When choosing and outfitting your ship for a frigate fleet using the Hydra Principle, ask yourself what role you are going to play. Your own skillset and your fleet commander's needs should be taken into consideration. Does the fleet need tacklers? Are you good at electronic warfare? Or do you plan to maximize damage? Or something else? Once you know your role, you should choose the best ship and fittings for that role. This guide discusses each race's Tech I frigates and what they were built to do. Then it provides suggestions for fitting those ships.
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When it comes to outfitting a ship to be used in a 
style="font-style: italic;">Hydra Principle frigate fleet there
are some important roles that every fleet needs to fill: 

· Tackler: a fast ship
outfitted with Warp Disruptors, Warp
Scramblers,
and/or Stasis Webifiers, designed to stop the enemy from escaping.
Often set up for fast locking, as well, with sensor boosters and/or
signal amplifiers.

· Damage Dealer: a ship
with multiple weapon hardpoints and bonuses
designed to maximize damage output.

· Electronic Warfare: a
ship designed to deny the enemy's ability
to
fight back, using ECM, Sensor Dampeners, Tracking Disruptors, and the
like.

· Scout: outfitted for pure
speed, this ship flies ahead of the
fleet,
reporting on enemy movements, making bookmarks, and sometimes serving
as bait for a trap.

In a Hydra Principle frigate
fleet, most ships will fill two, three, or
even more roles. Everyone has some guns or missiles, some midslots for
E-war or tackling, and is flying a fast ship that can serve as a scout.
The loss of one or a few ships does not cripple the fleet, as there is
always someone else who can step in and fill the role.

Minmatar

Minmatar have the fastest, most agile frigates, with the smallest
signature radii. Thus they excel at chasing and tackling, scouting,
choosing the range at which to fight, and escape. Another great
feature: since projectiles and missiles use no capacitor, Minmatar
ships can keep fighting even when their cap is empty, either due to
running other modules or when drained by a nosferatu ship. The Rifter
and Vigil are the best choices for use in a Hydra Principle fleet, due
to their three mid slots. The Breacher is a decent combat platform, and
the Slasher makes a great scout, but these ships have fewer midslots,
making them less flexible choices. However they may be used when their
special bonuses or roles are called for. 

Rifter
· Bonus: 5% to small
projectile damage and 7.5% to small projectile
tracking

· Pros: Good speed (320
m/s), durable, 4 highs and 3 mids

· Cons: Poor targeting
range (23km), average CPU

· Ideal roles: Tackler,
Damage Dealer

· Analysis: The Rifter is
the premier tech I combat frigate of the
Minmatar fleet. With damage and tracking bonuses for small projectiles,
the Rifter excels at high-speed, close combat, pouring on the damage
with rapid-fire autocannons. Load high-damage ammo such as EMP or
Fusion S. If smartbombs are feared, the generous falloff range of
autocannons (4000m) allows the pilot to orbit at a safe distance and
still hit the target a good amount. Artillery is also a viable choice,
if more range is desired (plus wrecking shots of 180+ damage are a lot
of fun!) The Rifter's high speed and three midslots make it a good
tackler, as well. However, the Rifter's short targeting distance and
lack of CPU make it subpar for electronic warfare. Since it gets no
bonus to missiles, consider mounting a remote armor repairer or
nosferatu instead of a rocket launcher in the fourth high slot.

· Recommended fittings: 

· Highs: three
125mm, 150mm, or 200mm autocannons, plus a rocket
launcher, remote armor repairer, or nosferatu

· Mids: Afterburner
is a must. Tackling gear: warp disruptor,
warp
scramblers, and/or stasis webifiers

· Lows:Nanofibers and capacitor power relays as needed to
maintain
optimal range orbit and capacitor level. Gyrostabilizers to increase
damage, and possibly a damage control or armor plate to increase
durability.

Vigil
· Bonus: 5% to small
projectile damage and Target Painter
effectiveness

· Pros:
style="font-weight: bold; font-style: italic;"> Excellent
speed (320 m/s), 3 mids, 45km targeting range,
210 CPU

· Cons:
style="font-style: italic;"> 3 highs, 25MW base power output

· Ideal roles: Tackler,
Electronic Warfare

· Analysis: The Vigil is an
excellent tackler with high base speed
and 3
mid slots. Alternately, its 45km targeting range, painter bonus, and
high CPU make it a great electronic warfare or target painter platform.
You can get those sensor dampeners and ECMS on the enemy while the
Rifter would still be too away far to lock the target. Or tracking
disrupt a sniper as your fleet closes in. As a Vigil pilot you will
want to fit for medium-long range combat; your ship doesn't have the
tracking bonus of the Rifter so you may have problems hitting fast
targets at close range. Although it has a decent damage bonus, the
Vigil has only two turret hardpoints, making it a mediocre damage
dealing ship. The relatively low powergrid means that you may need to
fit an auxiliary power core to get the larger guns to fit.

