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Thank you for spending some of your precious time 

reading this Chronicles. I hope my work will help 

students who decided to design digital products and 

services while majoring in Industrial Design. 

It will be challenging and demanding, but I want you to 

remember that you are not alone! Other students did it, 

so will you. Even though we had fewer chances to learn 

UI and UX design, we can do the great design if we try.

Also, don't feel discouraged if your work doesn't match 

your vision and expectations. Just do your best, and you 

will see what will happen after some time.

Togzhan's Letter
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Skina  

Department of Design

+7.778.166.2163

tgzhn1@gmail.com

tgzhn1.myportfolio.com

Skina was born with a mission 
of reducing the challenges 
acne poses to people. Skina 
provides a safe place for 
people with acne to share and 
record anything related to their 
skin condition, as well as get 
emotional support and learn 
to embrace their skin through 
conversations with artificial 
intelligence.

; a mobile social media platform

Togzhan Kussainova
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Background

Background

.

Acne vulgaris is a complex chronic skin condition 

characterized by lesions, or "pimples," mostly 

on the face, back, and upper chest. It maintains 

a top 3 skin condition among the general 

population, by estimates being experienced by 

80% of people. During the last 20 years, there 

was slow progress in finding and developing 

effective acne treatment. The exact cause of 

the disease remains unknown. Yet, there are 

countless standard and alternative medical 

remedies to control its symptoms - lesions, as at 

the moment, there's no single definite cure to get 

rid of acne completely. Even if the one with acne 

has clear skin for a while, it doesn't guarantee 

that lesions won't appear in the future.

Multiple studies point out that acne affects 

more than skin. The unpredictable course of the 

disease, struggle to find an effective treatment, 

and the negative perception of acne in society 

could cause psychological stress correlated with 

acne's severity. In turn, it may lead to low self-

esteem, psychosocial and emotional impairments, 

and increased chances of developing anxiety and 

depression.
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Those who surround people with acne tend to 

underestimate the amount of pain and frustration 

they have to deal with daily due to this condition. 

Having acne is already challenging for an 

individuum, which on top of that is complicated 

by tactless remarks, lack of emotional support, 

and discouragement to seek professional mental 

help.
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Concept Skina is a mobile social media platform with 

target users being females in their 20s who 

struggle with acne.

Even though acne is maintained as a top 3 

condition among the general population, many 

myths and misconceptions surround it due to 

the taboo's existence to show or mention acne. 

Skina encourages users to feel free to share or 

discuss anything related to acne and their skin. 

It's the first step in removing a feeling of shame 

for one's skin so that it becomes nothing more 

than a medical condition in the future.

Traditionally, social media platforms have a 

reputation as places where people try to look 

their best, and the retouch tools help achieve 

that. Even though people are aware of retouch 

existence and the fact that faces that appear 

on those photos don't exist in real life, they 

keep comparing themselves to nonexistent 

"perfect" faces. It results in frustration and self-

esteem issues, and it's even more emotionally 

challenging for those with acne as they don't 

look like people who get praised on social media 

Concept
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for their looks. Skina aims to create a warm and 

empathetic atmosphere for its users, where each 

could enjoy themselves without competition. It's 

a place where you can be authentic to yourself.

The application has built-in artificial intelligence, 

whose name is Skina, and she cares deeply 

about well-being of her users. A journey to self-

acceptance is hard and long. Sometimes there 

are ups and downs. Skina provides quick relief 

for those who experience low points because 

of acne and counseling to accept yourself with 

acne and not be affected by it anymore.

Because people with acne tend to be in a 

depressed mood frequently, there are bright 

colors to cheer them up. Violet color is a color 

of imagination and spirituality. It is mainly used 

when the user interacts with the AI intelligence 

to create a calm atmosphere for personal 

conversations. 

