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ABSTRAK 

 

Permasalahan sampah skincare menjadi salah satu faktor penyebab tingginya pencemaran 

lingkungan yang darurat penanganannya di Indonesia. Hal ini disebabkan karena adanya tren 

skincare yang berasal dari beauty influencer, K-Pop dan K-Drama yang diikuti oleh berbagai 

pengguna skincare. Padahal wadah skincare kebanyakan terbuat dari material yang tidak dapat 

didaur ulang seperti plastik dapat menyebabkan pencemaran lingkungan. Apabila penggunaan 

skincare tidak diimbangi dengan pengolahannya maka akan berdampak buruk terhadap 

lingkungan. Maka Dari itu, diperlukannya 3 metode dalam pengolahan sampah skincare yaitu 

recycle, reuse, dan reduce. Dengan adanya metode- metode tersebut diharapkan pengguna 

skincare, yang mayoritas adalah remaha perempuan, dapat mengurangi pencemaran lingkungan 

dengan mengolah sampah skincare secara benar tanpa adanya paksaan. 

Kata kunci : sampah skincare,  pencemaran lingkungan, plastik, remaja perempuan, 

metode 3R, motion graphic  

 

ABSTRACT 

 

The problem of skincare waste is one of the factors causing the high level of 

environmental pollution which is urgently handled in Indonesia. This is because there are 

skincare trends originating from beauty influencers, K-Pop and K-Drama which are followed 

by various skincare users. Even though most skincare containers are made of non-recyclable 

materials, such as plastic, they can cause environmental pollution. If the use of skincare is not 

balanced with its processing, it will have a negative impact on the environment. Therefore, 3 

methods are needed in processing skincare waste, namely recycle, reuse, and reduce. With 

these methods, it is hoped that skincare users, the majority of whom are young women, can 

reduce environmental pollution by processing skincare waste properly without any coercion. 

Keywords: skincare waste, environmental pollution, plastic, teenage girls, 3R method, 

motion graphic 
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