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Don't settle for only part of the battlespace



MACE 2025 to MACE 2026

» Based on user feedback

* Major improvements in performance

= Upgrade to latest .NET

= All forms moved to common Avalonia Ul elements



GIS Data Setup

2025
= System Settings>

= Communication

= Worldwide Map Server Connection

= Worldwide Imagery Connect

= Data Paths

PAOPAS

= System Settings Map Settings —
= Connect to BSI Worldwide Maps (Automatic)
= Map Datum
= Elevation Data — colon coded map coverage

= Map Manager — Everything Else — Next Slide

= Elevation Syt setins -
Options Q
* |magery (of some type) ==
§ Elevation
= Maps (of some types) Setings
Elevation »/ Show tile coverage on map
Map Layer Manager - ARMOR 2 “
. ) et Cache deared. P OO & o
= Connection Menu - i :
Import / Logging 2 g:-‘m 19293 items Indexing paths. Map Settings v
- . .
O n I I n e T I I eS Mission Defaults i 1‘1:3‘ I O “ Settings BSI Map Server
M MACE Configs - : .
= Imported Tiles i he WSS Nopmerigma  ElcVation o SeverPAddress 127001
SO Map Layer Manager
DISNet > is 3':::5 No elevation found, Port soe0 Use SSL @
H Audio
= Layer manager — Display or not- ... S —
Import / i
aal mport / Logging Refresh
D] n Window Configs Mission Defaults Ailabie
¥ [ Vi BT Conﬁgs Searching for BS| Map Servers on the network.._
d ek Communication
s | External Sim
o DISNet > Map Settings Map-viewer settings migrated from the View-tab toolbar.
P VebSocket
B SI . Datalinks Preferred Projection Spherical Mercator v
www.bhssim.com
CIGI




GIS - Map Manager

PAOPAS 2026

= System Settings> = All raster — maps — tiles — vectors — imagery

= Communication = Drag and Drop data into the manager

= Worldwide Map Server Connection
= Worldwide Imagery Connect " Managed as movable layers
» Data Paths = Display or not — Auto display at scales

* Elevation
Map Layers = (] X

‘D. (B .Showoovelage

= |magery (of some type)

= Maps (of some types)

= Connection Menu Glasgon o o
* Online Tiles . l"";\‘f';’]‘ ‘/‘”‘L e - . &
= |mported Tiles R i sz /P ne.10m_admin 0 countries Py . &

o Vector
= Layer manager — Display or not AR 55 @) ne.30m_populated.place simple " ® o
Leeds
Liverpool . - v
B | :: [ 2o nsms.ioo ® @
s | (IRl - =5 e
www.bssim.com

ﬁ; Glo_baliw)m




Multiple Map Windows

2025 2026

= Just one map = Up to 3 additional at different scales
Quic: Mission Builder ~ Mission Controls  Entity Controls  Scripting  Avionics Displays ~ Combat Displays | View S| Q searchsed ers, features H \k Q & P vii L /v % v E °, - - Independent platfo rm fOIIOW (m OVing map)
FrO®- B 00 S @-TT L B U . 8- @- o
¢-06 © @8- & - - O "T". ° ©-® @ = Independent grid display

In-Mission View Entity View 1G View Map Window

“ . . .

: . * |Independent mission toolbars (Next slide!)
® = Coming Later

Q A=

* |Independent Map type (e.g. Air chart on one,
imagery on another)

4+
T3 » ¥ ||«

R[Q| |9V | L7V %V E|©

4B 3 8 47 (N
||):;
B |5
’
Iﬂ'@-a
«
o

50.0 nm
L ]

o o - 5

Smk. V| BR from Bullseye: 341°T/337.8°M @ 91.8 nm (Smk) B/R: 304.5°T/301.3°M @ 71.6 nm (LIFTER-99) Extents (nm) lat: 169.96 lon: 190.22

=] X s Time: 120347 Aug3 FElevation: No Elev Data Selected Platform /' LIFTER-99 vi|Y @ 40532018, 8 143299
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System and Mission Toolbars

o B 8 @ &

PAOPAS

" Quick access toolbar only — buttons only

Create Viewpoint
Recrder ltems...