· Recommended fittings:

· Highs: Two
250mm or 280mm artillery, plus standard missile
launcher,
rocket launcher, armor repairer, or nosferatu

· Mids:Tackling option - An afterburner, warp disruptor, warp
scrambler,
and/or stasis webifier. E-war option - ECMs, sensor dampeners, target
painters, tracking disruptors, whatever is needed by the fleet. 

· Lows:If you are running multiple ECMS or warp disruptors, pack
on the
cap power relays. Micro aux power cores may be needed to fit
everything. Once you've got your cap and power grid problems solved,
any leftover slot(s) can take a nanofiber for more speed/agility. 

Breacher
· Bonus: 10% to explosive
missile damage, 5% to other missile
damage, per
level

· Pros: 4 highs

· Cons: 2 mids, 300 m/s
(slower than Vigil or Rifter), poor
durability

· Ideal roles: Damage Dealer

· Analysis: The Breacher
specializes in one role -- ripping targets
apart
with explosives. Its lack of mid slots make it a poor ship for a hydra
fleet, otherwise. If there are less than 15 pilots in the fleet, don't
fly this ship, as your fleet probably needs all the mid slots it can
get. In a large fleet, however, one less mid isn't as crucial, and the
damage bonus on this ship is quite nice, especially if you have good
missile skills. Since it has three launcher hardpoints but only one
turret (and no turret bonus), it's best to mount a support module in
the fourth high slot.

· Recommended fittings: 

· Highs:three rocket launchers or standard missile launchers
(explosive
ammo), and a small remote armor repairer, energy transfer, or a
nosferatu

· Mids:Afterburner plus any E-war or tackling item needed

· Lows: Two
ballistic controls units to really max out the damage!


Slasher
· Bonus: 5% to small
projectile damage and 7.5% to small projectile
tracking

· Pros: 410 m/s base speed;
low price

· Cons: Lack of slots (3
high, 2 mid, 1 low)

· Ideal roles:
Anti-Interceptor, Scout, Tackler

· Analysis: The Slasher a
very specialized ship. Due to its lack of
slots, the Slasher is normally a bad choice for a hydra fleet. Although
it gets a nice bonus to projectiles, it can only mount two turrets. Its
one saving grace is that it is the fastest tech I frigate in the game,
making it good for chasing down interceptors, scouting, and tackling in
general. A pair of these fitted with micro warp drives, one with a warp
jammer and one with a webber, have the best chance (of any tech I
ships) to snare MWDing interceptors that buzz around outside
web/scrambler range. Then the rest of the fleet can catch up and roast
them. Another Slasher role is scouting and bookmarking in hostile
territory; its speed and agility make it very tough to catch.

· Recommended fitting:

· Highs: Anything
you like.

· Mids:MWD and a scrambler or webber�
· Lows: overdrive
in the low for max speed.

Gallente

Gallente frigates are good "all-rounders," able to be used in just
about any role but specializing in none. A nice bonus for Gallente is
that most of their frigates can carry a drone, allowing for a bit of
extra firepower. The Tristan, Incursus, and Maulus are the best choices
for a hydra fleet. A note on blasters: while blasters can be mounted
for amazing damage output, their range limitations leave the user
vulnerable to smartbombs. If you decide to use blasters, put on a ship
scanner!

Tristan (aka "The Fat Man")
· Bonus: 5% bonus to Small
Hybrid Turret damage and 7.5% bonus to Small
Hybrid Turret tracking speed per skill level.

· Pros: Many of the best
stats of the Gallente Frigates, only one with
Launchers.

· Cons: Slow (280 m/s),
short targeting range (28 k)

· Ideal Roles: Damage Dealer

· Analysis: The Tristan is
the most durable of the Gallente frigates, has
the most slots (4 high, 3 mid, 3 low), Capacitor (280), Power (38) as
well as shield, armor and hull hit points of all the Gallente frigates.
It fairly slow, however (offset by the small 42m signature radius), and
it has the second shortest targeting range. It may not be the first to
engage in a wolfpack but it can deal a lot of damage when it does. It
has no range bonus to the guns, but it does get a tracking bonus so
railguns are probably the best option here, with missiles or rockets
depending on skills and orbit range. Using Railguns with Antimatter,
Plutonium or Uranium ammo should allow you to get your optimum range to
fit your stable orbit distance. For the other slots fit modules to
overcome your slow speed and targeting range (if you have modules that
can reach over 28k) and improve your DPS. Just make sure your capacitor
will hold for a while with everything going, as the high damage ammo
will increase cap use. It has room for 1 light drone as well. 

