
Captain
Artemis Spaceship Bridge Simulator

It’s not just about telling people what to do.

http://www.Cattail.Nu/artemisBy Slate, with input from del Pino and USN.
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GoalS

Primary: 
Crew has fun. 

Secondary: 
Crew gains skill. 

Tertiary: 
Mission success. 

Artemis is more fun with a full crew, so make sure your 
crew has fun so they come back and play again. 

Artemis is more fun with a skilled crew, so help people 
become skilled. 

Artemis is more fun when the mission succeeds 
(whatever the mission is - save stations, save friendlies, 
stay alive, kill all enemies, complete custom mission). 

While the primary goal is to have fun, definition varies widely, and it’s your job 
to figure out what needs to be done to accomplish that goal.  Are the expectations 
“military role play”, “star trek spoof ”, “super efficient kills”, or “teach me how to 
play”? 
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Leadership
“Adapt to your crew.  Do not expect your crew to adapt to you.” 
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How To Be A Great Captain 
Overview

PART 1 
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• Characteristics 
• Be a Leader 
• Prepare 
• Situational Awareness 
• Community 
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• Quotes From Crew

PART 2 

• Siege Analysis 
• Version 1 
• Version 2 

• Double Front Analysis 
• Version 1 
• Version 2

Slides 6-14 The Rest of the 
Slides
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Basic Knowledge
• Know the Ship Consoles 

You don’t have to be an expert, but you need to be able to answer questions and 
be a backup if the crew member needs to step away. 
Helm, Weapons, Engineering, Science, Comms, Fighter. 

• Know Combat Tactics and When to Use Them 
Don’t rely on just one, two, or three maneuvers.  EMP+Nuke(s), EMP+Mine(s), 
Homing, Beams, PShocks.  Be able to stack attacks into elegant combinations.

“Don't forget, captaining decisions and tactics are highly dependent on type of ship.” 
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• Be Direct  
Give clear, decisive, concise commands.  Show confidence in the face of indecision. 
“Helm, set heading 2 3 0. Warp 1.” 
State your expectations and of the crew and standard operating procedures at the start. 
“Comms, don’t taunt unless specifically directed; we’re going to need them later.” 

• Be Responsible 
If it goes wrong on your ship, it’s your fault.  Crew skill, crew preparation, crew 
coordination, crew motivation, crew loyalty - you are responsible for creating and 
maintaining these.  Use the crew’s skill level (whatever that is) to succeed. 

• Be a Role Model 
Have integrity.  Speak your truth quietly and clearly and listen to others.  Be 
competent.  Inspire. 

• Be Consistent 
Use the same words when giving orders.  Don’t micromanage a crew member and then 
expect the crew member on that console to use initiative. 
“Weapons, raise shields.” is different than “Weapons, whenever we enter combat 
range, I expect you to raise shields without waiting on my order.”

Characteristics
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• Coordinate 
Encourage crew to talk with each other and state their station needs. 
“Weapons, request power to torpedoes when you are loading.” 
Encourage crew to provide needed services without being asked. 
“Engineer, when you see the ship turning on Main, boost power to Maneuver.” 

• Delegate 
Focus on overall strategy; don’t get lost in the details. 
“XO, take the ship to sector A2 and kill that enemy group with beams.” 
Use your crew’s skills. 
“Helm, call the mine drop.  2 mines.” 

• Motivate 
Praise in public, critique in private.  (Some communities prefer public feedback so everyone 
can benefit - understand the expectations.) 
“Weapons, nice job getting that incoming missile.” 

• Teach 
Provide timely tips for less experienced crew.   
“Weapons, you can toggle auto-beams with the ‘B’ key instead of pushing the button.” 
Feedback is necessary for people to gain skill, but don’t insult the player, and certainly not 
publicly.

Be a Leader
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• Know the Mission 
Where are you going?  What are you doing?  How long do you have?  Share this 
with the crew. 

• Know your Ship’s Capabilities 
How many tubes?  What type of weapons?  What are the beam arcs?  How 
strong are the shields? 