Reset toolbar

Toolbars >

www.bssim.com

A A A

Left Toolbar
Right Toolbar

Left Mission Toolbar

Right Mission Toolbar I 5

\
\
\

|

_—FAT150° to 170°
\ |
) I'.
\ P R:8.09 nm MB: 168°M / 2987 mils

2026

= |eft and right system toolbars — for all missions

Left and right mission toolbars — save with mission

Forms

Viewpoints

Scripts

Groups & Aggregates

IP-E

CF1

-

CF2

T4 e 8w (8 (8w

=

I

@ «q

L



Map/Shape Editor

2025
= Shape tool on main map

= ACO export from tool

Shapes Align Data ACO
Ra+I DR aICE
User Shapes v B

Q - v o —
PO il

[ & (Whats The) Point

¥ Tom's Gicle

& omit

Quick File  Mission Builder  Mission Controls  Entity Controls  Scripting  Avionics Displays ~ Combat Displays ~ Analysis | View

™ e . Map Brightness: Map Text Size
2 @ lg' & @ @ e @ a- n P A' I
= = latform

P MapTint v Pl Icon Size
® QE- ® @8- M S
ssion Vi

In-Mis: = Entity View

Barcelona

[({(J
Jo)

¢ v® OO
v
Sotid v~
v
WARHAWK
areL v
Avgust 2026
= s
August 2026
2 4
12300
Rai >
ORRTE v
ADVRTE v
=]
B
>
0
Ni +
.

2026
= Separate window with Map — show entities or not

= All shapes consolidated and saveable with
mission — including ACO

= Make groups and categories to organise
= Point edit and import from csv/text

= Copy shapes and groups

= |mport/Export including ACO

= Live update in ARMOR



Platform Vector Controls

2025 pAPAS
= | MB Click on vector to start LMB to set vector direction = CTRL LMB to move like platforms / waypoints etc
* RMB to Return to Route (intent) = RMB on End of Vector -B to
=  Return to route
= Attack
= Move to target
= | oiter
= Rally
. Return to Route = Formation
Rally =  Attach %
u Lofter » Road Routing
3 _— Formation >
A-10C_1 (A-10C) Attach »
260 kts, 326°T /323° M Random Destination Return to Route
10000 ft MSL / 9813 ft AGL po
2 32 TN: 10000 (SADL) Move to Target 2 e
=-Max Engage Fange: 15 nm Attack Target { 11 Cormation S N
Road route from here... B | Atfach E Selected entities join this formation — next click on an entity picks the leader
. Random Destination Abreast Lett
\ Move to Target Abreast Right
v '1 Attack Target Trail
B3l www.bssim.com / Road route from here... Trail-Route 8

: Swarm



Extended Platform Context Menu

2025

= Context Menu (not many entity control

actions available)
= Script Templates
= Commands

= Create Aggregate

= Weapons & Equipment

= EW Devices etc

BSI”

www.bssim.com

6

=
®

b

o @

A-10C_1 (A-10C)

260 kts, 270° T [ 267° M
10000 ft MSL / 10000 ft AGL
72 TN: 10007 (SADL)

Properties

Status

Delete Selected Entity
Add Waypaint(s)

Copy Location

Zoom Here

Weapons and Equipment
EW Devices

Tactical Data Link (TDL)
Actions

Commands

Weapons Posture
Reaction Posture
Proximity

Selected

Formation

Joint Fires
Cursor-on-Target

Mission Rehearsal Tool

Attacker
Observer

NN ONS NSNS NSNS N NS

Target

>
>
>

2026

= Entity controls available from context menu
= Weapon Posture — as per entity controls
®  Reaction Posture — as per entity controls
= \ Formation — open formation manager

= Joint Fires — assign target / observer / attacker to any form

Ed Properties
@ status
. Delete Selected Entity
Add Waypoint(s)
Copy Location
Zoom Here B Fropert
TO| es
"= Weapons and Equipment o
@ ©wDevices * Delete Selected Entity
walizre > Add Waypoint(s)
‘Commands > Copy Location
‘Weapons Posture > 7 Hold 5 Zoom Here -
Reaction Posture > Tight " Weapons and Equipment
- € EW Devices
Proximity > Free
Actions >
Selected > Suppression com 5 >
N miand.
]
| Weapons Posture >
O 9line Reaction Pasture 7 v Ao
SR Prosimty > unavey
oo o s 1 s ol SEEEEE > Take Cover
Mutti DPI (0 of 4) ot > Fight Back
lul ol
Jpint Fi i
Mew 9-Line (slot 5) ©  loint Fires k > Do Nothing
. Run Script
O s5line Mission Rehearsal Tool g

