The translator module is a software module that is a part of the communication
system of the ship. It intercepts all incoming communications and translates them
into the language preferred by the captain. The first translators were pretty lousy by
today’s standard, they could only translate written communications and frequently
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messed up the text. But the latest versions are able to translate voice as well as text
and have become very good at projecting mood-swings, slang, weird accents and
such, for a near perfect translation. With the steady increase in cyber-implants these
translators have begun appearing outside the capsule as well and many predict that
within a few years translators will make the debate over which language should
prevail in inter-racial communication a futile one.
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The Hanging Long-limb.
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In a mass manufacturing and marketing society like that in the world of EVE,
everything that is for one reason or another only found in short supply tends to
become more sought after because of the rarity factor alone. This is especially true in
the field of gourmet cooking, where the finest restaurants compete in offering the
most exotic food there is.

The eggs of the Hanging Long-limb are among the most sought after delicacies in
these fancy restaurants. This is because the Hanging Long-limb is only found on one
planet, Theruesse IV in the Theruesse system, located within the borders of the
Gallente Federation. The Hanging Long-limb belongs to the Long-limb family of
species, which are also only found there. The planet is almost entirely covered with
inhospitable marshy jungles and the methane filled atmosphere is unbreathable by
humans. The Hanging Long-limb gets its name from its habit of hanging by its
hooked tail from branches that slope over water. It then uses its long claws to catch
small fish and other amphibian animals.

The Hanging Long-limb lays its eggs in thousands at a time in a cluster, usually
attached beneath a branch. It is this egg-cluster, or roe, that humans so eagerly
seek. The main reason why the roe of the Hanging Long-limb is so rare is because
no one has succeeded in breeding the species outside their natural habitat. Many
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individuals and companies have through the years attempted to simulate the
environment on the planet in order to mass breed the Hanging Long-limb, but without
success. Similarly, all attempts to artificially generate or clone the eggs have only
met with very limited success and such products are regarded as vastly inferior to the
real thing.

Most of the restaurants offering Hanging Long-limb roe are situated within the
Gallente Federation, as the demand for exotic food is highest there. These
restaurants are frequented by the upper strata of Gallentean society: industrial
tycoons, celebrities and the idle rich. Many ship captains are also fond of the exotic
food found there; they love to treat their digestion system to something special after
weeks of disuse while in-flight.
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The Truth Serum.
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What if Truth was like a tiny speck of sand?
A speck that has been washed and weighed, polished, smoothed and curbed into
one shiny point, the Universal Truth.
What if we could take this grain of sand and collect it into a book? We would treasure
the book like our own life. We would lock it with the purpose of our mind.
And when we craved the truth we would open it up and let the grains wash over us.
We would soak ourselves in its depth and bask in its radiance.
But the book is flawed. We can take more truth from it than we have earned. And
soon we would be turning empty pages.
Thus the search begins. The search for the truth; the truth we crave; the truth that
has the only meaningful value in an otherwise meaningless world.
The search continues, it goes on and on. In this search for the ultimate truth
everything is allowed. We learn to lie and cheat in hope of progress. We see no
success, no breakthrough of any kind.

We're flooded by substitute truth, made up truth, whose only purpose is to sooth us
and lull us.
Absolute truth loses its meaning. There is no absolute truth, only greater and lesser
truth. We’'ve lost our standards, we’ve lost our talent to distinguish what is real from
what is deception. We no longer know the difference between the right truth and the
wrong truth. All we care for is truth in any form and any guise; corrupted, filthy truth,
we want it all, need it all.
So this truth can make us free, like any other truth. Maybe this substitute truth
suffices? Maybe.
But when we’ve become enslaved to this freedom, then it is freedom no longer.
It is the worst kind of prison.
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A prison with no walls and no chains. We cannot break free for we cannot see what
binds us.
We talk of freedom like it was something to hope for. | hope real freedom never finds
us, because we wouldn’t know what to do with it.
Yet we continue the search, for the searching has become a way of life for us. We
know no other. It is what we've become.
Let us only hope the search never ends, that the Absolute Truth stays hidden

forever. For if the search ends, we end.

Then we become nothing more than dust, specks of sand on the shore of universal

lie.
And maybe, just maybe, this has already happened.