• Know your Crew 
How skilled are they?  How fast do they respond?  What sort of communication 
style works best for them?  What can you do to give them the most game fun?  
What maneuvers are they capable of performing?  How long does it take for 
Helm to respond to a “get us out of here!” order when the ship is taking too 
much damage?  Which of your crew are using multiple screens and will have 
more information available to them? 

• Communicate your Plan 
Your crew will perform better if they know what to expect and what you expect.  
Designate a 2nd officer who can take over if you have to leave suddenly.

Prepare
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Awareness & Strategy
“Two sides of strategy:  Knowing it and executing it. 
And all the strategy in the ‘verse ain’t gonna help you 

if you ain’t aware of your ship, crew, and the big picture.”
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Situational Awareness
• Analyze the Big Picture 

What’s the most immediate threat?  What are the next 3 threats?  Where are the 
best places to deploy your heaviest ordnance?  Is there useful lethal terrain? 

• Plan Your Ship’s Flight Path 
What are your 3 next steps?  When are you going to refit at a base?  Try  not to 
let the crew wait on orders. 

• Always Know Your Ship’s Status 
How much energy remains? How much ordnance remains?  What damage does 
the ship have? 

• Work With Other Ships When Available 
Are there friendly ships that can be directed?  Can you form a battle group?  
What joint tactics can be used with multiple ships? 

• Be Flexible 
The map is always changing.  Adapt and plan constantly.
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• Contribute, build, engage.  
Use forums, chat channels, attend meetings and events.  You’ll gain tips, 
techniques, find crew, and be able to share your own ideas. 

• Perform Your RPG Duties 
Follow the protocols and procedures of the community you are playing with. 

Examples from TSN (outdated - get the current from TSN’s admins): 
“Should any ship outside of another ship’s combat zone need to move into that 
combat zone, they must report to the captain that they want to enter their 
combat zone, whether in the same battlegroup or in separate battlegroups.” 
https://docs.google.com/document/d/
1IOifub03qtDGx5l94YH2M8ocs0PXWfhcEVqTUZ9n9tc/edit 

“The Command Officer has a number of clerical duties to attend to. These duties 
include recording audio mission logs, reviewing mission reports and 
maintaining officer’s records.” 
https://docs.google.com/document/d/1nz_-fAGrC1-XyFCbkE-
kLjO5CApdFhFnuXIar3_TDrk/edit

Community
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How To Level Up
• Study and Practice Leadership Skills 

http://www.inc.com/peter-economy/top-10-skills-every-great-leader-needs-
to-succeed.html 

• Study and Practice Communication Skills  
https://www.thebalance.com/communication-skills-list-2063779 
https://www.kent.ac.uk/careers/sk/communicating.htm 

• Study and Practice Combat Strategy 
https://docs.google.com/document/d/
1BKlefor3SRDK2AA6JN18f51m4p09BLyETEZNGwXzuY4/edit# 

• Memorize the Kneeboards 
http://cattail.nu/artemis/artemis_kneeboards.pdf

“Competency will build your own confidence and your crew’s trust.”
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“One of the things I like about the captains I've served with is when they don't 
micromanage.  It's great when a captain gives the crew an idea of his/her tactical 
strategy and lets the crew implement it, with the captain providing nudges as the 
encounter unfolds.  Of course, that's dependent on the ability level of the crew.” 

“How to be a captain: Don't suck, and don't lose your ship. Hundreds of lives are 
counting on you, not including those poor souls on the space station that are probably 
exploding as you're having an  existential in the ready room.” 

“The most important part of being a Captain is being able to read the scenario and 
plan in advance, in an ever moving scene, the priority that you should execute now 
and afterward.” 

“As long as your officers actually know what they are doing you should not order them 
around too much. You just give them the gist of what should be done at that very 
moment and they do it. At no moment do you have direct control.” 