5-Line needs a gunship or rotary-wing platform - use the window’s asset picker
f
/



Graphical Attack Plan/Preview [GAP)

= Nothing until executing form-based attack

2026 — Mind the Gap!
= Graphical representation of key elements of attack on map
@m = All can be dragged-and-dropped to change parameters
1\5 » Observer position
\1 = Target position
g F“\?—lﬁ".ftf’m’" S = |P/BP/Egress point
18 = Attacking assets

Attack direction FAH arcs — GTL — OTL
Laser Arcs

Sqd Ld

www.bssim.com &

ortars

EGRESS 225°
ALT: 20000 ft

OTL R: 1.73 nm MB: 155°M [ 2762 mils

GTL R: 1.51 nm MB: 201°M/ 3576 mil

10



Groups on The Map

2025 2026

= Move Group = Move and Rotate via Group Anchor &

= CTRL LMB anywhere on map that was empty to drag and move

Assign as Group in Group manager
= Rotate Group

= Through mission builder tab

Assign as Aggregate

Assign formations
» Formation — individually through each platform's properties 9

= Assign weapons & reaction postures

e .

FEd Properties

@ Status
Create Aggregate
Export as Group Template...
Formation

[ —
—_

VWeapons Posture

Mt N NS

BSI”

www.bssim.com Reaction Posture



Groups Manager

2025

= Assign with CTRL+0to 9

= Recall with ALT+0to 9

= No edits or visibility of what was in each group

~ Groups
8 | Group 0

1 Group 1

\ 2| Group 2

.| 3| Group 3
!
\ / 4| Group 4
—_..

5 | Group 5
6 | Group &
? | Group 7
8 | Group 8

9| Group 9

— O
k ® @ +
1
® APC_10 (APC)
® APC_11 (APC)

B Tank_12 (Genenc Tank)

Reform on leader

Create aggregate from group
Arrange...

Formatior

Set from aggregate

Export as template...
Delete members...

Clear slot

3 live - 0 K1A - 0 removeddrop = add - Shift+drop = replace

2026

= Group manager

CTRL+ O to 9 still works AND opens group manager
ALT + O to 9 still recalls these Quick Groups

‘n’ number of additional (non-quick) groups

Drag and drop in and out from map / between groups
Assign group from selected platforms on map

Assign aggregate from group

Assign formation to group

Export Group Template

Select and zoom to group

> Formation Manager >

>

12



Group Template Edit

2025 2026

= Export Group Templates = Editable - Right mouse click on group in mission builder

= No Template Post Export Edit — just overwrite » Update: Reposition / Reclassify / Different Icons

' Edit Group Template = O * IADS Launcher f TEL 3 W
| Group Template 3 members % %
Name ZwGeneric Fightar Er Default o e - - .
T Add to Favorites
Role Fighter e Platform loadouts Always use latest platform v
Em __ 1 W
[ Member-specific loadouts in this template will be ignored when entities are created. ] Edit Termplate...
lcon “ \img\GroupTemplatelcons\Tabler\w1\filled\plane-tiltpng Browse lcons... Select File Clear Duplicate Template...
I Delete Template...
| Positions [rag a member to mowve it relative to the centre; right-dick for remove / duplicate. L Mﬂnagf_‘ Tﬂ'nl]l t
Gri Copy Name ¥ v
A3
=t Generic Figrter ; i \F"
Jxzenernic G-Fighter Generic
Fighter Pair Fighte..

i 11536 ft
12157 ft

tg Generic Fighter

2500 ft
Generic Fighter

13

Layout... Select a member on the canvas to edit its label, count and altitude. Cancel Update



Popout Entity Control Form Improved

2025

= Basic platform control Hdg/Alt/Spd

BSI”