The author of this prose is Gorda Hoje, a Jovian philanthropist that died more than
300 years ago. Hoje was a novelty in his time and age, and his works, which ranged
from cryptic philosophical texts to meticulous science papers, were generally
regarded as too eccentric and absurd to have any real value. In his lifetime, Hoje
acted as a mentor to many of the greatest Jovian minds of the younger generation,
among them lor Labron, the founder of the Society of Conscious Thought. After
Hoje’s death, his followers started to promote his works in earnest and Hoje is today
regarded as one of the most profound and influential of Jovian intellectuals.
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Directive Enforcement Department.
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Soon after the empires initiated contact with each other they recognized the need for
independent institutions, jointly run by all the empires, to handle the numerous issues
regarding the relationships between them, such as trade, monetary policies, crime-
fighting, and so on. The earliest forms of these organizations were established
decades ago and now there are a few dozen that exist of various size. All of the
organizations are controlled by a central organization, called Consolidated
Cooperation and Relations Command, or CONCORD.

One of the largest and most powerful branches of CONCORD is the Directive
Enforcement Department (DED). DED is the police force of CONCORD and is by far
the strongest armed force in the world of EVE that doesn’t pledge fealty to any one
empire. The main responsibility of the DED is to track high-profile criminals. For this
they often hire independent contractors (better known as bounty hunters). The DED
handles the licenses and legal issues of all bounty hunters for the empires, although
some of the empires have been known to bypass the DED in special circumstances.
Also, the most notorious criminals are marked as free-for-all targets by the DED.

Among the other responsibilities of the DED is aiding customs officials in patrolling
areas where smuggling is rife. The DED ships are usually equipped with the latest
and greatest in surveillance technology, so their service is always a great support for
customs patrols, especially because they are incorruptible. In addition, the DED
takes care of all kinds of security issues regarding meetings and conferences
between the empires, they lend ships for operations by the other branches of the
CONCORD, and they often support local law enforcement in dealing with large-scale
crime activity or similar matters. For this the DED often uses their special force unit,
named Special Affairs for Regulations & Order, or SARO. The SARO is one of the
toughest police units around and are notorious for their brutal, but efficient, methods.
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They’re mostly used in hostage situations, for the assault of heavily armed pirate
havens, and similar tasks.

The DED'’s jurisdiction is limited to space and this has often put severe limits on their
operations. However, in recent years, the DED has increasingly been authorized to
operate in stations and on planets, and the result is a much more effective fight
against organized crime. But even if the DED is getting more and more efficient in
dealing with criminals within empire borders, they have yet to gain any significant
foothold in the outer regions where empire presence is almost nonexistent. Also, the
power of DED, and in fact the whole of CONCORD, differs widely between the
various empires, or even between different regions of any one empire, as local
governments or magnates often oppose strong DED presence for one reason or
another

- 069 -



Kyonoke Pit.
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In the deep recesses of the Taisy system lies a lonely mining station called Kyonoke
Pit. The station, built 40 years ago by a Caldari mining company owned by the
Hyasyoda Corporation, was at that time the largest mining and refining station of tasc
(twin atomic superconductor crystal), the core component of inter-stellar
communication devices.

For years the mining operation went smoothly and Kyonoke Pit soon became one of
the most profitable mining stations of the Hyasyoda Corporation. Kyonoke Pit is
located on a huge asteroid and as the years went by the mining shafts dug ever
deeper into the heart of the asteroid.

Five years ago the space tower orbiting Taisy Prime received an emergency signal
from Kyonoke Pit. An epidemic of some sort had broken out on the mining station
and the crew was dying rapidly. The tower personnel lost contact with the Pit a few
minutes later and were unable to re-establish it.

A scout ship was sent out to investigate. On its arrival at the Pit, no lights were visible
on the station and no life-signs were detected. An emergency team, clothed in
protective suits, that was dispatched into the station was greeted by the horrific sight
of the station’s crew strewn all over the place dead and decaying. The mask of agony
on the men’s faces spoke volumes about their last terrible ordeal and the garish red
spots on their bloated bodies clearly indicated that the cause of their death was by
poisoning or some sort of a plague. It was clear that the infliction had surfaced
suddenly and slain the crew in a matter of minutes.

The emergency team reported their findings to the scout ship docked outside and
then continued exploring. Some two hours later members of the emergency team
started complaining about discomfort and the captain of the scout ship ordered them
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back to the ship. But on their way back the team-members collapsed in agony - it
was clear they had caught the deadly malady despite their protective suits. The
captain, fearful for the safety of himself and the rest of the crew, detached the ship
from the Pit and left the station while the rest of the emergency team died on the
docking ledge.