· Recommended Fittings:

· Highs:Two 75mm, 125mm or 150mm Railguns, two Missile or Rocket
Launchers.

· Mids:Afterburner is a must. Any tackling or ECM item needed. Sensor
booster if fast locking and/or greater targeting range is desired. 

· Lows:Capacitor power relays and/or power diagnostic systems if cap
recharge and/or powergrid are needed. Nanofibers, damage control,
ballistic controls, and magnetic field stabilizers are also all good
choices.

Incursus
· Bonus: 10% bonus to Small
Hybrid Turret falloff and 5% bonus to Small
Hybrid Turret damage per skill level.

· Pros: Great Speed (300
m/s), good target range (38k), good Capacitor
(260)

· Cons: 2 lows, low CPU
(110)

· Ideal Roles: Tackler,
Damage Dealer

· Analysis: The Incursus is
the other primary combat ship in the Gallente
fleet, and the fastest behind the Atron. Having only 3 high slots it's
not quite the heavy hitter as the Tristan, but it still deals out a
good amount of pain. Its biggest weakness is the lack of CPU making it
hard to fit useful modules sometimes. An Incursus is ideal as a
tackling ship, and its faster orbit speed will make it harder to hit.
Turret fittings should be similar to the Tristan, and also has room for
1 light drone.

· Recommended Fittings: 

· Highs:Three 75mm, 125mm or 150mm railguns. 

· Mids:Afterburner is a must. Warp disruptor/scrambler, stasis webifier,
or possibly E-war.

· Lows:Cap recharge, power, or CPU boosters if needed. If any slots
left, put in nanofibers for speed and/or magnetic field stabilizers for
damage. 

Maulus
· Bonus: 5% bonus to Small
Hybrid Turret damage and Remote Sensor
Dampener effectiveness per skill level.

· Pros: Long Target Range
(50k), Good Hit Points, excellent CPU (220).

· Cons: Slow (260 m/s),
So-so Power (25) and Cap (200), 2 low slots, 2
turrets.

· Ideal Roles: Electronic
Warfare

· Analysis: The Maulus is
the Gallente EW frigate. Its bonus with Sensor
Dampeners should be fully utilized in a wolfpack. It can lock up to 6
targets at once (assuming the pilot has skills to match) so it may be
better off engaging at distance and using the Dampeners to harass
opponents as the fleet engages, although this makes it a primary target
and easy to hit. It's not a great damage dealer, even with its other
bonus, as it has only two turret hardpoints. The third high slot can be
used for a nosferatu to maintain cap if needed, or a remote armor
repairer to support the fleet. In a large fleet, a Maulus pilot may
even fit for total support, using the highs for a remote repair module,
energy transfers, and the like. The Maulus can carry 1 medium or 2
light drones to help out its weak gun loadout. 

· Recommended Fittings:

· Highs:Two 75mm, 125mm or 150mm railguns, plus a remote armor repairer
or nosferatu

· Mids:Afterburner, 2 remote sensor dampeners, or 1 dampener and 1 other
EW module.

· Lows:Capacitor Power relays to maintain the E-war, and a micro aux
power core if additional powergrid is needed. If any slots are left,
add nanofibers for additional speed. 

Atron
· Bonus: 10% bonus to Small
Hybrid Turret falloff and 5% Small Hybrid
Turret damage per skill level.

· Pros: 380 m/s base speed.
Low Cost. Excellent scan resolution.

· Cons: Poor Targeting
Range (23k)

· Ideal Roles: Scout,
Tackler

· Analysis: The Atron is
the lowest cost entry level combat frigate after
the newbie ship. Its fast base speed makes it good for recon work and
tackling. It has a short targeting range but the 675mm scan resolution
is the highest of any Gallente frigate except the Interceptors, so it
should lock quickly. While it is a combat frigate the ship is lacking
in armor and shields, and only has 2 of each slot type, and it can
carry 1 light drone. The ship works well for scouting and low-sec gate
running. With two nanofibers in the low slots and an afterburner it's
better than a shuttle for quick maneuvering. A webber or warp disrupter
in the second low slot will work well for tackling targets, although
with the low capacitor you may have trouble maintaining a tackle while
firing hybrid weapons. Jumping across large systems may be a problem as
well.