Coordinate actions — attack, slew camera, centre, loiter

Release weapons, Next WP

PRF

Manoeuvres

www.bssim.com

R Entity Control - NASTY-01 - X

MANEUVER [ S

Energy Sustain Max Perfferm  Allow Alt Drop

i, —T,
~TY A T
e - - 18k
~ b L = 188 \ S
o, e15° - sokt ] . seeft
L M0 HDG J 0 ETS  45g o0 AGL y
&l [] A BEkt " ’@ Al
Ly 158 >y a 159 a 19888
£ *
T B
Alt ()
Hdg {deg} KTS
(@ ) Feet (0@ AcL
M .
— Q 7 R - -
WEAPONS & EW COORDINATE ACTION
&6-0-
n B Clear  loiter  Antack |ﬁ

PRE1| 1 | 1| 1 || Se R I

PAOPAS
= All that +

Maneuver State

Weapon Posture

Reaction Posture

Open sensor control

Assign Target

Open Weapons & Equipment

Change Energy State

(Optional) Basic instruments with Hdg/Alt/Speed control

14



Multiple Status Windows

2025 2026

= Just status from active platform in = Multiple status windows — enables better monitoring of scenario

platform properties = E.g.threat system engagement vs aircraft targeting ground target —

who is in WEZ / being jammed etc

Status - SAM_7 -

SAM_T: 1 x Generic SAM
Health: 100%
DIS Type 1,1,0, 28,1, 0.0
DIS ID: Site: 1, Appc 100, Entity: 1014
CIG| Type: 15003
CIGH 1Dz 1021

Location: 40 11.79540", & 20.16398"

Kinematic State:
Spesd: 0 mph
Al 566 fM5L 7 0 FrAGL
Heading: 000.0 (true) / 356.7 (mag)

Target: NASTY-01 (Generic Attack Helo)
Bearing {degl 204.4 (true) / 201.1 {mag)
Range: 43 (nm) / 73273 (m]

Weapon Status:

Generic Surface to Air Missile [Left Launcher):

Commands: MACE Generic Platform Engagement
State: Executing
Priority Targets:
MNASTY-01
Az [True): 204° El:-D01* Rng {rem): 4
Ve (its): 074 TA-1T2°R ATA: 155°L
Trk Confidence: 39% (s,/n 40.1 dB) Trk Pricrity: 63.7
Primary Trk Source: Generic SAM.TTR

Genesic fir In Gound Misile

L

NY-01

Status - NASTY-01 — a *

NASTY-01: 1 x Generic Attack Helo
Health: 100%
DIS Types 1,2,0, 20,3, 0,0
DIS ID: Site: 1, App: 100, Entity: 1036
CIGI Type: 14791
CIGI ID- 1038

Location: 40 791675, & 26.8620T

Kinematic State:
Speed: 75 kis
Indicated Airspeed: 75 kts
Al 100 FEMSL / 100 frAGL
Heading: 017.3 {true) 7 014.1 (mag)

Next Waypoint: (not in intent)
Target: APC_1 [Generic ARC)
Bearing (deg) 017.4 (true) / 0142 (mag)
Range: 3.2 (nm) / 5988.3 (m)
Time to Target: 00:02:35
Target Amival Time: 120332

Weapon Status:
Generic Air to Ground Missile (R4): Waiting salvo interval: 7 =
Generic HE Rocket (R4 Outside riax] WEL

Generic Trainable (gun): Exceeded maximum range.
Commands: MACE Generic Platform Engagement
State: Executing
Target Tracks: None
Equipment:
1 x Generic Radio @ 435MHz
1 x Generic Air to Ground Missile
1 x Generic Air to Ground Missile
19 x Generic HE Rocket
750 x Generic Trainable

30 x Generic Flare

e P mert - Ela e

15



Data Entry — Orag and DOrop

2025 2026

= No Drag and Drop — copy paste only = Most data entry fields — LMB on map object/location drag into data field
and/or select from map = OR Drag and drop to bin