Thus began the story of the Kyonoke Infection - one of the most deadly and
mysterious pestilences man has come into contact with. The Caldari authorities
sealed Kyonoke Pit off a few hours after the incident described above. Further
research was made with great care and the results were not heartening. A biological
speck resembling a protein causes the plague. It enters the body through the
respiration system and then enters the blood stream. From there it moves to the
brain, where it germinates. In its advanced state, the protein speck enters the
medulla oblongata, where it infects the nerve cells very rapidly. The host quickly
loses control over all bodily functions, accompanied by a great amount of pain, finally
resulting in heart- and lung failure within the space of a few minutes. The specks can
survive in an advanced state for a few days; they can leave a dead host and enter
another living being close by, in such cases the new host dies within a few hours
once the speck has reached the brain.

The speck can also be found in a basic state. As such, it can lie dormant for years
and it can survive in extreme environments and conditions. When it enters a living
being it usually starts developing to its advanced state, but this is not always the
case; it can also lie dormant within a person for a long period of time. It can also
enter the brain and start infecting proteins there, slowly but steadily killing the host by
eating up its brain over a course of few months. This dual nature of the bio-speck
makes it even more of an enigma, not to mention more dangerous.

It can be safely deduced that the biological speck was accidentally uncovered in the
bowels of the asteroid Kyonoke Pit is on, but whether it originated there or not is
impossible to tell. It is virtually impossible to detect the speck in a person, due to the
fact it resembles normal proteins to such a high degree. This has led to speculations
that the speck evolved in humans or was even manmade a long time ago, but these
speculations have never been substantiated. In any case, because of the difficulties
in detecting and tracing the bio-speck and because it has 100% fatality rate, the bio-
speck has fascinated both military researchers and terrorist groups, both of which are
eager to get their hands on the speck.

The space tower of Taisy Prime has today been converted into a huge research
facility, where the Caldari are fervently trying to get to know everything there is about
this curious biological speck. Kyonoke Pit itself has been sealed of and remains in a
permanent quarantine. Caldari police vessels guarding the mining station make sure
that no one without the proper authorization is allowed near it. Some two years ago
an unknown group managed to infiltrate the security parameter around the Pit on two
ships and entered the station. In addition to acquiring samples of the bio-speck, the
group loaded their cargo holds with the highly valuable tasc from the station’s vast
storage vaults. But on their way out the bandits started showing the symptoms of
being infected by the deadly protein. One of the ships crashed back into the Pit after
disembarking, severely damaging the station and completely destroying the ship.
The other ship managed to escape the investigating Caldari vessels, but it
disappeared without a trace in an asteroid field and has not been heard from since.
Today, debris and dead bodies from the Pit float around it, making it even more
hazardous for ships to approach the crumbling mining installation. This, and tighter
security measures by the Caldari, have prevented anyone else from making a raid on
the Pit.
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Slaver
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The vast Amarr plantations on Syrikos V have used slaves as workforce for
centuries. Scores of Ealurians, Minmatars, Ni-Kunnis and criminals or political
dissenters of Amarrian origin have worked, bred and died by the millions through the
ages.

The droves of slaves needed to work the fields coupled with the high mortality rate
means that elaborate methods of keeping the slaves in check, such as Vitoc, are not
cost efficient enough to warrant their usage. Instead, the Amarrians employ slaver,
sometimes referred to as slave-dog.

Slaver is a native animal of Syrikos V and has been bred by the Amarrians from the
time they first settled the planet more than a millennium ago. It's a vertebrate with
four elongated feet and a slender, fur-clad body. A fully grown slaver can stand more
than a meter tall from its shoulder-blades to the soles of its front legs. But the most
noticeable feature of the slaver are its massive jaws and teeth, constantly slobbering
in anticipation for something to chew on - hence the old name of the slaver before its
role as slave keeper: Drooler. The slaver can run very fast and is able to jump vast
distances, making this carnivorous beast a deadly foe against unarmed humans.
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Slavers are extremely vicious and blood-thirsty, but they can be tamed as long as the
training starts while they’re still small cubs. The slavers are allowed to roam free
outside the barbed parameters of the acres of the plantations. The agile slavers are
quick to see or smell slaves that have ventured outside the fences and few can
escape the slavers quick, merciless attacks. A preferred tactic of the slaver is to
attack from above; for this it often lurks in high places, even trees, or by simply
jumping many meters into the air and landing on their unsuspecting prey.