Quotes from Crew
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Siege Analysis
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Siege Analysis - Ship

You are flying a standard light cruiser. 
You can expect to refit for energy approximately every second combat, depending on engineer efficiency. 
Close combat will be better served with energy to beams/shields than beams/shields/maneuver, unless 
the enemy has HET. 
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Siege Analysis - Resources

You have 3 nukes available (2 on your ship, 1 at stations), 20 EMPs, 39 mines.  
If the stations build nukes, you might get 2-4 more, depending on how long the 
mission lasts.  You also might get lucky and get a nuke mission (probability is 
higher if Comms can keep the friendlies alive and moved to a station). 
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Siege Analysis - Map
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Version 1
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Siege Analysis - Possible Immediate Threats

The 3 enemies 
need to be 
judged based 
on traveling 
speed and 
jump 
capability. 
The two 
monsters can 
be classified as 
“danger to 
station/
friendlies” or 
“possibly 
helpful ZZ”. 
Science should 
scan those 5 
things before 
anything else. 

20



Siege Analysis - Immediate Friendly Threats

You should 
have already 
told your 
Comms 
officer what 
you expect 
stations to 
build, and 
trained him/
her on how to 
hail/navigate 
ships so you 
can focus on 
other things. 

21



Siege Analysis - Best Nuke Deployment

You’ll need a 
nuke on B76, 
G92, or C37 
(one that is 
NOT anti-
torp), for the 
the sake of 
speed. 
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Siege Analysis - Expected Second Wave

The first 5 
threats need 
to be dealt 
with before 
these arrive. 
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Siege Analysis - Cleanup

You might be 
able to get 
Comms to 
taunt these 
into the black 
hole while 
you are 
dealing with 
other 
enemies. 
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Siege Analysis - Anticipated Combat Path

1 - C37 
2 - B76 
3 - (ZZ if hostile) 
4 - refit 
5 - G92 
6 - (ZZ if hostile) 
7 - refit 
8 - P92, then refit at 
DS2 
9 - Fleet in C1 
10 - cleanup with 
remaining nuke and 
mines. 

P92 could be killed 
by Comms on the 
mines, if taunted at 
steps 2-7. 

The C1 Fleet could 
be taunted into 
mines at steps 1 & 2, 
but there’s a risk of 
bringing it in before 
G92 can be dealt 
with. As a nuke is 
planned for it, the 
risk isn’t worth it.

1

2 3 4
5

6

7 8
9

10

The Captain should be able to imagine this plan at a glance, and update the 
anticipated combat path after each combat based on system developments. 25



Siege Analysis - Possible Retreat Locations

D5 anomaly 
only if it is a 
high dense 
power cell. 

Which are 
the best?  
Why?
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Version 2
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Siege Analysis - Enemy Movement

First stage: 
Think where 
enemies will 
move.
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Siege Analysis - First Move

Assuming a 
decent enemy 
speed and 
that loners 
are elites of 
some sort, 
and that 
Comms sent 
the transport 
away, you can 
start by 
ordering your 
first move.
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Siege Analysis - Second Combat

After the 
second 
engagement, 
expect the 
map to shift a 
bit like this, 
which mostly 
clears the 
eastern front. 

c37 is 
ambiguous, 
could either 
attack DS1 or 
2, but given 
the distances 
that's mostly 
irrelevant.
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Siege Analysis - Midgame

It starts to get 
complicated as 
you enter the 
middle stage of 
the game.  Your 
assumptions 
could start to 
break down but 
still plan to kite 
the elites that 
actually threaten 
your stations 
into the 
singularity.  
Reposition and 
prepare attacks 
on the larger 
fleets (with 
added possible 
corrections for 
the singularity).
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Siege Analysis - Deploy Nuke

Start to taunt 
everything 
and use the 
first nuke 
hoping for a 
quick battle.
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Siege Analysis - Mop Up

Use all 
homings or 
another nuke 
while hoping 
the ship 
position still 
work on this 
group. 

After that, it's 
late game, so 
dock to 
replenish and 
mop up 
whatever 
survived.
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Double Front 
Analysis
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Double Front Analysis - Ship

You are flying a standard light cruiser. 
You can expect to refit for energy approximately every second combat, depending on engineer efficiency. 
Close combat will be better served with energy to beams/shields than beams/shields/maneuver, unless 
the enemy has HET. 

