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ABSTRACT

one of the most difficult thing for beginner animators is timing. In animations, timing can help to make
character animatedly and have function that delivers the character’s feeling. However, it is impossible to
formulate this timing, since timing for certain time and situation can only express the character’s environment,
so it is important to make you own timing. the timing has special relationship with animation sounds. This sound
decides the animation’s mood. Even only accurate cord and music can make dramatic mood for animations. One
of the technique is mickey mousing which synchronizes movement and music together. This these will explain
about the animation sound using mickey mousing technique to get for animation timing and character movement
followed by sound rhythm and tempos with examples ‘Tom and Jerry’ and ‘Nightmare of christmas’.
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