) . - - . : B
/ V - -Line (Close Air Support) (m] #
% Line Instances 4/16 wee I 2 2 Observer | Select observer ~ |k aniwdes | MSL | AGL D ] a
-

i
/ [ i "=
// dq‘ - 9-Line Brief lines 1-9 Clear brief
\\_ / . | >4 |2 9-Line #2 Idle 1-1p /8P 360 ~ Ingress altitude (ft) 10000 -64 1 {AH-E4}
== & > Okts, 57° T f42° M
ﬁ e * Keyhole = 1645 ft MSL / 1100 ft AGL
3 Off Pit Las Idie
5 2- Heading Offset Left 2 Max Engage Range: © nm
=) - Distance .
w 4 Multi DPI e Ao e — °
n Calc elevation Calc elevation 5 - Target description
b < & - Target location Calisign cgMGR + v Populate to assats Populate to assets
f 5 7- Mark 3'%::_'.:'"":::'7:: o Laser code 111
L / - | Entities (4 total)
™ ) 9-Egress 1 m SAT1CP_11(1 100 1009) ¢
AT 5 W SATILL 10 (1 100 1008) al
St m % SATTTEL 9 (1100 1007) primary

Approach & Delivery -
o O Q_8 (1 100 1006)
Final leg (Level/Loft)
‘Guns strafe distance (m)
# Bombs / rockets

Release interval (s)

Asset spacing (MM:SS)

16

Asset spacing [5)

A ] —

& Add From Map  Remove Selected  Remove All




Road Routing

= New regional & local road routing algorithms

= Attach to road — by Segment
= Pathfinding & CTRL+RMB = Create routes and allocate to multiple platforms or groups

Available from platform vector context menu inc. quick routing

Pathfinding & CTRL+RMB still available

Make routes to be applied later with map routing tool Q

* Assign Route — Route EB91

| Assign Route — Route EB91 Reverse route /I Waypoints

3.8km /2.0 NM - =4 min - 3 road changes - 80 road vertices - | [ o— v
A—road 5m-B—road 2 m
via Strada Provinciale 42 dei Due Mari (®) Every road vertex simplify tolerance (m) |- C]
P O Road changes anly
[ I Targets
Smooth result O
& [ sy v
Drop entities here — crop = add - Shift+drop = replace (®) Road speed per leg €ap at ach entity's max spesd (]
Speed source o Entity's current.
Fixed kis
W 1723 172 o
R oty
Altitude v

@ Keep entity’s current
Q Fixed it AGL

Apply v
®) Replace all Road Segmentinbetween [
Existing route O append
o Prepend
Lane offset (1) m— [:] Road Anchor first/last [ ]
arrival
15 On Road . zu:nuh*ld .

o () ceporen Wil crste 60 waypeis o s of 1 ey nt waypint s [ r—



Complex Formations

L4

2025

= Formation from platform properties

= Advanced formation edit form

43

£
4]
43

Formation Manager: F-16C)_3

Mode: Station Plan (] Follow map seizction

Formation 6 members -0 lagging -0 station conficts - 0 externals unconfirmed

ST S
5 14
i%

i
13
s

a>

6 members - 0 lagging - O station conflicts - 0 externals unconfirmed

2026

= Still available in properties — also Vector Context Menu

= Formation editor + force platforms to snap to position

= Apply to groups/selections/aggregates

- (m)
Tighten / Loosen... ~ Miror  Move to Stations... Snapshot+ [
| AddEntiies ([ 0of6s hown -5 filters

B vem|se

¥ Kind A v

" Groups

Group 0
Group 1
Group 2
Group 3
Group 4
Group 5
Group 6
Group 7
Group 8

Group 9

¥ within 10 NM  +Fiters+ | o
------

Add as | Chain tail ~ | ype | T ~
reparemiype Kepawment W
[ Auso-deconflicc Add selected

Station nothing select=d
Select one member to edit ts station.

Deconfiict.. | ReformAll  Break Formation...

