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ABSTRACT

In this paper, we design and implements editor for education multimedia content authoring based on
avatar that use LipSynchro software development kit(SDK). This system automatically generate a movement
of Avatar interworking with motion generation engine and phonetic tuning engine. thus, it is able to more
excellent educational contents that combine educational multimedia contents authoring tool
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Fig. 1 A Block Diagram of Education Multimedia Content Mastication System based on AVATAR
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