
 

 

Introduction 

LipSync consists of two main parts. A component that goes on your 

characters and controls both the playing of lipsynced audio and the 

setting up of phoneme and emotion shapes, and an editor for easily 

timing phonemes and emotions to audio. 

This release is a beta version. It contains a fully working component and 

editor and is usable in productions, though we plan on adding many more 

features before the full release! 

See the Unity Community forum thread for a full list of features we plan 

to add later. 

 

Prerequisites 

To use the tool, you will need to have dialogue recorded and imported 

into Unity, and your character(s) with at least one SkinnedMeshRenderer 

that either has blendshapes included, or is rigged with bones. These can 

be created in many different modelling applications. 

The system is designed to allow custom combinations of blendshapes or 

bone transforms to be set up for each phoneme or emotion. This makes it 

compatible with models exported from Mixamo Fuse, where there are 

many blendshapes for e.g. Mouth Open, Jaw Down, Mouth Narrow Left, 

etc. 

You can use a model with a single blendshape already set up for each 

phoneme, many blendshapes for different aspects of facial animation, or 

a complex facial rig – it’s up to you! 

 

Quick Start  (0.4) 



 

 

Getting Started 

First, to make it easiest to work with, your character should exist in the 

scene, not just as a prefab. This will allow you to see a preview of your 

blendshapes as you set them up. 

Either add the LipSync component to your character from the component 

menu or drag LipSync.cs onto your character from the 

LipSync/Components folder in the project panel. Then, select your main 

body mesh in the Main Skinned Mesh Renderer box. 

 
The component editor after selecting a mesh. 

You can add additional meshes under Extra Skinned Mesh Renderers. 

These must share the same blendshapes or bones as the main mesh. 

 



 

 

If you click on a phoneme name in this editor, it will expand, revealing any 

blendshapes or bones you have already added to it, the controls for each 

blendshape/bone and buttons allowing you to add blendshapes or bones 

to this phoneme. 

 

 
Expanding a phoneme. 

 

After adding some blendshapes. 

 

You can change the assigned blendshapes by clicking on the blendshape 

name and choosing a new one from the dropdown, or choose a new bone 

using the object picker. 

If you’re using a Mixamo Fuse model, you can use one of the built-in 

presets to quickly set up blendshapes. 



 

 

As you add/change blendshapes or bones and their weights or 

translations respectively, you will notice the character updates in the 

scene view to show you what your pose looks like. 

Add blendshapes and adjust the weight of each using the sliders, or add 

bones, and adjust the position and rotation boxes until you have your 

desired facial pose for that phoneme. Repeat this for each phoneme in 

the set. 

 

The other tab in this editor is for Emotion shapes. 

 

 
The emotions editor with an emotion expanded. 

 

This tab functions the same as for phonemes, but with an “Edit Emotions” 

button at the bottom. Clicking this button will show the Project Settings, 

where emotions can be added, edited or removed. 

 

 

 

 



 

 

 

 
 

 

The LipSync component also contains six animation settings at the 

bottom of the editor: 

 Blend Time – The number of seconds the mesh will (ideally) take to 

blend into and out of phonemes. 

 Rest Time – The minimum delay in seconds between phonemes for 

a rest to be inserted. 

 Pre-Rest Hold Time – The time in seconds a phoneme will be held 

for before blending back to neutral when a rest is inserted.  

 Clamp Blend Time – Whether or not to clamp the actual blend time 

to the time before the next phoneme. If this is checked, then 

phonemes will blend faster than the set Blend Time if there isn’t 

enough time before the next marker. This ensures more precise 

animation. 

 Blend Mode – The interpolation method used for blending between 

emotions. Linear blends at a constant speed, the others speed up or 

slow down at the start at the start or end. 

 Play On Awake – When set to true, will make the LipSync 

component play an animation at the start of the scene, similar to 

the equivalent setting on an AudioSource. Reveals the following 

options when true: 

o Default Clip – The LipSyncData file to play. 

o Default Delay – The delay, in seconds, between the animation 

starting and the audio playing. 

 



 

 

Once you’ve set up all the phonemes, that character is set up to lipsync 

along to dialogue. You can save these settings as a preset to be applied to 

other characters by clicking the Presets button and choosing Save New 

Preset. References to bones won’t be automatically updated, so you will 

need to set these for each character. 

 

Syncing audio files 

To set up an audio file, open the LipSync Clip Editor by going into the 

Window menu in the top bar and selecting Rogo Digital/Configure LipSync 

Audio, using the keyboard shortcut Ctrl/Cmd+Alt+A, or just double 

clicking an existing LipSyncData file. If you have an AudioClip selected in 

the project panel, it will be opened automatically. 

 
The clip editor. 

You are given a preview of the waveform for the clip, a timeline for 

phonemes and emotions, play/pause controls and a min/max slider for 

zooming in on the clip. This is where you will define where the markers go 

in the audio. 

You can scrub through the clip by clicking and dragging over the 

waveform, and/or use the play/pause and stop controls to preview the 

clip. When you click on the waveform, the playhead moves to your mouse 

position, and you will hear a short snippet of the clip played. 



 

 

Clicking the settings icon on the toolbar will take you to the editor 

settings screen. Here you can change some preferences for editing 

phonemes and emotions. 

 
The Editor Settings screen. 

