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v Augmented Reality Mission Observation & Rehearsal

[LARMOR /)

Unity based visualisation coupled with MACE
= Bundled with all MACE EW
VR /AR /MR

Single & Multichannel

15t person / Cockpits / Sensor Views / Tabletop

Information dense overlays

Worldwide terrain - No GIS Expertise required


https://youtu.be/a0LoBbihwHg

ARMOR 2019

[
B/R from Bullseye: 271.8°T /258 5'M @ 2.8 nm (KnownPnt_2)
Cursor: 39 377745, -118 46.1648" Blev: 2207 ft (DTEDT)
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Advanced Terrain Generation
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Terrain Editor / 3@ Party Model Integration
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Ul / Context Menu
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Building and Road Masking
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Bridges & Overpass
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Labels: Aggregates and MIL-STD-2525

SA-28
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Labels: Airspaces, Shapes, Designations, ...
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Grid Lines
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Table Formatted Aeronautic Data Set
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Airport Signage
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Follow MACE Map Extents

ARMOR FEATURE

FOLLOW MAP EXTENTS
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bal lllumination
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IR Weapons feedback ta MACE
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Counter-UAS (cUAS]

Ml E/R from Bullseye: 57.8°T / 42.6°M @ 4379 t (TARGET) BR: 873T/723'M@ 1 nm (ARCHER

Cursor: 47 241112, -121 31,4098 Elev: 2503 ft Closed Evergreen Forest (\RMOR)  Clock: 150154 Aug 1

Clear all

A mme 0 a
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JTAC HUD in Screen View

18:32:56

t 10x -
i Equipment 0214 0 6
i Default Equipment View Monocﬁlar .

Coordinate Format Default

Altitude Unit ~ Default

L

Heading Type  Default

i Persist Laser Target v
\
Set Equipment Magnification v
! x 2 . e —— — MaAl SELF
ﬁ Binoculars Magnification . 80 J’ ‘ = " 10T ET 94692 62465 1 1 1 1
| A3 18:32:46 3,829 ft MSL
P —— i 2 8x -
LRF Magnification 60
LTD Magnification | 10,0 ] :
) Default Magnification ] 15.0 [
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Multi-Channel
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Ongoing Content Development
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Mission Planning Analysis and Rehearsal [MPAR]

785 arows ) 165K 10 a0 2028 a2

Helicopters from the 160th Special Operations Aviation Regiment, from left, MH-6 Little Bird's, MH-
60 Black Hawk's, and MH-47 Chinook's, fly behind the Washington Monument during military
parade commemorating the Army's 250th anniversary Saturday, June 14, 2025, in Washington.

= MACE and ARMOR in use to plan and brief routing for US Army's 250th birthday celebration
BSI”
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N
BLADE: Battlespace Live Airspace Deconfliction Engine

RAPID FIRES INTEGRATION IN CONGESTED AIRSPACE



https://youtu.be/oLDUpGgruwQ?si=uQH8qfJKDqZQN3Du

2027 Roadmap

* Runtime terrain height editing
* SWIR / LWIR / SAR

= XR UlI/UX and tabletop enhancements

* New visualizations (e.g. CFF)

= Virtual Interaction: For Symbols-based MFDs and more
» Third-party entity models, with Model Editor

» Unity ECS-based rendering (performance & scalability)

30



Third Party Content

" Tooling: Content scene, distributable components, custom editors, ...

= Now: Custom cultural models via Runtime Editor
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» 2027: Custom entity models plus new Model Editor

2z B bl Rudder
L esk & Alleron_R_GO [202] Sroup: 0 Ctri_Air_Brakes_L_GO [205]
W e ﬁ Aileron Blenvg/pe:Right GO [204] Rudder
o . = Group: 0
%] Turet.GO B
X Cannon, G0 * Subtype: 0
=] : o | Elevator_Left GO [203]
2 @ n:d Elevator
C T s
Sutmaree:_10 GO [201]
E Alleron
&
Group: 0
o Subtype: 0
®
(<0
\\1
| 1 AN \- \
//,.» //Z'
& —— Sl

BSI”

www.bssim.com 3



Multi-Wavelength IR
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QBSI/BATTLESFAEE SIMULATIONS

Don't settle for only part of the battlespace

Questions?

ARMOR — What’s New

Support support@bssim.com
LinkedIn linkedin.com/company/battlespace-simulations-inc-/
YouTube youtube.com/BattlespaceSims
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