= (=] X
[XIEOMN O | o
Reform on leader
& Group1 Create aggregate from group
& 7-72.1 (T-72) Aatoes
8 T-72.2 (T-72) Formation D FormationMansger > 1721
B T-72_3 (T-72) Set from aggregate
B T-72.4(T-72) Export as template...
8 7-72.5 (T-72) Delete members...
® T-72.6 (T-72)
Clear slot
" Aggregate Settings
6 live| —
Aggregates |Tme‘ 1 Group 1 | Local —editable )
+ Create New Aggregate ) )
General changes apply immediately
MName Group 1
® Group 1 (1,100,65001) @ entitie  ~
Form Up > Unknown
Formation -
> Formation Manager > T-72.1




Scripting Ul

2025
= Top down

= Not searchable

MACE Script Editor

Buttonized visibility = Show All

2026

= Lefttoright

= Searchable for all functions

= Drag and drop platforms into scripts

= Drag and drop scripts onto tool bars

BHBOAED B8 &

# Name
12 01 Delay APC Advance (Manually Triggered)

3 02 Delay APC Advance (Time Triggered)

14 03 Delay APC Advance (Time AND Wp Triggered)

15 04 LIFTER-99 Takeoff and Go On Route

16 05 DEATH-21 Enter Formation (Delay Trigger in Actions)

17 06 DEATH-22 - Random Chance Malfunction Divert to Ship
18 07 Ground Traops Disengage go to LZ

19 08 Smoke on LZ when at pickup and Helo in range
20 09 Embark and Leave

21 10— Reform and Escort

v SELECTED SCRIPT
Index 14 Name
T Platform D v o Number
Triggers Running Last executed String
| Enabled | Stopped
| Enabled | Stopped TRIGGER
=
| Enabled | Stopped T
| Enabled | Stopped
Condition
| Enabled | Stopped
Mission Elapsed Time: 0 hours 0 minutes 5 seconds. (Persist)
| Enabled | Stopped .
32 Waypoint amival APC_11 at waypoint 3. (Persist)
| Enabled | Stopped
| Enabled | Stopped
Enabled Stopped
l J ACTION
| Enabled | Stopped
T 3]
=] £
Action

Speed APC_11 to 0 Knots. (Wit for action to finish)

Delay: 0 hours 0 minutes 30 seconds (Wait for action to finish)

Speed APC_11 to 15 MPH. (Wait for action to finish.)

ON COMPLETION

03 Delal

Add Trigger

All  Scripting Time | Enmtity Input

Entity

Waypoint Arrival
Fires when a platform reaches a waypoint, by index or by
name.

Enroute To Waypoint
Checks a platform's route progress toward a waypoint rather

a
Waypoint Arrival
Fires when a platform reaches a waypoint, by index or by
name.
Platform Filter.. —+- v
Last Waypoint @ )
Match By Waypoint Index o
Waypoint Index 1

than its arri Add Action

Search

O R @ anp [ ] Checkonee All  Scripting | Mission MNavigation Behavior

Status.
Not Met

Not Met

Status.
Waiting
Waiting

Waiting

Stop + disable triggers

Appearance  Equipment Radio/TDL  Environment

Mission

Detonate Munition
Detonates a munition on the assigned entities and/or a
target location.

Create Platform/Cultural
Spawns a new platform, cultural, or group object at a
location.

Detonate Munition

Detonates a munition on the assigned entities and/or a target

location.

+v 9

Assign To

Munition

Target Callsign, coordinate, or pick on

map

19




Imaging Coverage Tool

= Composite line of sight plot for
sensors — for ISTAR planning:
» What will | see on this route? e —r
" Fixed FOV — Azimuth & Elevation 0 ws
= Based on sensor I

(orawiNG - E0 camera ) |@

| Pointing . Draw imaging sensor route coverage

S 30 3
= Route Eval
m M Horizontal FOV (deg) 600 - Vertical FOV (deg) 600 -
rsyntnhetic sweep > oot
~/ Range Plot | Max Range (nm)
@ MARCAutoRoute A 20 -
u Imaging Coverage [ ]
| covera Refresh
Render Dwell Heat ~ LOS provider MACE Terrain v
Route Increments (m) 500 Coverage Detai ndard (250 m) e
Start waypoint 2 End waypoint [}
LOS Pracision* (m) 500 - Show surface bounds D
Completed in 31.5 sec | ~4,895,559 checks Cancel
Debug info W

BSI”

www.bssim.com




o
Mission Planning Analysis and Rehearsal [MPAR]

RAPID FIRES INTEGRATION IN CONGESTED AIRSPACE

" 'BATTLESPACE SIMULATIONS

T\ 'I Don't settle for only part of the battlespace

m
)
m=
q-
v
nQ

v
=
oM
S
—
mM
=3

w s confisceion

STN: 10742%


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

Mission Planning Analysis and Rehearsal [MPAR]