Emotion snapping makes lining up emotions with each other simpler by 

snapping them together when they get close. 

You can load an existing LipSyncData asset by clicking “Open File” under  

the file menu in the toolbar, double clicking the file, or selecting the file 

and either clicking Edit LipSync Data, or using the keyboard shortcut 

Ctrl/Cmd+Alt+A. When you have finished adding markers to a clip, you 

can save the data file by clicking “Save” or “Save As” in file menu. 

You can also export an XML file which the LipSync component can play, if 

you need to further process the data outside of Unity. 

Adding Phonemes 

Clicking the Add Phoneme button at the bottom of the editor will give you 

a popup list of the available phonemes. After selecting one, a marker will 

be added to the timeline at the playhead’s current position. Hovering 

over a marker will tell you what phoneme it represents and show you the  



 

 

exact location on the waveform it is timed to with a line. You can drag 

these markers along the timeline to reorder them. 

Right clicking on a marker brings up a context menu where you can delete 

the marker, or change the phoneme it represents. 

Next to the Add Phoneme button on the lower toolbar is the filters list. By 

default this will be set to “Everything”, showing all phonemes in the 

timeline. You can click this to bring up the list, and then select or deselect 

phonemes to show/hide markers of that type. 

On the other side of the lower toolbar is the zoom control. This allows 

you to zoom in on the clip and move around it, making it easier to edit 

more complex files. 

 
A completed clip setup with multiple phonemes added. 

Adding Emotions 

When on the Emotions tab of the editor, you will see a very similar UI to 

the Phonemes tab, with the exception of the filters list. Clicking Add 

Emotion on the lower toolbar will bring up a list of available emotions, 

and an option to bring up the Project Settings, where you can add, edit 

and delete emotions. When an emotion is selected, a new marker will be 

added to the timeline at the playhead’s current position. 

 



 

 

 

An emotion marker is more complex than a phoneme marker, as an 

emotion marker covers a span of time, and also represents how multiple 

emotions are blended between. 

 

 
An example emotion marker. 

 

The marker is made up of five components: 

The handles at the start and end of the marker are its start and end 

points. These behave like phoneme markers, and can be dragged along 

the timeline to stretch/shrink the emotion. 

The main body of the marker shows the duration of the emotion, and can 

be dragged to move the entire marker along the timeline. 

The curves at the start and end show the blend times, into and out of the 

emotion. 

To change the blend times of a single marker, hold the Ctrl key down, 

while clicking and dragging either the start or end handle towards the 

centre of the marker. You will see the handle highlight yellow instead of 

white when hovering, and the blending curve will resize to match where 

your cursor is on the timeline. 

Emotion markers can also be snapped together and blend from one 

straight into another, rather than back into neutral. Dragging either the  



 

 

start or end handle into another marker will merge them, and start 

resizing the relevant blend curve on the marker. You can blend the 

emotions in either direction, forward into the next, or backward into the 

previous. 

 
Two markers snapped together. ‘Serious’ is blended backward into ‘Happy’ 

 
The same two markers, this time with ‘Happy’ blended forward into ‘Serious’ 

As with phoneme markers, right clicking anywhere on an emotion marker 

will allow you to delete it, or change which emotion it represents. 

Auto Sync 

From Beta 0.3 onwards, the clip editor now has a new option on the 

toolbar, AutoSync. 

 
The clip editor’s toolbar 

AutoSync will analyse the AudioClip and automatically detect phonemes, 

then add them in the editor. You can then fine tune these markers 

manually, add emotion markers or simply save the clip and use it as is. In 

0.4 and up, you can also add a transcript for better results. 

NOTE: AutoSync uses Microsoft SAPI, so is currently only available on 

Windows. We are currently working on an AutoSync solution for OSX. 

 



 

Playing LipSync audio 

Once you have both a character set up and an AudioClip with a saved 

LipSync data file, you can now play the audio during your game with a 

single line of code: 

 C# 

GetComponent<LipSync>().Play(LipSyncData dataFile); 

//Or use an XML file 

GetComponent<LipSync>().Play(TextAsset xmlFile , AudioClip audio); 

//Or specify an optional audio delay 

GetComponent<LipSync>().Play(LipSyncData dataFile , float delay); 

GetComponent<LipSync>().Play(TextAsset xmlFile , AudioClip audio , float 

delay); 

 

The AudioClip is referenced in the LipSyncData file and will be played 

automatically in time with the mouth movements. A file can be played on 

any set-up character with no additional steps, making it easy for NPCs or 

different player classes to share lines of dialogue. 

 

Outro 

Thank you for purchasing our product! We will continue to add to and 

support LipSync in the future, so if you have any comments or 

suggestions, please feel free to leave them in the forum thread or send us 

an email. If you’re finding it useful, please leave us a review on the store. 

 (This guide applies only to beta 0.4 of LipSync, many features it describes 

are not available in previous versions. If you do not have the latest 

version of LipSync, go to the Asset Store and download the free update.) 



Forum Thread: Unity Forum 

Contact Email: contact@rogodigital.com 

Asset Store Page: Asset Store 

http://forum.unity3d.com/threads/beta-coming-soon-lipsync-a-flexible-lipsyncing-and-facial-animation-system.309324/
mailto:contact@rogodigital.com?subject=LipSync%20Support
https://www.assetstore.unity3d.com/en/#!/content/32117

