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The output is gated by A7 when a motion object is on one of the sixteen vertical lines and is position of the motion object. PFD24-PFD29 from the playfield memory determine the indirect '
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When 256H on pin 1 of D7 goes high, 1V, 2V, 4V and PICO are selected. When 256H goes low, RAMs A6 and B6 is then sent to the color PROM circuitry as MRO and MR1.
the latched output of E6 is selected. The output of D7 is EXCLUSIVE OR gated at E7 and is
sent to the picture data selector circuitry as motion graphic address (MGAO-MGAB3). The other
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