The favorable experience of employing the slaver as a guard animal has led to it
being exported from Syrikos V to most other Amarrian agricultural planets and even
some industrial and mining ones as well. In recent years, the slaver has become
fashionable among Amarrians as pet for those willing to risk its often murderous
nature; slavers can become extremely loyal and devoted to their owners if handled
with care.
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Amarr succession

0%
o
-.m 2OOIDCCP HF. ALL RIGHTS RESERVED. WWW.CCPOAMES.COM.

Amarr Emperors can expect to live for at least 500 years through the use of
extensive cyber implants. The Emperor's position has always had a divine aura
surrounding it and this led the Amarrians to belief that the flesh of the Emperor and
other members of the royal families was sacred. This fact forbids the sacred flesh to
be cloned, as the Amarrians consider this to make it impure.

The Emperor’'s position is not hereditary and when the old Emperor dies a new one
must be selected from among the Five Heirs. The Five Heirs are the heads of the five
royal families, the most powerful families in the Amarr Empire. The Five Heirs are
descendants of the original members of the Privy Council. The Council was a
staunch supporter of the Emperor during the turbulent times 1,500 years ago, known
as the Moral Reforms, which was a struggle between the Emperor and the Council of
Apostles. Since that time the positions of the five members of the Privy Council have
evolved into the current situation of five royal families vying for the throne.

When the Emperor dies, an elaborate ritual for selecting a new Emperor is put into
action. These rituals are performed in strict order and take a few weeks to complete.
The rituals are always undergoing some small changes to better reflect the current
state of society and to fix problems experienced in earlier successor bids. The rituals
mainly involve various ways in which the Five Heirs prove their loyalty to the empire
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and their ability to run it. As should be expected most of the rituals involve the Heirs
directly, but some of them have changed through the ages to allow another person,
chosen by the Heir, to perform in the Heir's place. In fact, in recent time the intricate
process of selecting personal champions has become the focal point of an Heir’s
ability and prestige, by finding and hiring the right people for the occasion.

One of the more gruesome aspects of the whole inheritance process is that once a
new Emperor has been chosen from among the Heirs, the other four Heirs must all
commit a formal suicide. This is done to minimize the risk of conflicts between the
new Emperor and the old Privy Council, by removing all of the old ones and replacing
the Privy Council with the next-in-line of the five royal families, thus starting anew.
Only once since this tradition first came into being more than a millennium ago has it
been broken. This was when the Emperor before the current one was selected 300
years ago. Then, one of the remaining Heirs named Khanid Il, a young man only who
had only recently become the head of his family, refused to uphold the old tradition
and fled the royal court. He set up a separate state, the Khanid kingdom, in the vast
regions of his family estates and later attempts by the Amarr Empire to reconcile the
two states either politically or militarily have all failed. A new minor-family took the
place of Khanid’s family in the royal court and the current Emperor, Heideran VII, is
the first emperor from that minor family.
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Tyma Raitaru

-:m 20010 CCP HF. ALL RIGHTS RESERYED. WWW.CCPOAMES. COM.

The name of Tyma Raitaru will forever be associated with the term freelance
research. Raitaru, a Caldari by birth, pioneered what has today become a popular
profession among rogue scientists and scholars around the world of EVE - that of the
knowledge nomad, selling his work to the highest bidder.

Raitaru began his career working in the R&D department at a company owned by the
Ishukone Corporation. He became increasingly frustrated about the fact that
Ishukone took all his work and inventions and made them their own, giving scant
credit to the creator. In the end he left and set up his own laboratory under his sole
control. There he struggled for some years, constantly on the brink of financial ruin. It
was only when he turned his focus toward the most practical of all inventions - that of
weaponry - that his career really took off. Forty years ago Raitaru offered the
blueprints for the Achilles missile for sale on the open market. The Achilles missile
was at that time the best missile available and every empire and every faction
wanted it. The Achilles missile didn't employ any revolutionary new technology, but
instead it combined many solid concepts and designs to make it extremely reliable
and powerful for a small price. In the design of Achilles Raitaru combined the
innovative approach of the researcher with the practical mindset of the craftsman.
Ever since, those that have followed in Raitaru’s footsteps have been most
successful when they take existing technologies and products and combine them to
invent some superior product. Most of today’s freelance researchers work
predominantly in the fields of weapons and ship equipment, and they frequently
operate out of space stations or lone research outposts.
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Lady Phanca’s pet furrier

L
L
-:m 200I0CCP HF. ALL RIGHTS RESERYED. WWW.CCPOAMES.COM.