Caldari

Caldari frigates are great specialist frigates. They excel in areas
such as ranged combat, electronic warfare, and missile use. The Merlin
and Griffin are both excellent in a hydra fleet, with their four mid
slots. The Kestrel can be difficult. It has terrifying damage
potential; however, its small capacitor often causes it to fall behind
on long warps (e.g., the 75 AU warp in Poitot), even with good skills.
This slows down the fleet and gets people killed.

Merlin
· Bonus: 5% bonus to shield
resistances and 10% bonus to Small Hybrid
Turret optimal range per skill level.

· Pros: durable with
resistance bonuses, good cap (280), 4 mid slots for
ewar, Very high scan resolution

· Cons: Worst speed of
combat frigates (230 m/s)

· Ideal roles: Tackler,
Electronic Warfare, Damage Dealer

· Analysis: The Merlin is the most versatile frigate in the Caldari
fleet. With 2 guns and 2 missile hardpoints it has decent damage
potential, and plenty of powergrid and CPU makes it easy to fit. Its
shield resistance bonus allows it to survive a few seconds longer than
most. With its range bonus, it can mount railguns and standard missiles
for very long-range shooting (for a frigate). It also has the highest
scan resolution of the T1 frigates allowing it to target faster, making
it a good tackler or fast locking boat. Its shining feature is four mid
slots and a big capacitor to support them. The Merlin makes a great
ship to even out the wolfpack as it can be fitted for damage, short or
long range, E-war or tackling, or with sensor boosters to for fast lock
times. Its biggest weakness is its speed and agility -- it is sluggish
compared to most other combat frigates.

· Recommended fittings:

· Highs:Two 75mm, 125mm, or 150mm railguns and two rocket launchers or
standard missiles

· Mids:Afterburner is a must. Multiple E-war modules make this ship a
nightmare for the enemy (be sure to balance your cap usage, however).
Or fit a sensor booster and two warp disruptors to create an evil
gatecamping machine, able to lock down all but the fastest-warping
ships.

· Lows:Nanofibers are needed for more speed and agility. Capacitor power
relays to support multiple E-war or warp disruptor modules. Possibly,
tracking enhancers for additional railgun range.


Griffin
· Special Ability: 5%
bonus to kinetic missile damage and 10% bonus to
ECM Target Jammers' capacitor need per level.

· Pros: 4 mid slots for
ewar, long targeting range

· Cons: poor damage output,
weak tank

· Ideal roles: Electronic
Warfare

· Analysis: Though the
griffin does not have good damage output nor an
impressive shield or armor, it is superb at jamming! Its bonus to ECM
cap usage along with 4 mid slots enables it to equip several jammers
and use them effectively. In addition, it has the longest stock
targeting range (60km) of all tech 1 frigates, making it excellent for
jamming midrange snipers. It is recommended to fit a capacitor power
relay in its 1 low slot to fuel its multiple ECM jammers. ECM should be
set on manual to help manage cap, as well (there's no point in
activating jammers #2 and #3 on a target if jammer #1 successfully
"hits" it).

· Recommended fittings:

· Highs:75mm or 125mm railgun plus two rocket launchers or standard
missile launchers

· Mids:Afterburner, two or three racial ECM, possibly a tracking
disruptor or sensor dampener

· Low:Lots of capacitor power relays to fuel those power-hungry ECMs

Kestrel
· Special Ability: 10%
bonus to Kinetic missile damage and 5% bonus to
EM, Explosive, and Thermal missile damage per level.

· Pros: Amazing damage, no
weapon cap usage, good targeting range

· Cons: Low capacitor, poor
agility

· Ideal roles: Damage Dealer

· Analysis: The Kestrel has
arguably the best DPS among the tech I
frigates with 4 rocket launchers and the damage bonus. Standard missile
launchers can be hard to fit without good skills but are an option for
ranged combat. The Kestrel also has the ability to choose its damage
type with missiles or rockets, although its best raw damage output is
achieved with Kinetic ammo. Because of its low capacitor, however, this
ship has a problem with making long warps, so good cap and warp drive
operation skills are recommended. This also necessitates fitting less
cap intensive E-war/tackling modules, such as webbers and warp
scramblers for close range with rockets, or tracking disruptors for
longer range combat.

· Recommended fittings:

· Highs:Four rocket launchers

· Mids:Afterburner, webber, tracking disruptor or scrambler. 

· Lows:Ballistic control systems, nanofibers

Amarr
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