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PERANCANGAN WEBSITE PENERAPAN 4R (REDUCE, 

REUSE, RECYCLE, DAN REPLACE) UNTUK 

KEMASAN PLASTIK FAN MERCHANDISE 

 (Olivia Katrina) 

ABSTRAK 

 

Fan merchandise adalah produk merchandise yang dibuat dari, oleh, dan untuk fan. 

Banyak kreator menggunakan kemasan plastik namun tidak disertai dengan 

pengelolaan yang efektif sehingga bisa menyebabkan isu lingkungan yang 

membahayakan masyarakat. Tugas akhir ini bertujuan merancang website 

penerapan metode 4R (reduce, reuse, recycle, dan replace) sebagai metode 

pengelolaan kemasan plastik fan merchandise. Media website dipilih agar informasi 

bisa disajikan secara terstruktur dan menampilkan informasi yang up-to-date. 

Target audiensnya adalah peminat fan merchandise berumur 18-24 tahun yang 

berdomisili di Jabodetabek dan peduli dengan isu lingkungan. Metode yang 

digunakan dalam perancangan adalah Design Thinking yang terdiri dari lima tahap, 

yaitu empathize, define, ideate, prototype, dan test. Metode penelitian 

menggunakan mixed method dengan teknik penelitian observasi, wawancara, Focus 

Group Discussion, kuesioner, studi eksisting, dan studi referensi. Website dirancang 

untuk mengedukasi target audiens mengenai alternatif penerapan metode 4R untuk 

kemasan plastik produk fan merchandise, kelebihan dan kekurangan masing-

masing alternatif, fitur pencarian, kolom komentar, dan forum diskusi. Hasil 

penelitian menunjukkan bahwa website penerapan metode 4R bisa membantu 

peminat fan merchandise dalam memberi informasi dan inspirasi dan mengelola 

kemasan plastik fan merchandise. 

 

Kata kunci: fan merchandise, metode 4R, website, UI/UX, desain 
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WEBSITE DESIGN ABOUT APPLICATION OF 4R (REDUCE, 

REUSE, RECYCLE, AND REPLACE) FOR FAN 

MERCHANDISE PLASTIC PACKAGING 

 (Olivia Katrina) 

 

ABSTRACT (English) 

 

Fan merchandise is merchandise product made from, by, and for fans. Many 

creators use plastic packaging without effective management, which can lead to 

environmental issues that threaten the community. This final project aims to design 

a website for the application of 4R method (reduce, reuse, recycle, and replace) as 

a method of managing fan merchandise plastic packaging. The media website is 

selected to ensure that information can be presented in a structured way and to 

display up-to-date information. The target audience consists of fan merchandise 

fans aged 18-24 who reside in Jabodetabek and are concerned about environmental 

issues. The method used in designing is Design Thinking which consists of five 

stages, namely empathize, define, ideate, prototype, and test. The method used for 

research is mixed method with observational research techniques, interviews, 

Focus Group Discussions, questionnaires, existing studies, and reference studies. 

The website is designed to educate the target audience about alternative 

applications of the 4R method for plastic packaging of fan merchandise products, 

the advantages and disadvantages of each alternative, search features, comment 

sections, and discussion forums. The results of the study show that the website about 

application of 4R method can help fan merchandise enthusiasts in providing 

information and inspiration and managing fan merchandise plastic packaging. 

 

Keywords: fan merchandise, 4R method, website, UI/UX, design 
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