Concept
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Iteration 1

The first concept that I implemented was 

resembling Reddit and was relying a lot on 

collective intelligence. Skina was supposed to 

be a platform where users post updates and 

progress on their acne treatment. Other users 

can control the quality of posts through the "up-

vote/down-vote" system. In this way, posts that 

receive the highest number of "up-votes" ( good 

quality or interesting posts ) would appear in the 

feed more frequently. Users were given a reward 

point if the post they created was popular or 

actively participated in the community life. All 

user posts were stored in 2 types of diaries: 

private and public. Public diaries were visible 

to everyone, while private could be visible only 

to the user. Users were supposed to browse 

through the documented treatment of other 

users, get inspired by it, and try those methods 

themselves.

Concept  #1

Iteration 1



To
g

zh
a
n

 K
u

ssa
in

o
va

Chronicle 2020 103

In the second iteration of my concept, the 

majority of things stayed the same. It was still 

supposed to be a platform for posts, where 

people could share their treatment stories, read 

stories of other people, and try those treatments 

themselves. There was still a diary and "up-vote/

down-vote" system. I got rid of the point reward 

system as I thought it wasn't appropriate for 

my concept and was too childish. This time, I 

planned that there would be an AI chatbot Skina, 

who will support the user during a hard time, 

but interactions between Skina and user were 

not developed well. I also wanted to include an 

interaction where users could ask and answer 

questions of other users, thus helping each other 

find out what's going on with their skin or getting 

advice on the treatment.

Concept #2

Iteration 1
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In the first interface design attemot looked too bulcky for my taste. It also had a 
feature called "cookies" similar to Reddit "karma" points to reward its users for the 
community contribution.  It was removed in all later versions. 

The first interface design (Concept #1) 

Fit the picture
in this frame

you can just drag and drop 
your pic in this frame

Iteration 1



To
g

zh
a
n

 K
u

ssa
in

o
va

Chronicle 2020 105

The second interface design had a cleaner and modern feel. This version was 
created under a heavy Dribbble influence and would be very inconvenient to use. 
There was a feature (not showed on exhisting screens) to ask questions and give 
answers to community members, which wasn't implemented in the final version.

The second interface design (Concept #2)

Fit the picture
in this frame

you can just drag and drop 
your pic in this frame

Iteration 1
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Iteration 2

As I completed iteration 1, I was not satisfied 

with the outcomes I created. I have identified a 

severe flaw in my previous design process. Even 

though I had a design challenge and scope, I 

researched the wrong direction. Therefore, during 

the semester, I struggled to extract useful insights 

from it. Suppose I wanted to help people to find an 

effective holistic remedy through my application. 

In that case, my research should have focused 

on how people with acne search for remedies at 

the moment to pinpoint existing problems in a 

process and offer a valid solution. If you would 

ask me what kind of problem I was trying to solve, 

I couldn't answer you. I focused on how acne 

affects people emotionally and what they do about 

it, but it was still too broad and messy. Therefore, I 

decided to do iteration #2.

Problem

Iteration 2
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Thus, I decided to define the problem once 

again. I initially wanted my application to help 

people accept themselves, but I think in iteration 

#1 I defined inappropriate design challenge. My 

newly defined design challenge: "How can I help 

people with acne to feel better about their acne?." 

I interviewed a psychologist to determine why 

people are bothered by acne and how does she 

help people feel better without healing acne.   

Further steps

Iteration 2
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Outcome In the end, I created a mobile application concept 

that doesn't teach people how to manage their 

acne but rather how to accept themselves. You 

can read every decision explanation on the next 

few pages.

For the exhibition, I prepared posters, 

promotional and prototype demonstration videos, 

postcards, and interactive stand decorations.

For my stand, I wanted to create a feeling 

that you are in your bathroom in the morning, 

prepared to leave your home for a day, and 

you hear a soft inner voice telling you kind and 

encouraging words.

Outcome
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Me and my child at the UNIST exhibition. I used some skincare products to decorate 
my stand. Because one of Skina's features is to give complimemts to users, visitors 
could write their compliments on a sticky note and attach them on the wall

At the UNIST exhibition

Outcome
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Epilogue

Epilogue
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Describe yourself as a designer.
I care that all projects I create, no 
matter small or big, have a meaning 
and aim to solve people's problems. 
Even though I'm a highly visually driven 
designer, I don't want my projects 
to be just "pretty."  They also need 
to be potentially useful to people. I 
love the 2D design and have a strong 
motivation to get better at it.

