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Development of Werewolf-game Agent Using Differentiable Neural Computer
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Werewolf-game is a table game with imperfect information. It is a new challenge for artificial intelligence to play
Werewolf-game. We developed a Werewolf-game AI using Differentiable Neural Computer (DNC) (Graves et al.,
2016). The system predicted the actions of Werewolf-game agents. As an evaluation index of prediction, we used
whether information identifying the behavior matches that of the actual behavior. The evaluation result showed
that speech behavior could be predicted with an accuracy of 66.8%. However, behaviors other than speech could
be predicted only at the chance level.
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