VR SIMUOL AT ORI

VR SIMULATOR
SOLUTION FOR MOBILE ANTI-TANK GROUPS




VR SIMULATOR - MAXIMUM REALISM FOR
COMBAT READINESS

PRODUCT MISSION TARGET AUDIENCE
Enhance the training level of mobile groups for territory Mechanized brigades that regularly encounter enemy
defense. armored vehicles on the front lines.

PRODUCT DEVELOPED in collaboration with instructors
and veterans who have real combat experience using RPGs
on the front lines.

The VR simulator engages 3 out of 5 key sensory systems:
- Sight

 Hearing (sounds of explosions, gunfire, and vehicle movement)

 Touch (weapon weight, aiming, body position)

In real combat, there are no second chances.

VR offers the opportunity to go back, analyze, and learn.

It's like chess, where you can see the whole board before making the final
move.
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PROJECT OVERVIEW:

MODERN ADVANCES ON THE FRONT LINE ARE
ALMOST ALWAYS ACCOMPANIED BY THE USE
OF HEAVY MACHINERY.

- In field conditions, there are only a few seconds to
make a decision, aim, fire, and change position.

- A soldier’s effectiveness is a combination of
technique, intuition, and instant situational

assessment.

The simulator allows for practicing the entire anti-tank action
cycle in a safe, controlled environment.




KEY OBJECTIVES ADDRESSED BY THE PRODUCT

Training in Targeting and

reraet Tracking Tedhiisues Development of Accurate and Stable Aiming Fire in Dynamic Conditions

Training in Lead Shooting

Devel f Lead-Firi kill
Techndaues evelopment of Lead-Firing Skills

Improvement of Situation
Assessment Speed and Decision- Training in Rapid Combat Reactions and Tactical Thinking
Making

Automation of actions in critical situations through repeated practice with a realistic weapon

Development of Muscle Memory replica

Reduction of Training Costs VR training requires no live ammunition, field trips, or wear and tear on real weapons.




UNIQUE FEATURES IMPLEMENTED IN THE VR
SIMULATOR AND SOFTWARE

Settings | YKP

S .

Target settings
1. Selection of Vehicle Type and Armor

Soldiers study the weak and protected zones of different Targecpe: Nimbetisfargett

types of armored vehicles. _

Speed (km/h): Target movement type

2. Realistic Ballistics for Each Type of Ammunition
Factors such as initial velocity, penetrative capability, and
distance are taken into account. Interval: Armor
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UNIQUE FEATURES IMPLEMENTED IN THE VR
SIMULATOR AND SOFTWARE

Player position

3. Instructor-Defined Scenario Configuration
Quantity, speed, direction, and distance of enemy vehicles -

4. Selection of Firing Position
Trench, ruins, behind a building — visual adaptation to the terrain.

5. Simulation of Weather Conditions (including wind)
The impact on the projectile’s flight trajectory is taken into

account.



UNIQUE FEATURES IMPLEMENTED IN THE VR

SIMULATOR AND SOFTWARE

6. Working with Three Types of Sights
Combat aiming with calculation of vehicle movement and
distance.

7. Lead Shooting Point Highlighting (On/Off)
Especially useful during the initial stages of training.

8. Optical Target Zoom for Instructor and Soldier
Explanation of Weak Zones and Impact Points

Weapon type:

Apply

Ammunition Sight type:

llumination of the

mum.'nut{an o tae trajectory of the Trafectory graph Sight Line AR Ejfefo hepid
preemption zone: bullet: sight



UNIQUE FEATURES IMPLEMENTED IN THE VR
SIMULATOR AND SOFTWARE

9. Aiming Line (On/Off) 10. Projectile Flight Path (On/Off)
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VR SIMULATOR EQUIPMENT

TURNKEY SOLUTION FOR A COMPLETE
TRAINING PROCESS:

 System unit with NVIDIA RTX 3060 graphics card
- Keyboard, mouse, and Wi-Fi router

- Monitor

* RPG replica with realistic weight

* VR headset

- Full-size weapon replica

- Training methodology and documentation

- Software with update support
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"WINFE ASIS THE QUESTIONGS, AND A PERSGIN T VR SIMULATOR
ANSWERS NOT WITH WORDS - BUT WITH 14 DAYS OF TRAINING
ACTIONS." 15 MINUTES PER DAY

20 TRAINED SOLDIERS
20 KM2 OF PRESERVED TERRITORY

Virtual reality allows you to prepare your response before
the deadly dialogue begins.




KEY EFFECTIVENESS FACTORS OF THE SIMULATOR

Training with RPGs is expensive, time-
consuming, and risky.

But war needs to be fought today.
In VR — no ammunition, no field trips, no
ranges. Training — 15 minutes a day,

anywhere.

Fast. Affordable. Safe. Effective.

Young soldiers don't have time to react to
target movement.

But reflexes aren't talent — they are
training.

In VR, you go through hundreds of
simulations until it becomes automatic.

You don't have time to think — you act.

y

In real combat, there is no “turn back
and try again.”

But VR gives you the chancetodo it a
hundred times if needed.

You study your action pattern, refining it
to instinct.

In combat, you don't think — you repeat
what you already know.
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