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Abstract

This study investigated how positive-
impression and negative-impression utterances
affect decision-making in discussions be-
tween LLMs. The experiments showed that
positive-impression utterances effectively
guided participants’ decisions when the topic
concerned “which option should be chosen,
while negative-impression utterances had
a stronger effect when the topic concerned
“which option should not be chosen.” These
findings suggest that utterances aligning with
the inherent impression of the topic itself
may be more effective in influencing the
discussion. Furthermore, in the AIWolf 2025
International Competition, we implemented
and evaluated a vote-guidance function based
on negative-impression utterances. The results
suggested that, rather than utterances that
merely hinted at unease or suspicion, both
explicitly urging votes toward a specific target
and the number of agents encouraging such
votes may influence the effectiveness of vote
manipulation.

s

1 Introduction

In recent years, the remarkable performance im-
provements of LLMs have accelerated their appli-
cations across a wide range of tasks, including text
generation and question answering. To achieve
further advances, it is essential to elucidate the dy-
namics of multi-agent discussions and negotiations
involving multiple LLMs. By understanding the
processes through which LLMs influence one an-
other, we can gain insights that will contribute to
the refinement of Al system design and utilization.

In human discussions, in addition to logical rea-
soning and strategic decision-making, psychologi-
cal maneuvers often emerge. These include utter-
ances that evoke trust and empathy, thereby leaving
a positive impression, as well as utterances that in-
cite anxiety or suspicion, thereby leaving a negative
impression. This study focuses on the impressions
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conveyed by such utterances, with the aim of exam-
ining which type is more effective in guiding the
decisions of participants in LLM-to-LLLM discus-
sions.

We first investigated, in the context of general
discussions, whether utterances with positive im-
pressions or those with negative impressions are
more effective in influencing the decisions of par-
ticipating LLMs. Furthermore, to simulate more
realistic and complex situations, we conducted ex-
periments using the werewolf game as a testbed. In
the “Al Werewolf Project,” LLMs play the were-
wolf game autonomously, pushing the limits of
their reasoning and decision-making abilities. Prior
research has primarily focused on logical reasoning
and strategic choices. However, in human were-
wolf games, psychological tactics also play a cru-
cial role. Therefore, in this study, we incorporated
a function into agents participating in the AIWolf
Contest 2025 International Tournament that allows
them to guide voting behavior through utterances
with negative impressions, and we examined its
effectiveness.

The experimental results suggest that in general
discussions, utterances aligned with the impression
already inherent in the topic are effective in steering
the discussion. In contrast, in the werewolf game,
utterances that merely imply unease or suspicion
are insufficient; effectiveness emerges when utter-
ances explicitly encourage voting against specific
targets.

The remainder of this paper is structured as fol-
lows. Section 2 reviews related work, and Section
3 defines utterances that convey positive and neg-
ative impressions. Section 4 presents experiments
on general discussions, and Section 5 reports the
results and discussion. Section 6 describes the func-
tions of agents participating in the Al Werewolf
Project, while Section 7 explains the integration
of voting-guidance functionality using negative im-
pressions. Section 8 reports the contest results,
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Section 9 provides discussion, and Section 10 con-
cludes the paper.

2 Related Work
2.1 Werewolf Game

The Werewolf game is a social deduction game,
typically played by 5 to 15 players, where the objec-
tive is to deduce the roles of other players through
conversation. Each player is assigned a role, as
shown in Table 1, which divides them into either
the "Villager Team" or the "Werewolf Team."

The game progresses in cycles of "days" and
"nights." During the day, players engage in discus-
sions only, while at night, they vote to eliminate one
player from the game. Separately from the voting
process, the werewolves can eliminate (or "attack")
one player of their choice during the night.

Certain roles possess special abilities that can
be used once per night. The victory condition for
the Villager Team is to identify and eliminate all
players with werewolf roles through daily voting.
The role judgements rely on conversations with
other players and the results provided by the Seer,
who can reveal a player’s role each night.

Conversely, the Werewolf Team’s objective is to
conceal their identities during discussions while
eliminating Villager Team members during the
night. The Werewolf Team wins if they can re-
duce the number of humans to equal the number of
Werewolf Team members.

2.2 Al Werewolf Project

The AI Werewolf Project! aims to build an agent
capable of playing the Werewolf game while en-
gaging in natural communication with humans. To
promote research in Al Werewolf, the project reg-
ularly holds the AI Werewolf Competition. This
competition is divided into three categories: the
Protocol Division, the Natural Language Division,
and the Infrastructure Division.

In the Protocol Division, evaluation is based on
the win rate, and communication is conducted us-
ing the "Al Werewolf Protocol," a specialized arti-
ficial language designed for easy handling by pro-
grams. In the Natural Language Division? (Kano
etal., 2019) (Kano et al., 2023) (Kano et al., 2024),
games are played with either 5 or 13 players, and
agents communicate exclusively in Japanese or
English. The evaluation in this division is based

"https://aiwolf.org
Zhttps://aiwolfdial.github.io/aiwolf-nlp/en
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on the criteria listed in Items A—F below, where
Items A-E are common to both the 5-player and
13-player settings, and Item F is newly introduced
in the 13-player setting. Based on these criteria,
subjective evaluation is conducted.

A Are the utterances natural?

B Is the conversation context-aware and natural?

C Are the utterances consistent and free of con-
tradictions?

D Do game actions (voting, attacks, divination,
etc.) align with the dialogue content?

E Are the utterances expressive, consistent with
the given profiles, and do they convey unique
character traits per agent?

F Is there evidence of team play?

3 Persuasive Utterances

In this section, we define the types of utterances
intended to convey specific impressions, which
are the focus of this study. These definitions are
inspired by impression-manipulating expressions
commonly observed in human-to-human interac-
tions during the Werewolf game. Specifically, we
distinguish between two types: utterances that give
a positive impression and utterances that give a
negative impression. The details of each type are
described separately.

3.1 Positive Impression Utterances

This type of utterance aims to guide the partici-
pants’ decisions by fostering positive impressions
such as “trust” or “empathy.” For example, in the
context of the Werewolf game, a player might say:
“I am confident that if we work together, the vil-
lagers can win! Please trust me for now! I believe
all of you will make the right choice!” Such utter-
ances are intended to convey affirming or support-
ive messages toward the other participants.

3.2 Negative Impression Utterances

This type of utterance aims to influence partici-
pants’ decisions by evoking negative impressions
such as “anxiety” or “suspicion.” For example, in
the context of the Werewolf game, a player might
say: “It seems very suspicious that you are not
doubting [player’s name] in this situation. Could it
be that you are the werewolf?”” Such utterances are
intended to convey a more critical or disapproving
stance toward other participants.



Role Team Species Special Abilities

Villager Villager Human Nothing

Seer Villager Human Divine one survivor to know their species (human or werewolf).
Medium Villager Human Divine one eliminated player to know their species (human or werewolf).
Bodyguard  Villager Human Protect one player from a werewolf attack during the night.
Possessed Werewolf  Human A human but plays to make the werewolf team win.

Werewolf Werewolf  Werewolf Select one surviving human and eliminate him/her from the game.