The planet Radonis lies deep within the Amarr Empire in the fiefdom of Ardishapur,
one of the five royal families. Radonis is the capital of Ardishapur's domain and is
considered the leading place of theological scholarship within the Amarr Empire and
is the seat of the High Court, the highest judicial institution in the Empire.

The current head of the family and one of the Five Heirs, Idonis Ardishapur, had his
right hand amputated at birth and replaced by a cybernetic silver one. It's the same
for all male members of the Ardishapur family. For more than 700 years an imperial
law has decreed that every male born into the Ardishapur family would have his right
hand amputated at the wrist right after birth. The laws do not forbid them from
replacing it with a cyber-hand and today the silver hand is the unofficial symbol of the
Ardishapur family.

The circumstances which led to this imperial law are as bizarre as the law itself. As it
happened, Lady Phanca, the mother of the emperor at the time, was visiting Radonis
and staying at the Ardishapur’s royal palace. Lady Phanca was a legend in her time;
a strict, extremely ambitious woman, in many ways ruthless but still charismatic in
her dealings with people. Many thought she had unnaturally strong influence on her
son, the emperor, and many cases can be cited where the actions of the emperor
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can be directly linked to the wishes of his mother. The Ardishapur decree, as it
became known as, is one of them.

Lady Phanca had a pet furrier, a small furry animal commonly found as pet among
the Amarrian higher class. It was a well-known quirk that the otherwise severe and
dispassionate lady loved her pet lavishly. When young Uri Ardishapur, son of the
Ardishapur royal heir, killed the twittering creature at the dinner table, the fury of the
old lady left no doubt in the minds of those present that the repercussions would be
terrible. Persuading her son to pass the fore mentioned laws, Uri Ardishapur became
the first of the Ardishapurs to lose his right hand, the hand that had slain lady
Phanca’s pet furrier.

Imperial laws are extremely strong within the Amarr Empire and are almost regarded
as the written will of god. It is very rare for any of them to be changed or revoked.
The Ardishapurs may at one time have wanted the law to be revoked, but today they
revel in this old tradition and consider it one of their most important family heirlooms.
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Myth of a salesman
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Aeron Assis. Niques S. Leutre. Niemar Kokolen. Are any of these names the real
name of the man who uses them? His best known alias is not even a name, the
Broker. Mention the Broker to any governmental agent anywhere within the world of
EVE and you’ll be sure to get a response. The only thing more numerous than the
number of aliases he is known by is the number of speculations on his background.
There are precious few concrete facts known about this elusive spy, negotiator,
informant, arms dealer and manipulator of men and states. As a master of disguise,
who utilizes the latest in cloning and DNA technology to keep his appearance a
secret, such basic details as race, height or hair-color are unknown. However, he’s
most often considered to be of either Amarrian or Gallentean ancestry, of average
height and build, with no apparent quirks or physical marks of notice.

For more than 50 years the Broker has directly or indirectly been involved in various
dealings between states, prominent warlords or intelligence agencies. Most of these
dealings include exchange of information, weapon selling and espionage. In addition,
various accounts of criminal activity and even terrorism have sometimes been
credited to the Broker, but none of them are based on any solid facts. What is known
is that the Broker operates a vast information net, mainly within the higher strata of
the society. He uses this net to gain advantageous business deals, but he also uses
the information garnered to blackmail, bribe or manipulate people or even whole
governments. In these operations he’s often working under contract from a third
party, invariably a political or economical rival of the victims.

As befits the secretive and shadowy endeavors of the Broker, few of his deeds have
reached the public eye. In the inner circles of the espionage world, everyone has a
story of their own about him, often offering a glimpse of a piece of much grander
scheme the Broker has undertaken. One of his more celebrated feats took place
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early in his career, almost half a century ago and is known among intelligence agents
as the Omicron Incident.