Why did you decide to do application 
design instead of product design?
During the winter vacation of 2020 and 
right before the start of Creative Design 
1, I decided to pursue a UX designer 
career. I understood that I don't have 
any strong UX projects in my portfolio, 
and I need some if I want to pursue a 
Master's degree or get hired. You have 
a chance to work on a single project 
for one year in Creative Design 1 and 
2 to make it great, and I took this 
opportunity to make Skina.

What is your overall impression of 
the exhibition?
I think it was good. Students who 
were in charge of the physical 
space organization did an excellent 
job. The venue looked pleasant 
and professional. Also, exhibition 

promotional materials looked cool. 
There were a couple of unexpected 
moments for me. I wasn't expecting 
that you could bring extra decorations 
to your exhibition stand and that you 
have the freedom to hang objects on 
walls. Bear that in mind when preparing 
for the exhibition! My first stand looked 
very plain as I had only two sad-
looking posters, iMac, and postcards. I 
went to Daiso to purchase decorations 
and make my stand look better one 
night before the exhibition opening. 
That was hell. Please don't make my 
mistake.

What did you learn through Creative 
Design 1 and 2?
I can say that I learned a lot. I became 
more independent as a designer. 
On other courses, you would follow 
a syllabus carefully crafted by a 
professor. However, when you have 
all responsibility and make critical 
decisions for your project, you grow 
up. Also, because I was in charge of 
everything, it made me more confident. 
I know that I would fail in the worst-
case scenario and need to come 
back to correct my mistake. Well, 
I've already experienced that. I keep 
in mind that I didn't know any better 

“...I don't want my projects to be just pretty. 

Epilogue

solution and did all I can, and if I want 
to correct previous work, it means I'm 
growing.

They  also need to be potentially useful to people ”



S
k
in

a

UNIST DESIGN120

“...when you have all responsibility and make     
  critical decisions for your project, you grow up ”  

What would you advise students 
who are taking Creative Design 2?
I beg and urge you to complete your 
project from Creative Design 1 to about 
80% and above. You will be very busy 
preparing exhibition materials, and 
there will be not so much time left for 
your project improvement. 

How should I approach user 
problems for my project?  
I was responsible for creating my plan 
for Skina, which was hard for me. After 
Creative Design 1, I was stuck and 
had no significant progress for the 
whole summer semester. After weeks 
of self-reflection, I realized that the 
way I approached user problems was 
slowly leading me to this critical point, 
where I needed to return several steps 
and fix my mistakes to move forward. 
I suggest you spend a significant 
amount of time at the beginning 
stage of the project to formulate your 
problem statement. Approach project 
with this question in head: "How can I 
improve the "X" experience for the "Y" 
users." Be as specific as you can. You 
may begin with a simple observation 
that will lead you to the "X" experience. 
Then, study every aspect and detail of 
the "X" experience, identify problems, 
and suggest your solution.  

Which tools and design resources 
could you recommend for digital 
products?
Several things proved useful to me:
1. Figma - it's a free tool for UI 
prototyping and collaboration. It has 
many great plugins that speed up your 
workflow and very easy to use. Tip: you 
can use it not only for UI design but for 
posters, presentation slides, and even 
CVs (I wish I could do Chronicles there)
2. Dribbble - a great platform to get 
inspiration and interface colors for your 
project. Caution: be careful, as most 
interfaces you will see on the platform 
are just eye-candy. Don't try to replicate 
those interfaces - they frequently have 
terrible usability and user experience. 
Tip: use it only to reference a style of 
a particular element or sample colors 
from there. Find a couple of successful 
applications and reference their layout 
and user experience.
3. Cofolios.com - a website with links 
to UX/UI design student portfolios who 
got internships at the big companies 
like Google, Apple, Uber, and more. 
You can reference the workflow/style of 
their project presentation or get ideas 
for your next project.

Epilogue
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acne selfies are going viral for an important reason. Retrieved December 11, 
2020, from https://hellogiggles.com/beauty/this-girls-before-and-after-acne-
selfies-are-going-viral/

Epilogue
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