35



Double Front Analysis - Resources

You have 3 nukes available (2 on your ship, 1 at stations).  
If the stations build nukes, you might get 2-4 more, depending on how long the 
mission lasts.  You also might get lucky and get a nuke mission (probability is 
higher if Comms can keep the friendlies alive and moved to a station). 

36



Double Front Analysis - Map
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Version 1
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Double Front Analysis - Planned Nuke Deployment

The groups in 
B1 are going to 
be at DS4 
before Y71 and 
B81 are dead, 
so a nuke will 
not work.  If 
the 2 elites die 
quickly enough, 
use mines. 

There is 
probably not 
enough time to 
get to DS1 for 
the 3rd nuke, 
but you should 
be able to get 
one from DS4 
when it builds.
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Double Front Analysis - Initial Plan
Take ship in the 
general direction of 
DS4, with a taunt 
on B81 to send it 
into the mines 
while engaging 
Y71. 

M38 is likely a 
biomech given its 
heading. 

Friendlies to DS3. 

The 3 elites near the 
bottom are going to 
be a problem, 
because they will 
likely arrive at the 
same time as the 
first B1 fleet, so this 
plan is likely to get 
the ship/DS4 
crushed in the 2nd 
wave.

1
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Double Front Analysis - Initial Plan 2

Take ship to 
fleets in B1 and 
destroy with 
EMP/nuke/
mines, with a 
taunts on Y71, 
B81, N59, P33, 
P99, in that 
order.  Tackle 
elites after B1 is 
handled. 

M38 is likely a 
biomech given 
its heading. 

Friendlies to 
DS4, to provide 
additional 
targets.  DS3 and 
4 building nukes. 

1

2
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Double Front Analysis - Plan 2

Refit between 
each combat 
in case DS4 
falls. 

Taunts 
should pull 
fleet in E5 
toward 
combat area. 

Circles 
indicate nuke 
deployments.

1

2

3

4
5
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Double Front Analysis - Retreat Locations

Start at the 
upper left and 
work down to 
the bottom 
right, using 
black holes 
and mines, 
collecting 
anomalies, 
and hope you 
hired the 
right 
engineer.
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Version 2
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Double Front Analysis - Map

Plot enemy 
vectors. 

In this case, most 
enemies will go for 
DS4, but you get 
to form an NPC 
battlegroup that 
could be useful. 

The A3 monster is 
irrelevant 
but you won't be 
able to use 
environment as 
much as would be 
ideal.
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Double Front Analysis - Map

Begin by dealing 
with the 2 
skaarans in C3 
while loading two 
mines.  If they 
don't have 
antimine it would 
be possible to use 
the minefield, but 
there isn’t enough 
time.
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Double Front Analysis - Map

At this point, 
use the two 
mines, then mop 
up.  Taunt one of 
the elites into a 
minefield.
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Double Front Analysis - Map

Move to engage 
the next fleet with 
beams while 
loading an EMP
+nuke combo.
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Double Front Analysis - Map

Form a single group 
out of those two fleets, 
then use the EMP
+nuke. 

Expect to have the 
destroyer group 
formed, too. 

Ideally comms would 
taunt the group 
currently in A3, but 
you can live without it. 

Load 2 mines for the 
group that is likely 
Kralien while docking 
at DS4.  Ship has 
probably been 
converting homing by 
this point.
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Double Front Analysis - Map

Dock, then move 
to defend DS3, 
while having the 
destroyer engage 
the two elites 
from the 
starboard flank of 
the south-west 
group (ideally 
taunting them for 
time and 
protection).
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Double Front Analysis - Map

Move back while 
having the 
destroyers deal 
with the least 
dangerous stuff as 
possible. 

Out of the three 
groups, use an 
EMP+nuke 
combo in the 
heaviest one, 
mines on the next, 
and then beams. 

Dock if energy is 
low.
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Double Front Analysis - Map

For the final 
group, use an 
EMP+nuke if the 
ship has one 
(should be the last 
one).  Otherwise 
use EMP+mines. 

This scenario 
didn't rely too 
much on terrain.  
These assumptions 
are more likely to 
work for the long 
term, but it's also 
more complex and 
tiresome.
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The Captain puts the “I” back in “Team”.
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