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ABSTRACT

This paper present a method of constructing the multimedia processor architecture. The proposed multimedia
processor architecture be able to handle each text, sound, and video in one chip. Also it have interactive
function that is a characteristics of multimedia. Specially, the proposed multimedia processor be able to
addressing nodes in memory map without software, and it is completely reconfigurable depend on data. Also it
as able to process time and space common that have synchronous/asynchronous and it is able to protect
continuous and dynamic media bus collision, and local and overall common memory structure. The proposed
multimedia processor architecture apply to virtual reality and mixed reality.
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