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i i playfield code multiplexer, MGAO-MGA3 (motion
PED @ - graphics address) from the motion object circuitry,
NOTICE TO ALL PERSONS RECEIVING THIS DRAWING 256H and 256H from the sync generator. PICO-PIC5
CONFIDENTIAL: Mepraduation forkiddan without fha spe- T represent the code for the object to be displayed.
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Motion Object CIrCUItry (Vertical) . DR . the motion object color codes to be addressed. The
Motion Obiject Circuit Horizontal picture data ROM output D1-D8 on F7 and HIJ7 are
l ry Itiplexed by F8, H8, J8 and K8 and shifted
The Motion Object Circuitry (vertical) receives playfield data and vertical inputs from the multiplexed by F8, H8, J8 an and shifted out ser-
sync generator circuitry to generate the vertical component of the motion object video. PFD8- The motion object circuitry (horizontal) receives playfield data and horizontal inputs from ially at H9 and J9. This serial output is latched by F9
i - from the sync generator are compared at F6 and H6. ircui ! i i i | as AREAO and AREA1 to the motion object horizon-
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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 tal circultry and the video output circuit.
latched by E6 to AND gate B7. A low on B7 pin 8 indicates the presence of a motion object on color of the motion object. PFD16-PFD23 are latched by L7 and loaded into the horizontal posi-
one of the vertical lines during non-active video time. This signal (MATCH) enables the multi- tion counters A5 and B5 by a low on pin 9. The horizontal position counters then address video
® plexers in the picture data circuitry. RAMSs A6 and B6. These RAMs are loaded with the video data for the particular motion object
- . from shift registers H9 and J9 (which were loaded from the graphics ROM). The output for
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-MGABQ). The other
input to EXCLUSIVE OR gate E7 is PIC7 from the playfield code multiplexer circuitry. PIC7 e
when high causes the output of E7 to be complimented. For example, if MGAO-MGAS are low,
. PIC7 causes MGAO-MGAS3 to go high. This causes the motion object video to be inverted top 4H :
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