
The logic function B AND NOT A.
Case I, A input only. (Banks pp. 63-64)
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The logic function:  B AND NOT A.
Case I, A input only.  6-cycle animation.
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Banks pp. 63-64.
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The logic function:  B AND NOT A.
Case I, A input only.  6-cycle animation.
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The logic function:  B AND NOT A.
Case I, A input only.  6-cycle animation.
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The logic function:  B AND NOT A.
Case I, A input only.  6-cycle animation.
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The logic function:  B AND NOT A.
Case I, A input only.  6-cycle animation.



Cycle 5

Rule 1.

00
1
1 1
0

1

1
10 11

0

Rule 2.

1
1

1
10 1

Rule 3.

1

111
11

1

111
1

111
11

1

111
1

11

1
1

11
1

1

1
0 0 0 0 0 0 0 0 0

0 0 0 0 0 0 0 1 1
1 1

1 11 1
0

0
0 0 0 0

0
0
0

0
0
0
0

0

11
1

1
1

1 1
1 1

11

11
1

1
1
1

0
0
0

111
11

1

111
1

111
11

1

111
1

11
1

1

1
0 0 0 0 0 0 0 0

0 0 0 0

1
11 1
11 1

1
1

01 0 0

0
0

0
0

0

0

0
0

11
1

1
1

11
1

0
0

11

A

B

0

output
wire

End.

The logic function:  B AND NOT A.
Case I, A input only.  6-cycle animation.