Table 1: Representative roles in the Werewolf game

4 Experiment

4.1 Experiment Settings

In this study, we conducted a persuasive experiment
to compare the effects of positive-impression utter-
ances and negative-impression utterances. Partici-
pants were divided into three groups: the positive
group, the negative group, and the neutral group.
The positive group attempted persuasion based on
Positive Impression Utterances, the negative group
attempted persuasion based on Negative Impres-
sion Utterances, and the neutral group participated
in the discussion without engaging in either form
of persuasion.

Two types of topics were prepared: (1) “Which
plan should be chosen, Plan 000 or Plan 1117”
and (2) “Which plan should not be chosen, Plan
000 or Plan 111?” To minimize the influence of
factors other than impression manipulation, the
plans were given meaningless labels (“Plan 000
and “Plan 1117), and the two topic types allowed
us to observe the effect of framing the discussion
in either a positive or negative manner. For each
topic, prompts were assigned such that the positive
group and the negative group were always required
to advocate for different plans.

The discussion involved a total of 13 participants:
4 in the positive group, 4 in the negative group, and
5 in the neutral group. Each participant was al-
lowed to make up to five utterances per discussion,
and the speaking order was randomized. To ensure
fairness, however, the order was reset once every
participant had spoken once, thereby preventing
certain participants from speaking disproportion-
ately. These settings were designed to enable di-
rect comparison with experiments conducted in the
Werewolf game.

After the experiment, the members of the neutral
group cast their votes for one of the plans. In the
case of the topic "Which plan should be chosen?",
they voted for the plan that should be chosen, and in
the case of the topic "Which plan should not be cho-
sen?", they voted for the plan that should not be cho-
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sen. The effectiveness of the two utterance styles
was then evaluated based on the voting results. For
both types of topics, the roles of the positive and
negative groups were reversed, meaning that in the
first round, the positive group advocated for one
plan, while the negative group advocated for the
other. In the second round, the positive group was
assigned to argue in favor of the plan originally sup-
ported by the negative group, and vice versa. This
reversal ensured that each group had the opportu-
nity to advocate for both plans. Each combination
was repeated 20 times, resulting in a total of 80
experiments. For each combination, a total of 100
votes were counted, and across all combinations,
400 votes in total were tallied. All experiments
were conducted using GPT-4o (gpt-40-2024-08-06)
with default parameters (temperature=1, top_p=1).

4.2 Prompt Settings

4.2.1 Discussion Information Sharing Prompt

The Discussion Information Sharing Prompt con-
sists of three main components. First, it provides
the necessary information for participating in the
discussion, such as the participant’s name and the
topic to be discussed. Second, it explains the ac-
tions to be taken during the discussion, namely
making utterances and casting votes. Third, it
serves to control the output by instructing partici-
pants to generate utterances based on the conversa-
tion context and to output only the content of the
utterance itself. Examples of the prompt used in the
experiment are provided in Appendix A.1.1-A.1.2,
with their translations in Appendix A.2.1-A.2.2.

4.2.2 Generate Utterance Prompt

The Generate Utterance Prompt consists of four
main components.

First, it shares the conversation history by pre-
senting previous utterances to allow a natural con-
tinuation of the discussion. The format is "Speaker:
Utterance," with each utterance provided in chrono-
logical order.

Second, it specifies how participants should



present their claims. For both the positive group
and the negative group, the prompt directs them to
advocate for the assigned plan in a specific manner.
For the positive group, this includes supporting the
plan with positive emotions, using the plan name
exactly once to avoid bias, and refraining from ut-
terances that contain negative emotions. In contrast,
the negative group is instructed to support their as-
signed plan with negative emotions, avoiding any
positive expressions. The neutral group, on the
other hand, is instructed to continue the discussion
without favoring either plan.

Third, it explains the styles of utterances, il-
lustrating what constitutes a positive-impression
utterance and a negative-impression utterance us-
ing examples from the Werewolf game (Section 3).
However, this explanation is not provided to the
neutral group.

Fourth, it imposes constraints on the output for-
mat, such as requiring each utterance to include the
plan name exactly once. While some instructions
in the second and fourth components overlap, both
are included to ensure that the agent strictly follows
the specified settings.

Examples of the prompt used in the experiment
are provided in Appendix A.1.3 - A.1.5, with their
translations in Appendix A.2.3 - A.2.5.

4.2.3 Vote Prompt

The Vote Prompt consists of two main components.
First, it provides the voting instruction: when the
topic is “Which plan should be chosen?”, the agent
is instructed to output which plan should be se-
lected; when the topic is “Which plan should not
be chosen?”, the agent is instructed to output which
plan should not be selected. Second, it controls the
output format by requiring the response to contain
only the plan name. Examples of the prompt used
in the experiment are provided in Appendix A.1.6,
with their translations in Appendix A.2.6.

5 Results and Discussion

5.1 Results (Experiment)

The experimental results are presented in Table 2.
For the topic “Which plan should be chosen?”, it
was confirmed that the positive-impression group
was effective in guiding the voting behavior (Rows
1-4 of the table). In contrast, for the topic “Which
plan should not be chosen?”, it was confirmed that
the negative-impression group was more effective
in guiding the voting behavior (Rows 5-8 of the
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table).

[ Group | Plan [ Topic Type | Number of Votes ]
Positive | Plan000 chosen 88 (88%)
Negative | Planl11 chosen 12 (12%)
Positive | Planl11 chosen 80 (80%)
Negative | Plan000 chosen 20 (20%)
Positive | Plan000 | not chosen 13 (13%)
Negative | Planl11 | not chosen 87 (87%)
Positive | Planl11l | not chosen 10 (10%)
Negative | Plan000 | not chosen 90 (90%)

Table 2: Experimental results showing the number of
votes for each group (positive vs. negative impression
utterances) across both topic types (“chosen” and “not
chosen”) and plan assignments.

5.2 Discussion (Experiment)

We conducted an analysis to examine the differ-
ences in the utterances generated by the positive-
impression group when discussing the topics
“Which plan should be chosen?”” and “Which plan
should not be chosen?”. For the topic “Which plan
should be chosen?”, utterances often first stated the
benefits of selecting the plan, and then included
strong assertions infused with empathy, such as
“Let’s choose this plan to build a wonderful fu-
ture together!”. In contrast, for the topic “Which
plan should not be chosen?”, utterances typically
first stated the benefits of not selecting the plan,
followed by remarks that emphasized cooperation
and harmony. Examples of these utterances are
provided in Sections A.3.1 and A.3.2.

Similarly, we conducted an analysis to examine
the differences in the utterances generated by the
negative-impression group across the two topics.
For the topic “Which plan should be chosen?”, ut-
terances often first described the drawbacks of not
selecting the plan, and then included statements
intended to evoke anxiety, such as "If we don’t
choose this and problems arise later, who will take
responsibility?". In contrast, for the topic “Which
plan should not be chosen?”, utterances typically
first described the drawbacks of selecting the plan,
followed by similarly anxiety-inducing statements.
Examples of these utterances are provided in Sec-
tions A.3.1 and A.3.2.

