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ABSTRAK 

Undangan Pernikahan merupakan  sebuah  selebaran  yang  biasanya 

digunakan untuk mengajak orang menghadiri acara tertentu. Undangan Pernikahan 

sangat diperlukan dalam membuat  sebuah acara agar  orang  yang  akan  diundang 

bisa mengetahui acara yang akan diadakan calon pengantin. Agar kartu undangan 

bisa memberikan informasi secara menarik dan inovatif maka aplikasi dibuat 

memalui Teknologi IT yang sekarang sudah banyak dijumpai dan digunakan sehari- 

hari. Aplikasi ini di buat menggunakan teknologi Augmented Realiy  dan  

menggunakan metode MDLC  (Multimedia Development Life Cycle) sehingga 

penelitian dapat menampilkan object 3 dimensi, foto, video dan  lokasi  acara 

pasangan pengantin. 

 
Kata kunci: Kartu Undangan, Augmented Reality, MDLC 
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ABSTRACT 

Wedding Invitation is a leaflet that is usually used to invite people to attend 

certain events. Wedding invitations are very necessary in making an event so that 

people who will be invited to know the event to be held by the bride and groom.  So  

that invitation cards can provide information in an interesting and innovative way, 

applications are made through IT technology which is now widely  found  and used 

daily. This application is made using Augmented Realiy technology  and  uses  the 

MDLC (Multimedia Development Life Cycle) method so that research can display 3-

dimensional objects, photos, videos and the location of the wedding couple event. Key 

Words: Invitation Cards, Augmented Reality, MDLC 
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