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Supervised Learning for Action Selection in the Game of Werewolf:
a Preliminary Experiment with Fully-Connected Neural Networks

ATSUTAKA TAKAHASHI

1,a)

YOSHIMASA TSURUOKA?

Abstract: There are many studies on the game of werewolf as the subject for artificial intelligence. Although
many previous studies focused on estimating the positions, few addressed actual action choices. Therefore,
the purpose of this study is to create an agent that can select actions to successfully play the game of were-
wolf using machine learning. This experiment was conducted using supervised learning with a fully coupled
neural network, but it was recognized as a best choice to take no action, so the results were unsatisfactory.
One if the important issues for future research is the improvement of state representation.
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