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This paper introduced analysis of agents’ information sharing with evolutionary computation. We focus on a method that 
human adds a hidden meaning to our word for sharing information only with cooperators in subgroup. In this paper, we 
defined 3 player version of werewolf game, and run a 10000 generations evolutionary computation. Then, we classified 
villager’s strategies with label of “rational”, “irrational” and “ambiguous”. We suggested that when villager used an 
“irrational” strategy and won the game, seer and villager used the above information sharing method. As the result, the above 
method appeared in both case of wolf fixed and wolf evolved. In the case of wolf fixed, seer added hidden meaning to a fixed 
word in 99.2% of times to share information only with the villager. In the case of wolf evolved, in 26.4% of times, seer 
succeed to share information only with the villager by the above method and seer started to change word with hidden 
meaning for keeping avoid sharing information with the wolf.  

 

1.  

 

[Katagami 14][Bi 16][Hung 10]
[  17] 3

/

 

2. 3  

2.1  

 

2.2 3  
3

2
3

hailabsec@iit.tsukuba.ac.jp

The 32nd Annual Conference of the Japanese Society for Artificial Intelligence, 2018

1H1-OS-13a-05



 

- 2 - 

2
 

 
Villager’s Vote Werewolf’s Vote Game Result 
Werewolf Seer Villager wins 
Werewolf Villager Villager wins 
Seer Seer Werewolf wins 
Seer Villager Draw 
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