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High school is an important period for social identity and mental development. In China,
peer pressure causes social problems among students. This research aims to help high
school students who are weak in social skills but eager to establish connections get rid
of loneliness and integrate into schools and student groups. The research focuses on
how homophily and heterogeneity of people affect their making connections.

A database of 134 portraits is collected and established based on a designed survey. We
calculated the correlation coefficient, IQR, and other statistical values. The conclusion:
1) The longer leisure time students are willing to spend with their friends, the more
friends they will have. 2) The similarity in academic achievement and physical
appearance have limited influence on friendship. 3) Common hobbies, especially sports
and music preferences, are instrumental in establishing friendships. This conclusion
means that we cannot directly give advice on how to choose social targets, thus
improving their social skills has become the main direction of our implementation.

By combining the advantages of video games and social skill training programs, we
made an interactive video and uploaded it on bilibili.com. Users are expected to help a
transfer student make decisions under various social scenes to adapt to the new life in
school. Besides, we also published articles on our official account for popularizing.

So far, the video has been played 573 times, and users have commented that although
the game is difficult, they are willing to do trials and errors to find the right choice. In
the future, we will aim for a target of 1000 view as well as release the game analysis,
principles, and tips on how to interact with peers. We also hope to host an online

discussion where users can freely share their opinions on social norms.