At that time two feudal Amarrian lords ruling adjacent domains at the fringes of the
Amarr Empire were clashing over the privilege to extend their domains to include that
of another feudal lord, recently deceased. The Broker, going by the name Aeron
Assis, had just concluded a contract to buy a large quantity of Caldari and Gallente
manufactured weapons. He was looking for prospective buyers and decided the two
Amarrian lords to be ideal. The problem was that the two lords were just about to
reach an agreement on dividing the disputed territories between them. The Broker
acted fast and produced documents claiming that one of the lords, Hurid-Akan, had
been conspiring to have the other lord, Kirion, assassinated. The news infuriated
Kirion and made him break off all negotiations with Hurid-Akan. Determined to strike
the iron while still hot the Broker set out for Hurid-Akan’s domain and leaked (false)
information to Hurid-Akan’s intelligence arm that Kirion had broken of the
negotiations because he intended to invade and occupy the disputed territories with
the aid of an undisclosed ally. Hurid-Akan was hesitant to take up arms he
considered his army too ill-equipped to be an efficient fighting force. But to his
immense relief he learned that a Caldari arms dealer was visiting his capital (this was
of course the Broker in yet another disguise). The Broker sold Hurid-Akan top-of-the-
line Caldari weapons and then left, again heading for Kirion’s domain. Meanwhile,
Hurid-Akan hurriedly began mobilizing his armed forces.

Kirion, alarmed by the mobilization of Hurid-Akan’s forces, began his own
preparations for war. The Broker leaked the information about the advanced Caldari
weapons Hurid-Akan had bought to Kirion and then proceeded to sell him Gallentean
weaponry as counter measures.

For days, the Broker played the two lords against each other, employing a
combination of falsified surveillance data, forged documents describing imaginary
plots and plans and his net of agents and double-agents within both domains to
increase the paranoia of the lords so they’d buy more of his weapons. In the end, the
Amarr Emperor, notified of the increased tension in the region, was forced to sent a
royal arbitrator to calm things down. By that time the two lords spent their entire
fortune buying all of the Broker's weapons and the Broker himself had quietly
disappeared from the Empire. This was not to be the last time that the Broker
ingeniously played factions against each other for his own benefit.

As the years have passed the Broker himself has become increasingly paranoid of
keeping his identity and whereabouts hidden. His vast information net and
accumulated wealth has made this relatively easy for him and today he works almost
entirely through middlemen in his wheeling and dealing in the outer world. He is still
considered to be very active, but the extent of his operation is for anybody to guess.
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The Day of Darkness
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The Day of Darkness was properly named. That day saw one of the worst storms
ever on the biggest continent on Matar, laying incredible amount of destruction in few
short hours. But greater danger loomed, because that same day six giant slave
vessels entered the Pator system. From there each ship set out for a different
Minmatar planet, escorted by heavily armed military ships. Once in orbit the
Amarrians descended onto the surface and started rounding up people. The
Minmatars put up a brave resistance, but to no avail, the superior Amarr technology
swept all Minmatar armed forces away, then plundered the populace at will. In
addition, the Amarrians took great care of destroying every Minmatar space ship and
installation they encountered, with the intent of making it very difficult for the
Minmatars to gain strong space presence.

All in all the Amarrians enslaved more than one million Minmatars in that first raid.
During the next few weeks they repeated their slave-raids, capturing millions more
and permanently throwing the Minmatar Empire into a state of confusion, sorrow and
insecurity.
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The Prophecy of Macaper

]
L 0=
-:m 2O00I0DCCP HF. ALL RIOHTS RESERVED. WWW.CCPOAMES . COM.

A century ago a Gallentean astrologer named Damella Macaper prophesized the end
of the world in a book called ‘The Seven Events of the Apocalypse’. Considered a
hack and a nutcase by her contemporaries, the book was largely ignored outside the
small circle of her cult following. A short while later Macaper died and her cult died
with her as her followers dwindled rapidly.

The book describes seven calamities that will befall the world, culminating in the
“return of the dark light from the heart of the mother”, as Macaper described it. The
book is written in a stylized prose and even if the general course of events can be
followed, any detailed information is lacking. It can be deduced that the calamities
will occur within a space of few months or years at the most, but when or where this
will happen is not mentioned, decreasing the credibility of the prophecy as a whole.

For decades ‘The Seven Events of the Apocalypse’ had been all but forgotten by
everyone except a handful of scholars. But in recent months the eyes of the world
have increasingly turned towards this old tome for explanations. A series of strange
natural occurrences around the world seem oddly similar to the first calamitous
events described in Macaper’s prophecy a century ago. Although few believe that the
actual end of the world is near people is still wary and extensive studies are being
carried out into the prophecy and other surviving Macaper texts for more clues on
what the future holds for the world of EVE.

The first event in Macaper’s prophecy she described as “the cosmetic kiss of the
comets” and this is exactly what happened in a remote Caldari system almost a year
ago, when two large comets collided head on. The clash occurred within the
boundaries of the solar system, but not close enough to