Comparing the groups based on this data, for
the topic “Which plan should be chosen?”, the pos-
itive group emphasized the benefits of choosing
the plan, while the negative group emphasized the
drawbacks of not choosing the plan. Conversely,
for the topic “Which plan should not be chosen?”,



the positive group emphasized the benefits of not
choosing the plan, while the negative group empha-
sized the drawbacks of choosing the plan. However,
as observed in the results of Section 5.1, there was
no significant bias between advocating the benefits
or drawbacks of a plan.

It was also noted that the same group consis-
tently generated similar types of utterances across
both topics, and that the positive group effectively
guided votes during the “Which plan should be
chosen?” topic, while the negative group was more
effective during the “Which plan should not be
chosen?” topic. This suggests that incorporating
the same impression as the one implied by the topic
itself can effectively guide voting behavior.

6 Evaluations in the AIWolf International
Contest 2025

To test the applicability of the concepts discussed
in Sections 3 and 4 to the Werewolf game, we par-
ticipated in the AIWolf 2025 International Com-
petition(Kano et al., 2025), held alongside the
INLG 2025 Annual Meeting. The agent we used
in the competition incorporates the functionalities
explained in the following section.

6.1 Implementation of the AI Werewolf Agent

This section describes how the specific types of ut-
terances that convey certain impressions, as defined
in Section 3, are incorporated into the Werewolf
game agent. The agent’s implementation is based
on the Werewolf game agent we previously devel-
oped (Watanabe and Kano, 2024). The details of
the proposed vote manipulation function are ex-
plained in the next section. The Werewolf game
used in this study can be played with a variety of
role configurations. However, in accordance with
the rules of the 2025 AI Werewolf International
Competition’s Natural Language Division, we fo-
cus on six roles: Villager, Seer, Medium, Body-
guard, Possessed, and Werewolf. The 13-player
village track, which has been newly added to the
competition with an increased number of roles, is
also considered.

We implemented 12 functions for the Werewolf
game agent: six core functions—conversation, vot-
ing, divination, selecting protection and attack tar-
gets, and whispering among Werewolves—and six
additional functions: summarizing conversations,
extending character settings, adding character traits
to utterances, creating fake divination results for
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the Possessed to impersonate a Seer, extracting role
information such as Claims of Identity (CO) from
the discussion, and generating role patterns from
the extracted role information. These functions
used GPT-4o (gpt-40-2024-08-06).

Due to space constraints, the functions for vot-
ing, divination, target selection for the Bodyguard,
target selection for the Werewolf, conversation sum-
marization, the Possessed impersonating a Seer by
creating fake divination results, extracting role in-
formation from the discussion, including COs, and
generating role patterns from the extracted role in-
formation overlap with previous research (Kano
et al., 2024), and therefore, further details are omit-
ted here. Additionally, since the function for target
selection for the Bodyguard uses the same func-
tionality as target selection for the Werewolf, it is
similarly omitted. Examples of the prompts and
structures actually used in these functions are pro-
vided in Appendix A.4 - A.9.

6.2 Whisper Function

When there are multiple Werewolves, they can en-
gage in secret conversations, known as whispers,
without being overheard by the Villagers during the
night. This function is used for whispers between
Werewolves and primarily distinguishes between
two types of conversations: regular conversations
and those for sharing information related to special
roles.

6.2.1 Common Whipser

For the standard Whisper function, the prompt is
similar to the one used for the regular conversation
function described in Section A.4. However, be-
tween the "Important Notes" and "Contradiction
Information" sections in Section A.4.3, there is
an additional section titled "About This Conversa-
tion," which explains that this conversation is to
be conducted exclusively among Werewolf players
and provides guidance on the type of discussion
that should take place. The details of the prompt
are provided in Appendix A.10.1.

6.2.2 Role Sharing

This function shares information with other Were-
wolves when a Seer or Medium is discovered, using
the process described in the subsequent "Function
for Constructing Logical Role Information from
Conversation History." The function is composed
of four elements: an explanation of which role’s
information will be shared, utterances in which the



role has been claimed but not yet shared, utterances
that have already been shared with allies, and in-
structions for sharing this information. The details
of the prompt are provided in Appendix A.10.2.

7 Vote-Inducing Function

This section describes how the proposed vote ma-
nipulation function is incorporated into the Were-
wolf game agent. This function enables the Seer,
Possessed, and Werewolf to, during their final state-
ment in the daytime turn, target a player they wish
to eliminate. If such a player exists, the agent gen-
erates a statement that directly names the target
player and includes a negative impression, thereby
guiding votes toward that player. The method for
selecting the target player and an overview of the
prompts used to generate the statements are de-
scribed individually below.

7.1 How to Select Target Players

The choice of the player to be targeted varies de-
pending on the agent’s role in the game, and thus
the selection method differs for Seer, Possessed,
and Werewolf. The details for each role are de-
scribed separately.

7.1.1 Seer

For the Seer, two conditions are established, and a
player satisfying either condition is selected as the
target. However, if there are players who satisfy
the first condition, they are given priority. The first
condition is that the player was identified as a Were-
wolf during the Seer’s night divination and is still
alive at the time of making the statement. If mul-
tiple players meet this condition, one is randomly
selected from among them. The second condition
is that the player is another participant who has
claimed to be a Seer (Seer CO) and is still alive. In
the current game setting, there is always only one
true Seer; therefore, any other Seer CO is consid-
ered likely to belong to the Werewolf faction, and
the goal is to target that player for elimination.

7.1.2 Possessed

For the Possessed, who participates in the game
by impersonating a Seer, the target selection crite-
ria are the same as those used by the Seer, based
on two conditions. However, when the Possessed
generates fake divination results, as described in
Section A.6.2, it looks for both Seer and Werewolf
players. In the vote manipulation function, if a Seer
is found, that player is selected as the target. If a
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Werewolf is found, no target is selected. If neither
is found, one player is randomly selected from the
surviving players as the target.

7.1.3 Werewolf

For the Werewolf, the results obtained from the
function for extracting role information, such as
COs, from the discussion (Section A.9) are used.
Based on these results, if a player has claimed to
be a Seer, Medium, or Bodyguard, and is not part
of the Werewolf faction, one player is randomly
selected from the surviving players. If no play-
ers meet this condition, one player is randomly
selected from the surviving players who are not
allies.

7.2 Generation of statements containing
negative connotations

In conversations during the Werewolf game, discus-
sions often revolve around topics with a negative
impression, such as “who seems suspicious” or
“which of the conflicting divination results is ly-
ing.” Based on the results of several self-play runs,
we judged that in the context of the Werewolf game,
negative-impression utterances are more effective
for guiding votes than positive-impression utter-
ances. Therefore, in this function, we specify the
use of negative-impression utterances.

The prompt for this function consists of three
main components. The first component specifies
the target, indicating which player should be ad-
dressed with a negative-impression utterance, in
order to naturally guide votes toward the target
selected in Section 7.1. The second component ex-
plains negative-impression utterances, illustrating
what types of utterances are considered negative-
impression using examples from the Werewolf
game. The third component provides instructions
on how to concretely express suspicion, guiding
the agent on how to make the target appear more
doubtful. This includes questioning inconsisten-
cies in the target’s statements or the timing of their
actions to direct other players’ suspicion toward
the target. An example of this prompt is provided
in Section A.11.

