20170 00000000034000

CS11-1

HEDOMER & LT
“NIBBWZ2W00E LIV W3 ANIR” RXT XA LDOIRE L
7Ry MK DITENE R DA

Modified werewolf game for a microsome of human society

and behavioral modification induced by a robot in the game
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Abstract

We proposed a modified version of Werewolf, a
conversation-based game, designed to evaluate
trust and various human social behaviors.
Although there are always winners and losers in
the regular version of Werewolf, the rules were
modified to generate a possible scenario in which
no enemy was present among the players and all
players would win if they trusted each other. In
the presentation, we would like to introduce
several cases of the effect of using robots while
playing this Werewolfon players’ social behaviors
and trust.
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