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MOTTO 

 

No one created you. No one wished for you. And no one asked for you. Purely of 

your own will, you went from beasts to walking on two legs. Attaining knowledge 

and becoming what you are today, a Human race.  

-Tet from No Game No Life- 

 

Because of our weakness, we trained our eyes, ears and the ability to think. Learning 

how to survive, that's our trait as humans! We don't have any extraordinary senses. 

But because we are weak, by learning and gaining experience, we gained the 

wisdom to achieve the unachievable. Rejoice! We are humans, we are the most 

talented people! Precisely because we were born without any ability, we can achieve 

anything. This is the will of the weakest race! 

-Sora from No Game No Life- 

 

寢るがうちに  When in sleep 

見るをのみやは  Is only what we see then 

夢といはむ   To be called a dream? 

はかなき世をも  This fleeting world, too, 

現とは見ず   I cannot see as reality. 

-Mibu no Tadamine from Kokin Wakashu (Collection of Japanese Poems of Ancient 

and Modern Times ) – 
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INTISARI 

Saat ini dunia animasi telah mengalami perkembangan yang sangat pesat dari 

animasi 2D maupun 3D. Berbagai macam studio animasi saling berlomba untuk 

membuat animasi yang lebih menarik dan terus mengembangkan kualitas animasi 

dan grafis animasi mereka. Dengan adanya kemajuan teknik animasi saat ini para 

peminat animasi dapat menikmati berbagai video animasi dengan grafis yang lebih 

berkualitas dan lebih nyata sehingga memberikan kepuasaan bagi penikmat video 

animasi.  

“Kyoukiranbu” merupakan video animasi berbasis 3D Animation yang 

dibuat menggunakan software MMD (MikuMikuDance), software ini merupakan 

jenis software freeware yang dikembangkan oleh Higuchi Yu [HiguchiM] untuk 

produksi video yang menampilkan maskot VOCALOID. Ini adalah bagian dari 

VOCALOID Promotion Video Project (VPVP), awalnya program ini hanya 

menampilkan Hatsune Miku, tetapi setelah dikembangkan, software ini dapat 

mendukung model 3D apapun yang menggunakan format .PMD atau .PMX. 

Pembuatan Video Animasi 3D “Kyoukiranbu” ini menggunakan beberapa 

software seperti MMD (MikuMikuDance) untuk proses editing dan pembuatan 

video, PMX Editor dan Blender untuk mengedit 3D aset, karakter, tempat dan 

aksesoris, MME (MikuMikuEffect) untuk penggunaan effect, dan beberapa software 

Adobe sebagai tambahan nya. 
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ABSTRACT 

Currently the world of animation has experienced rapid development of 2D 

and 3D animation. Various animation studios compete with each other to create 

more interesting animations and continue to develop the quality of their animation 

and animation graphics. With the advancement of animation techniques nowadays, 

animation enthusiasts can enjoy various animated videos with higher quality and 

more real graphics so as to provide satisfaction for animation video lovers. 

“Kyoukiranbu” is an animated video based on 3D Animation created using 

MMD (MikuMikuDance) software, this software is a type of freeware software 

developed by Higuchi Yu [HiguchiM] for video production featuring the 

VOCALOID mascot. This is part of the VOCALOID Promotion Video Project 

(VPVP), initially it only featured Hatsune Miku, but once developed it can support 

any 3D model that use .PMD or .PMX format. 

Making this "Kyoukiranbu" 3D Animated Video uses several software such 

as MMD (MikuMikuDance) for the video editing and creation process, PMX Editor 

and Blender for editing 3D assets, characters, stages and accessories, MME 

(MikuMikuEffect) for the use of effects, and some Adobe software as an addition 
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