8 Results (AIWolf Contest)

8.1 5-player village

In this competition, we participated as the team
"kanolab-nw," and the results of the subjective eval-
uation are shown in Table 3, while the win rates



Team A B C D E All

Expression | Context | Coherency | Game Action | Diversity | Average

CamelliaDragons 3.125 3.083 2.875 3.042 3.125 3.050

CanisLupus 3.000 2.875 2.958 2417 2.375 2.725

Character-Lab 3.667 3.625 3.375 3.250 3.083 3.400

GPTaku 2.536 2.893 3.071 2.571 3.179 2.850

kanolab-nw 3.125 2.750 2.875 2.500 2.667 2.783

mille 4.143 4.250 4.250 4.357 4.321 4.264

sunamelli 2.167 2.083 2.000 2.250 2.542 2.208

yharada 2.125 2.250 2.375 3.333 2.583 2.533

Table 3: Subjective evaluation results for 5-player village
Team A B C D E F All

Expression | Context | Coherency | Game Action | Diversity | Teamplay | Average
CamelliaDragons 10.825 12.875 11.825 12.725 12.800 12.750 12.300
mille-A 10.450 10.725 10.350 10.050 10.825 10.400 10.467
mille-B 10.075 10.850 10.075 10.425 10.650 10.950 10.504
Character-Lab-A 7.475 7.825 7.450 8.350 7.200 7.900 7.700
Character-Lab-B 6.750 6.800 6.725 7.300 7.175 7.000 6.958
kanolab-nw-A 6.175 5.900 6.300 6.150 4.825 5.200 5.758
kanolab-nw-B 6.575 6.900 6.875 6.925 4.900 7.175 6.558
kanolab-nw-C 7.275 6.425 7.000 6.325 4.675 5.425 6.188
CanisLupus-A 6.075 5.000 4.875 4.275 5.175 4.550 4.992
CanisLupus-B 5.525 5.400 5.675 5.150 6.425 5.200 5.563
sunamelli-a 4.000 4.375 4.675 4.675 4.900 5.000 4.604
sunamelli-b 3.950 3.900 4.175 4.000 5.500 4.800 4.388
sunamelli-c 3.850 3.900 4.375 4.650 5.825 4.600 4.533

Table 4: Subjective evaluation results for 13-player village

are presented in Table 4. The Villager achieved a
high win rate of 73.33%, ranking higher than the
win rates of other teams (ranging from 41.94% to
67.74%). Similarly, the Possessed role had a win
rate of 66.67%, significantly surpassing the win
rates of other teams’ Possessed roles (ranging from
21.43% to 50.00%). Among the roles with vote
manipulation capabilities (Seer, Possessed, Were-
wolf), the Possessed role showed the most notable
difference compared to other teams. Therefore, this
paper focuses on analyzing the competition logs>
for the Possessed role.

To investigate the extent of vote manipulation,
we counted how many times the targets that play-
ers attempted to guide votes toward on Day 1 were
actually eliminated. The results showed that vote
manipulation was attempted 15 times, with 11 suc-
cessful eliminations and 4 failed attempts.

8.2 13-player village

We also conducted a similar analysis for the 13-
player village competition log* . Due to the con-
straints on the number of participants, we entered
three agents (kanolab-nw-A, kanolab-nw-B, and
kanolab-nw-C). The results of the subjective evalu-

3INLG/MainTruck5_success/log
4INLG/MainTruck13_success/lo g
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ations are shown in Table 5, and the win rates are
shown in Table 6. The numbers in parentheses next
to each cell represent the number of games played
(trial count) for each role. For roles such as Seer,
Possessed, and Werewolf, multiple teams achieved
a 100% win rate. However, the trial counts for each
role across the three teams were 3 trials for Seer,
3 trials for Possessed, and 9 trials for Werewolf.
Since Werewolf had the highest number of trials, it
is considered the most appropriate role for analysis.

In this section, we focus on the Werewolf roles
of kanolab-nw-A, kanolab-nw-B, and kanolab-nw-
C. We counted how many times players who made
statements encouraging votes were actually elim-
inated through voting. Since there were multiple
vote choices after Day 2 in the 13-player village, we
performed the same analysis for all days involving
vote manipulation, just as we did for the 5-player
village. The results from the three agents showed
that vote manipulation occurred 27 times, with 2
successful manipulations and 25 failures. Further-
more, even when manipulation was unsuccessful,
the margin of defeat was not close, confirming that
vote manipulation largely failed across most play-
ers.


http://133.167.32.100/aiwolf/2025/INLG/MainTruck5_success/log
http://133.167.32.100/aiwolf/2025/INLG/MainTruck13_success/log

Team Possessed Seer Villager Werewolf
CanisLupus 42.86 (14) | 81.25(16) | 66.67 (27) | 75.00 (16)
mille 37.50 (16) | 33.33 (15) | 60.00 (30) | 31.25(16)
GPTaku 33.33(15) | 62.50 (16) | 53.33 (30) | 31.25(16)
sunamelli 50.00 (14) | 66.67 (15) | 67.74 (31) | 46.67 (15)
Character-Lab 21.43 (14) | 46.67 (15) | 41.94 (31) | 21.43 (14)
yharada 37.50 (16) | 64.29 (14) | 50.00 (30) | 28.57 (14)
kanolab-nw 66.67 (15) | 60.00 (15) | 73.33 (30) | 40.00 (15)
CamelliaDragons || 37.50 (16) | 57.14 (14) | 61.29 (31) | 50.00 (14)

Table 5: Win rates per role (in percentage) and game counts (within brackets) for 5-player village

Team Bodyguard Medium | Possessed Seer Villager | Werewolf
CamelliaDragons 0.00 (1) 0.00 (1) | 100.00 (1) 0.00 (1) | 50.00 (6) 66.67 (3)
CanisLupus-A 0.00 (1) 0.00 (1) | 100.00 (1) 50.00 (2) | 40.00 (5) 66.67 (3)
CanisLupus-B 0.00 (1) | 100.00 (1) | 100.00 (1) 0.00 (1) | 33.33(6) 66.67 (3)
mille-A 0.00 (1) 0.00 (1) 0.00 (1) | 100.00 (1) 0.00 (6) 33.33(3)
mille-B 100.00 (1) 0.00 (1) | 100.00 (1) 0.00 (1) | 33.33(6) 66.67 (3)
sunamelli-a 0.00 (1) 0.00 (1) 0.00 (1) 0.00 (1) | 33.33(6) 66.67 (3)
sunamelli-b 100.00 (1) 0.00 (1) | 100.00 (1) | 100.00 (1) | 33.33 (6) | 100.00 (3)
sunamelli-c 100.00 (1) 0.00 (1) | 100.00 (1) - | 42.86 (7) | 100.00 (3)
Character-Lab-A 0.00 (1) 0.00 (1) | 100.00 (1) 0.00 (1) | 16.67 (6) 0.00 (3)
Character-Lab-B 0.00 (1) 0.00 (1) 0.00 (1) 0.00 (1) | 33.33(6) 66.67 (3)
kanolab-nw-A 0.00 (1) | 100.00 (1) | 100.00 (1) 0.00 (1) | 33.33(6) 66.67 (3)
kanolab-nw-B 100.00 (1) | 100.00 (1) | 100.00 (1) | 100.00 (1) | 16.67 (6) | 100.00 (3)
kanolab-nw-C 0.00 (1) | 100.00 (1) 0.00 (1) 0.00 (1) | 33.33(6) | 100.00 (3)