UAS PLANNING — MAINTAIN LINK — MINIMISE EXPOSURE — AUTONOMY HANDOVER - ISTAR COVERAGE

‘BATTLESPACE SIMULATIONS

4' - Don't settle for only part of the battlespace

Mission-Enabling Solution

Survivable UAS
Mission Planning
in
Contested

--=vnnmnr|ts


https://youtu.be/wjgBSvwSQkE?si=KrSW3MkmLDWl_C0z

And Much Maore

g 9-Line
Mission must be playing to see beams. 9-Line #1
= |mproved filtering on beam view and emission overlays P—— o
9-Line #4
= Joint Fires — From context menu (Observer, Attacker, Target) "D == New -Le ot
SETD 9 5-Line
* Form Based Attacks — Auto TOT/TTT Next minute - e S

New 5-Line (slot 3)

= Bullseye Overlay

K
»
»
» | Acquisition-Track
»
»
K

B Target Tracking @® call ForFire
' Missile Guidance CFF#
= Save-Play, Stop-Reload S e
o [ o - . — | Attacker > CFF #4
u WI n d OW Layo Ut M a n a g e r BBBBBBB St Ohsanr > New Call For Fire (slot 5)
Nr::‘:ur:isye ::clI:::;.:,.hm~ " v‘ ok cramtes ane and § Target > N
= MACE-EW: 4 to 16 9-Lines / 5 Lines / Call for Fire and form naming
= Aggregate: Auto Classification v
= Context Based Search — Ul, Settings, Properties, Scripts (S L
Bebrief s......l.;..u, .
Saved for a different monitor setup -} ';":':':":” 9".'
tild X i - | == . s
BSI/ Top hit \ = =
www.bssim.com - : Tile Downloader Local Stop Local Play
Eventlog (1} || Messages (1) || Missionlog (1) 0] U] 5:} Download imagery tiles from .. ‘ - 50.0 nm Stop and Reload Mission Sre and Play Mission




Under The Hood: Improved faster than Realtime processing

= Different execution sequences for Realtime and Faster-than-Realtime (1x clock multiplier and faster)

= Each phase completes before the next phase starts. Parallel work can remain inside a phase

Quick File Mission Builder Quick File Mission Builder
- 0- =m- - 0~ m-
Realtime -
Concern MACE 2025 MACE 2026
Motion domains Domains run in a defined sequence.
Entity work Applicable phases can use parallel work.
Completion Each phase completes before the next.

Mission clock Separate wall-time path. Advances after processing and cleanup.

Time step Load could increase the wall-derived step. Each completed update uses a fixed step.

@ Overload Larger steps could preserve apparent speed. Fixed steps remain and achieved speed falls.




Under The Hood: Improved faster than Realtime processing

= A selected playback rate is a request. The complete workload determines achieved speed

Workload limits

simulated time - Large mission entity counts

elapsed - Equipment and signal processing

Clock Multiplier =
wall time elapsed « Collision processing

« Long synchronous plug-in callbacks
A result of 8 means eight simulated seconds per

wall second « Network or device waits

« External systems that cannot accelerate

- If you want to run faster, refer to performance
optimization section of the MACE User’s Manual

BSI”
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Under The Hood: Improved faster than Realtime processing

Determinism is a measured property of repeated results. It is not a
selectable operating mode.

The new runtime improves Repeatability still depends
repeatability on inputs

. Il |
« Stable phase order Controlled external input

 Fixed random seeds

* Fixed simulation-time step « Stable plug-in processing order

Use the phrase “more deterministic scheduling.” Qualify every replay claim with test evidence.



Roadmap

" BLADE: Release

* MRT: Survivable UAS Planning Tab

» SGE: Over the horizon radar modelling

» SGE: Over the horizon GOLD — C2 protocol

* MRT: Speedup

* Native HLA: RPR2, NETN

» Merlin: Content creation (Platforms & Equipment)

= ATO Export: Improvements

27



"BATTLESPACE SIMULATIONS

Don't settle for only part of the battlespace

)@_I

For help contact: support@bssim.com
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