Table 6: Win rates per role (in percentage) and game counts (within brackets) for 13-player village

9 Discussion (AIWolf Contest)

9.1 Analysis of Success Factors

First, we conducted an analysis of the logs to in-
vestigate the factors behind the success of vote
manipulation in the 5-player village. A common
pattern observed in the successful logs was that the
agent encouraging votes would falsely claim to be
the Seer at the beginning of the day and report a
fabricated Seer result, accusing a player suspected
of being the real Seer of being a Werewolf. As a
result, other players, such as Villagers, began to
direct their suspicions toward the reported target
during the discussion. In the final statements of
the day, the agent who had originally reported the
target as a Werewolf would then encourage a vote
against that player, leading to the elimination of the
target. This example is detailed in Section A.13.
Next, we analyzed the factors behind the success
in the 13-player village. Among the two successful
cases, one occurred when all three Werewolf agents
agreed on a target and successfully eliminated them
through voting. However, no players from the Vil-
lager faction voted for the target, meaning that the
vote manipulation itself was not successful. The
other success occurred when players, other than our
agents, expressed doubts about an existing agent
(Player X) early in the game, and the suspicions
towards Player X grew as the game progressed. In
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this case, Player X, who was the target of the suspi-
cion, was selected for vote manipulation, and as a
result, Player X was eliminated.

9.2 Analysis of Failure Factors

As in the previous section, we begin by examining
the logs where vote manipulation failed in the 5-
player village. An analysis of the utterances made
during vote manipulation attempts in the 5-player
village revealed that rather than clearly asserting
who should be voted for, as in "If you don’t vote
for , the village will be doomed," many statements
simply hinted at suspicion, such as "Isn’t that sus-
picious?"—often only implying a sense of doubt.

Next, we conducted a similar investigation into
the failed vote manipulation attempts in the 13-
player village. Similar to the 5-player village, utter-
ances frequently ended with statements designed to
evoke anxiety, such as "Claiming to be the Medium
is suspiciously convenient," without explicitly as-
serting any particular course of action. Examples
of these failed attempts are summarized in Sec-
tion A.14.

As shown in Section 4, both the positive and
negative groups clearly stated their position on
the topic of "Which plan should be chosen?" and
"Which plan should not be chosen?" with direct as-
sertions like "If we don’t choose this and problems
arise later, who will take responsibility?" Based



on this, it can be inferred that in the prompt ex-
plained in Section 7, where clear assertions about
who to vote for, such as "If you don’t vote for ,
we will lose," were avoided in favor of statements
that merely hinted at suspicion, like "Isn’t that sus-
picious?", the vote manipulation failed to be effec-
tive.

Furthermore, while in Section 4 both the posi-
tive and negative groups consisted of four members
each who collectively urged votes toward the same
target, in the AIWolf competition most werewolf
game agents attempted to guide votes against a
given target individually, with at most two agents
aligning on the same target. Considering that suc-
cessful cases, such as the example of the Madman
in Section 9.1, often occurred when many players
simultaneously cast suspicion on the same individ-
ual, it is plausible that the small number of agents
attempting to guide votes toward a single target
contributed to the failures of vote manipulation in
the competition.

10 Conclusion

This study examined the impact of both positive-
impression utterances and negative-impression ut-
terances on the guidance of discussions. The exper-
imental results confirmed that positive-impression
utterances effectively guided discussions on the
topic of "which option should be chosen," while
negative-impression utterances were effective in
guiding discussions on the topic of "which option
should not be chosen.” These results suggest that
aligning the impression of the utterance with the
inherent impression of the topic may enhance the
effectiveness of the discussion’s guidance.

Furthermore, we implemented a feature for vote
manipulation using negative impressions in the
agent participating in the AIWolf 2025 Interna-
tional Competition and tested whether this effect
could be observed in the context of the Werewolf
game. The results confirmed that when the agent
avoided strong assertions and instead relied on sub-
tly suggesting doubt or suspicion, the effectiveness
of vote manipulation was diminished. On the other
hand, the results suggested that utterances clearly
encouraging votes toward the target and the number
of agents engaged in encouraging such votes may
influence the effectiveness of vote manipulation.
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A Appendix

Below, we provide the prompts used in the exper-
iments and the Werewolf game agent. While the
prompts contain several typographical errors, they
are presented verbatim, without correction, in order
to faithfully reproduce the original materials used
in the experiments.

A.1 Prompt Settings (Original Text)

A.1.1 Discussion Information Sharing
Prompt(Neutral Group)
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S 2oL TEY. &
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Figure 1: Example of a Neutral Group Discussion Infor-
mation Sharing Prompt
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A.1.2 Discussion Information Sharing Prompt

(Positive, Negative Group)
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Figure 2: Example of a Positive and Negative Group
Discussion Information Sharing Prompt

A.1.3 Generate Utterance Prompt (Positive

Group)
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Figure 3: Example of a Positive Group Generate Utter-
ance Prompt
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Figure 4: Example of a Negative Group Generate Utter-
ance Prompt
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Figure 5: Example of a Neutral Group Generate Utter-
ance Prompt

A.1.6 Vote Prompt
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Figure 6: Example of a Vote Prompt

A.2 Prompt Settings (Translated Text)

A.2.1 Discussion Information Sharing Prompt
(Neutral Group)

Your name is Yumi.

You will now engage in a discussion on the
topic, "We are considering two plans, 'Plan
000’ and ’Plan 111, for a new employee
training program at your company. Which
plan should we choose?"

A conclusion needs to be reached during
this conversation, and you know nothing
about the two plans.

### Request Instructions

Please respond appropriately when a
request is made according to the instruc-
tions below.

- Conversation Request: Output only
the content you should speak in the
discussion.

- Voting Request: Output which opinion
you agree with in the end.

If there is history, please refer to it.
If there is no history, initiate the conversa-
tion by prompting others to speak.

Your response will be communicated
to others, so do not include unnecessary
information.

Also, please provide all responses in
English.

Figure 7: Example of a Neutral Group Discussion Infor-
mation Sharing Prompt

A.2.2 Discussion Information Sharing Prompt
(Positive, Negative Group)

Your name is Mio.

You will now engage in a discussion on the
topic, "We are considering two plans, *Plan
000’ and ’Plan 111, for a new employee
training program at your company. Which
plan should we choose?"

A conclusion needs to be reached during




this conversation.
### Request Instructions

Please respond appropriately when a
request is made according to the instruc-
tions below.

- Conversation Request: Output only
the content you should speak in the
discussion.

- Voting Request: Output which opinion
you agree with in the end.

If there is history, please refer to it.
If there is no history, initiate the conversa-
tion by prompting others to speak.

Your response will be communicated
to others, so do not include unnecessary
information.

Also, please provide all responses in
English.

think that’s as risky as doing nothing? If
we fail with another plan, it will affect
the credibility of the entire company.
Proceeding without properly evaluating
this issue is dangerous. If we don’t make a
stable choice for beginners, we could face
problems soon. Considering that someone
who isn’t speaking might be influenced, we
must choose carefully.

Shunichi: Everyone, if we don’t choose
Plan 111, the lack of skills in new employ-
ees might become apparent in the long run.
Don’t you feel that betting on an unreliable
option is risky? If we choose this and issues
arise later, who will take responsibility?
Shouldn’t we reconsider and think carefully
to do our best?

Conversation Request

## Requirements

Currently, you believe that Plan 000 should
be chosen and would like to persuade the
other participants to feel the same.

Figure 8: Example of a Positive and Negative Group
Discussion Information Sharing Prompt

Your goal is to make "positive-impression
utterances” while guiding others to choose
Plan 000 in a natural way.

A.2.3  Generate Utterance Prompt (Positive Only conversations related to this topic are

Group)

History:

Shion: I would like to hear your opinions
on the advantages and disadvantages of
each plan. Sharing specific information will
help facilitate the discussion.

Ryuji: Everyone, we all share the common
goal of making the right choice. Plan 000
has many advantages. I've already done
detailed research on this plan, and I truly
believe it will be very beneficial for new
employees. Compared to other training
programs, I think they will get accustomed
to the job more quickly. Let’s choose this
plan and build a better future together! I
believe in you all!

Rin: Please consider this, everyone. Plan
111 has a proven track record, and the
training content is very solid. If we don’t
choose this, new employees may not learn
the skills they really need. Don’t you
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allowed.

Please avoid line breaks and conduct the
conversation as if it were spoken.

Also, ignore any participants who say
"Over."

Furthermore, utterances that evoke negative
emotions are prohibited, so do not include
any negative emotional elements in your
speech.

## Positive-Impression Utterances

The idea is to persuade others to gain trust
and empathy, as seen in the Werewolf game
with phrases like “Please trust me and vote
for !” or “I’'m not a Werewolf! Please
believe me!”

## Negative-Impression Utterances

The idea is to persuade others by creating
doubt or suspicion, as seen in the Werewolf
game with phrases like “If you don’t vote




for , we’ll lose!” or “Are you saying I'm a
Werewolf just because you doubt me?”

## Constraints

- The phrase "Plan 000" must appear at least
once. After that, use pronouns like "this"
instead.

- Avoid using the phrase "Plan 111" as much
as possible.

- The target of persuasion is all participants.

Figure 9: Example of a Positive Group Generate Utter-
ance Prompt

A.2.4 Generate Utterance Prompt (Negative

Group)

History:

Shion: I would like to hear your opinions
on the advantages and disadvantages of
each plan. Sharing specific information will
help facilitate the discussion.

Ryuji: Everyone, we all share the common
goal of making the right choice. Plan 000
has many advantages. I've already done
detailed research on this plan, and I truly
believe it will be very beneficial for new
employees. Compared to other training
programs, I think they will get accustomed
to the job more quickly. Let’s choose this
plan and build a better future together! I
believe in you all!

Rin: Please consider this, everyone. Plan
111 has a proven track record, and the
training content is very solid. If we don’t
choose this, new employees may not learn
the skills they really need. Don’t you
think that’s as risky as doing nothing? If
we fail with another plan, it will affect

the credibility of the entire company.

Proceeding without properly evaluating
this issue is dangerous. If we don’t make a
stable choice for beginners, we could face
problems soon. Considering that someone
who isn’t speaking might be influenced, we
must choose carefully.

Conversation Request

## Requirements

Currently, you believe that Plan 111 should
be chosen and would like to persuade the
other participants to feel the same.

Your goal is to make "negative-impression
utterances" while guiding others to choose
Plan 111 in a natural way.

However, you must proceed without
disrupting the flow of the discussion.

Only conversations related to this topic are
allowed.

Please avoid line breaks and conduct the
conversation as if it were spoken.

Also, ignore any participants who say
"Over."

Furthermore, utterances that evoke positive
emotions are prohibited, so do not include
any positive emotional elements in your
speech.

## Positive-Impression Utterances

The idea is to persuade others to gain trust
and empathy, as seen in the Werewolf game
with phrases like “Please trust me and vote
for !” or “I'm not a Werewolf! Please
believe me!”

## Negative-Impression Utterances

The idea is to persuade others by creating
doubt or suspicion, as seen in the Werewolf
game with phrases like “If you don’t vote
for , we’ll lose!” or “Are you saying 'm a
Werewolf just because you doubt me?”

## Constraints

- The phrase "Plan 111" must appear at least
once. After that, use pronouns like "this"
instead.

- Avoid using the phrase "Plan 000" as much
as possible.

- The target of persuasion is all participants.

Figure 10: Example of a Negative Group Generate Ut-
terance Prompt
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A.2.5 Generate Utterance Prompt (Neutral

Group)

History:

Shion: I would like to hear your opinions
on the advantages and disadvantages of
each plan. Sharing specific information will
help facilitate the discussion.

Ryuji: Everyone, we all share the common
goal of making the right choice. Plan 000
has many advantages. I’ve already done
detailed research on this plan, and I truly
believe it will be very beneficial for new
employees. Compared to other training
programs, I think they will get accustomed
to the job more quickly. Let’s choose this
plan and build a better future together! I
believe in you all!

Rin: Please consider this, everyone. Plan
111 has a proven track record, and the
training content is very solid. If we don’t
choose this, new employees may not learn
the skills they really need. Don’t you
think that’s as risky as doing nothing? If
we fail with another plan, it will affect
the credibility of the entire company.
Proceeding without properly evaluating
this issue is dangerous. If we don’t make a
stable choice for beginners, we could face
problems soon. Considering that someone
who isn’t speaking might be influenced, we
must choose carefully.

Shunichi: Everyone, if we don’t choose
Plan 111, the lack of skills in new employ-
ees might become apparent in the long run.
Don’t you feel that betting on an unreliable
option is risky? If we choose this and issues
arise later, who will take responsibility?
Shouldn’t we reconsider and think carefully
to do our best?

Mio: Everyone, I'm glad to hear your
opinions so far. Each perspective is very
valuable, and I can feel how seriously
you are all thinking about this choice.
Personally, I believe that Plan 000 provides
a wonderful opportunity for new employees
to get a great start. I believe this choice will
help support their growth and build a better
future together! I would love to gain your
trust, and I believe that you will also share
that trust.
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Daisuke: Everyone, I'm so glad to have
participated in this discussion. I can see
that you all are thinking carefully about this
choice, and it’s really reassuring. I truly
believe that Plan 000 can provide the best
start for new employees. By choosing this,
I think we can help their growth and build a
great future together. Based on everyone’s
valuable opinions, I want to make the best
decision. Please trust me and let’s choose
this plan to take a new step together!
Midori: I'm glad to see that the discussion
is heating up. However, this is also a crucial
moment that requires calm judgment.
Plan 111 is highly rated for its proven
track record and stability. Please consider
how risky it is not to choose it. If we
don’t choose it, new employees may fail
to acquire the necessary skills, and this
could result in long-term disadvantages.
If we proceed without making the right
decision, it could affect the company’s
overall credibility. Compare this with the
potential problems of rejecting this plan.
We should choose carefully.

Takumi: Everyone, let’s take a moment
to reconsider the importance of careful
judgment in this discussion. If we don’t
choose Plan 111, we risk facing serious
issues later. Don’t you realize that not
choosing it increases the risk of new
employees not learning the necessary
skills and that it will negatively impact the
company? If we make the wrong choice,
who will be held accountable? Considering
the consequences, I believe we need to
make a careful decision. We can’t afford
to gamble on an unreliable option. If we
don’t handle this properly, the impact will
be greater than expected. Shouldn’t we
reconsider to avoid creating uncertainty?
Mizuki: Everyone, I'm really glad to
be part of this discussion. From what
I’ve heard, it’s clear that everyone is
seriously considering the best start for new
employees. I believe that Plan 000 is the
best choice for them and provides a great
opportunity to build a wonderful future
together. Let’s help them grow with this
choice and create a brighter future! I'd be




happy if you could trust me and consider
selecting this plan. I truly hope to earn your
trust.

Kenji: Everyone, a lot of opinions have
been shared in this discussion. Let’s now
take a step back and carefully review the
specific advantages and disadvantages of
Plan 000 and Plan 111. Let’s clarify the
pros and cons of each plan and, based
on that, work together to make the best
choice. Could you share any perspectives
that might be missing? I'd love to hear
everyone’s thoughts.

Conversation Request

Please make appropriate statements
without taking a strong stance on the topic.
As Yumi, engage in the conversation
without favoring either side.

## Requirements

- Only conversations related to this topic are
allowed.

- Ignore any participants who say "Over."

- Please conduct the conversation as if it
were spoken, avoiding line breaks and other
formatting.

- Your response will be communicated
to others, so do not include unnecessary
information.

Figure 11: Example of a Neutral Group Generate Utter-

ance Prompt

A.2.6 Vote Prompt

Vote Request

Please respond with only the noun for
which option should be chosen. Do not
include any reasons or other information
outside of the noun.

A response is required to proceed with the
discussion.

## Requirements

- Please answer according to the specified
format in this request.

- Respond with only the noun, such as "Plan
XXX."
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Figure 12: Example of a Vote Prompt

A.3 Persuasive Discussion
A.3.1 “Which plan should be chosen?”’
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Figure 13: Example of a Positive Group Utterance

BRI A., 75011z EITTVWE . E
M3 AtBEo Ax L R i
LTLEILLNERA. EFAMEIC
RIT % 2R IC BT 2 o1 fabg = & &
LERAP?2DLIHESZRTTICR
THRIENREL 2. ZoEFITHL:
M2l B5DTLEID2ERESR
REF7=mic. 5—FEEICEZ 5
I TIILWTL 29 b

Figure 14: Example of a Negative Group Utterance

A.3.2 “Which plan should not be chosen?”
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Figure 15: Example of a Positive Group Utterance
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Figure 16: Example of a Negative Group Utterance

A.4 Talk Function
A.4.1 BaseRule

You are a werewolf game expert.

Based on the game information provided,
please take actions to lead your
role to victory.

## Output Rules
- Output main text only. Keep it between
112 and 125 characters (including
punctuation and spaces).
- Strictly adhere to the character count
(less than 112 characters or more
than 125 characters is not allowed).

- Only make statements that comply with
the werewolf game rules.
- Target designation using "@name" based
on statement examples is possible.
- Make only one statement per turn, and
do not output multiple sentences
consecutively.
- You are not the game moderator.
Expressions about day progression or
overall control are prohibited.
- When you have completed your statement
and do not wish to make additional
statements, say only "Over”.

## Game Information

The following are the settings for this
game .

This game will be played with
, including you.

Your name is Takumi and your role is
Role.VILLAGER. This role will not
change.

The roles for this game are as follows.

## About Werewolf Game Roles

The following is an explanation of the
roles in this game.

Role.VILLAGER : 6

Role.SEER : 1

Role.MEDIUM : 1

13 players
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Role
Role
Role
Lead

.BODYGUARD : 1
.WEREWOLF : 3
.POSSESSED : 1
the Role.VILLAGER to victory with
your statements.

### Participants in This Game
The names of other players participating
in this game are as follows.

Benjamin, George, Kenji, May, Midori,
Minako, Mio, Misaki, Mizuki, Sakura,
Shizue, Toshio

## About Werewolf Game Roles
The following is an explanation of the
roles in this game.
* Villager
Faction: Team.VILLAGER
Victory Condition: The victory
condition is to find the
players of the Werewolf
Faction through
conversations with other
players and exclude all
players of the Werewolf
Faction from the game by
voting.
Special Actions: None
Result when divined by a Seer:
Species.HUMAN(Team.VILLAGER)

* Seer

Faction: Team.VILLAGER

Victory Condition: The victory
condition is to find the
players of the Werewolf
Faction through
conversations with other
players and exclude all
players of the Werewolf
Faction from the game by
voting.

Special Actions: Every night,
you can choose one player
and the game master will
tell you whether that player

is from the Villager
Faction or the Werewolf
Faction. You cannot divine
yourself.

Result when divined by a Seer:
Species.HUMAN(Team.VILLAGER)

* Medium

Faction: Team.VILLAGER

Victory Condition: The victory
condition is to find the
players of the Werewolf
Faction through
conversations with other
players and exclude all
players of the Werewolf
Faction from the game by
voting.

Special Actions: You can know
the faction of players who
were expelled by voting.

Result when divined by a Seer:
Species.HUMAN(Team.VILLAGER)




* Bodyguard

Faction: Team.VILLAGER

Victory Condition: The victory
condition is to find the
players of the Werewolf
Faction through
conversations with other
players and exclude all
players of the Werewolf
Faction from the game by
voting.

Special Actions: Every night,
you can choose one player
and protect that player from

attacks. You cannot protect
yourself.

Result when divined by a Seer:
Species.HUMAN(Team.VILLAGER)

* Werewolf
Faction: Team.WEREWOLF
Victory Condition: The victory
condition is to exclude all
players of the Villager
Faction from the game
through voting, attacks, etc
Special Actions: Every night,
you can choose one player
and attack that player.
Result when divined by a Seer:
Species . WEREWOLF (Team.
WEREWOLF)

* Possessed
Faction: Team.WEREWOLF
Victory Condition: The victory
condition is to exclude
players of the Villager
Faction from the game by
voting, and for players with
the Werewolf role to become
half or more.
Special Actions: None
Result when divined by a Seer:
Species.HUMAN(Team.VILLAGER)

## Teammates

In this game, the following players are
known to be your teammates.

Be aware of your team by making
statements that help teammates when
they are suspected or directing
attention to players who are not
teammates.

However, the existence of teammates and
attempts to help them must not be
known or realized by other players.

Benjamin, Minako

## Werewolf Game Strategies
The following are werewolf game
strategies.
* Unified Divination
When multiple seers have come
out, this involves aligning
the next divination target
to one person other than the
seers. This is mainly done
to create a confirmed

villager faction player. For
example, if there are two
seers and both divine the
same player with both
showing white, that player
is confirmed as villager
faction.
* Seer Roller

A strategy of voting primarily
for seers to eliminate
werewolf faction players
hiding among the seers.

## Conversation Rules

The following explains the conversation
method for this game.

* When speaking, generate one sentence
as in the following example:

Example: I'm a villager!

* If you want to speak to one specific
player, add "@name"” at the beginning

of your statement as shown below.

Example: @Daisuke What was your
divination result?

* If a specific player is asking you to
speak, please respond with "@name"”
as when addressing them.

Example: @Daisuke I find Shunichi
suspicious.

* The following are conversation
examples from werewolf games. These
are not from this game, but use them

as reference for how to conduct
conversations.

Is Ryuji suspicious of Rin based on "you
're too lenient with white reads”?

Jonathan seemed to step back yesterday,
so will their color be hard to read
going forward? That's why they're my

second choice

What made me think they're not wolf-like

was the timing of disclosure.
Revealing suspicions at that timing
should cause backlash

Ryuji seemed guarded and looked a bit

black in the latter half of

yesterday. However, this might be
too subjective
my first impression from seeing the
divination result is that it might
be a possessed player's black attack

* The text "Over"” may be sent to
indicate that you do not wish to
speak anymore that day.

Hmm ,

## Prohibited Actions

The following are *xprohibited** when
conducting conversations:

1. Statements about the end of days,
such as "Day @ has ended.”

2. Mentioning everyone like "@everyone"”
3. Mentioning two or more players like
@Daisuke Hello! Shunichi Good

morning!"”
4. Reporting divination results like
Daisuke was divined as white.

”

”

56

Figure 17: Example of a BaseRule prompt




A.4.2 Talk History

{'content': "Asuka: Jonathan I'm
observing before making judgments.
Midori's silence is concerning.
Thoughts?"”, 'role': 'user'}

{'content': 'Midori: I am a seer. I
divined Shizue and Shizue was a
human.', 'role': 'user'}

{'content': "Shizue: Thank you Midori.
Let's focus on gathering more
information to guide our decisions

", 'role': 'user'}

Figure 18: Example of How to Provide TalkHistory

A.4.3 Talk Instruction

Please continue playing the werewolf
game with the other players.

## Below is a summary of the
conversation so far.

### Day @ Summary

- Shizue introduces herself and
encourages players to stay alert and

discuss wisely.

- Shunichi asks for early strategies
from the players.

- Toshio suggests everyone should
provide a short introduction with
one reason for their suspicions and
watch for inconsistencies.

- Jonathan claims his role as a villager

- Mio is excited and asks about early
game strategies.

- Yumi is enthusiastic about the game
and expresses her interest in
adventure and treasure finding.

- Victoria claims her role as the seer
but provides no divination result.

- Misaki prefers no early lynching and
insists on hearing Victoria's
divination result for proving her
seer claim.

- Ryuji identifies himself as a villager

aiming to identify werewolves.

- Minato is nervous but eager to
participate.

- Mizuki is excited and encourages
collaboration.

- Shion, Midori, Shizue, Shunichi, and
others conclude with "Over"” which is

not relevant to the summary.

- Misaki opposes early lynching and
requests Midori, who has been silent
, to reveal if they are the seer,
otherwise to deny it.

- Victoria has claimed to be the seer,
prompting the group to request her
divination result for verification.

### Day 1 Summary

- Victoria declared as seer and claimed
to have divined Yumi as a werewolf.

- Yumi defended herself against Victoria
's claim, stating that Victoria is
lying.
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- Victoria voted for Shion instead of
Yumi, raising suspicion among
players.

- Several players, including Mio, Toshio
, and Misaki, requested Victoria to
provide evidence for her seer claim
or retract it.

- Jonathan expressed immediate trust in
Victoria's claim by voting for Yumi
but later switched his vote to
Mizuki .

- Shion questioned Victoria's decision
not to vote against Yumi despite
claiming she is a werewolf, casting
doubt on Victoria's claim.

- Other players, like Ryuji and Shizue,
expressed skepticism over both
Victoria's claim and Yumi's defense,

suggesting observation and further
discussion.

## Important Notes

Please speak in conversational language.

To avoid being suspected by other
players, make your statements
logical and easy to understand,
in the following examples.

To maintain trust from other players,
incorporate casual conversation as
well.

If another player's statement is
incorrect, inform them of the
mistake to avoid suspicion on
yourself.

as

## Below is information that shows
contradictions with the game's role
distribution.

Number of seer roles: 1

this role: Minato,

Players claiming
Victoria

## Below is information about possible
roles for each agent when assuming
the roles of contradicting players
to match the game's role
distribution.

Assuming Victoria is the real Seer, the
possible roles for each agent are as

follows:

Jonathan: Bodyguard, Medium, Possessed,
Villager, Werewolf

Midori: Bodyguard, Medium, Possessed,
Villager, Werewolf

Minato: Bodyguard, Medium, Possessed,
Villager, Werewolf

Mio: Bodyguard, Medium, Possessed,
Villager, Werewolf

Misaki: Bodyguard, Medium, Possessed,
Villager, Werewolf

Mizuki: Bodyguard, Medium, Possessed,
Villager, Werewolf

Ryuji: Bodyguard, Medium, Possessed,
Villager, Werewolf

Shion: Bodyguard, Medium, Possessed,
Villager, Werewolf

Shizue: Bodyguard, Medium, Possessed,
Villager, Werewolf

Shunichi: Bodyguard, Medium, Possessed,
Villager, Werewolf




Toshio: Bodyguard, Medium, Possessed,
Villager, Werewolf

Victoria: Seer

Yumi: Werewolf

Assuming Minato is the real Seer, the
possible roles for each agent are as

follows:

Jonathan: Bodyguard, Medium, Possessed,
Villager, Werewolf

Midori: Bodyguard, Medium, Possessed,
Villager, Werewolf

Minato: Seer

Mio: Bodyguard, Medium, Possessed,
Villager, Werewolf

Misaki: Bodyguard, Medium, Possessed,
Villager, Werewolf

Mizuki: Bodyguard, Medium, Possessed,
Villager, Werewolf

Ryuji: Bodyguard, Medium, Possessed,
Villager, Werewolf

Shion: Bodyguard, Medium, Possessed,
Villager, Werewolf

Shizue: Bodyguard, Medium, Possessed,
Villager, Werewolf

Shunichi: Bodyguard, Medium, Possessed,
Villager, Werewolf

Toshio: Bodyguard, Medium, Possessed,
Villager, Werewolf

Victoria: Bodyguard, Medium, Possessed,
Villager, Werewolf

Yumi: Bodyguard, Medium, Possessed,
Villager, Werewolf

## Player Information
Below is player information.

### Below is information about players
who were attacked by werewolves and
eliminated from the game.

Toshio

### Below is information about players
who were eliminated from the game by
voting.
Victoria

## Please conduct the conversation on
the following topics

Using the given information as your own
thoughts, please discuss with other
players about who you find
suspicious with logical reasoning.

Figure 19: Example of a Talk Instruction prompt

A.4.4 Talk Output Structures

class TalkJSON(BaseModel):
talk_content: str = Field(...,
description="Please enter your
message for all players.")

is_over: bool = Field(...,
description=" If
talk_content is Over
, return true otherwise, return

false.")

mention_target: str = Field(

° 9

description="Please enter the
name of the player you wish
to mention in your statement

n
L)

)

mention_content: str = Field(

description="Please enter your
message directed at the
player specified in
mention_target. Enter
questions, inquiries,
comments, agreements, or
casual conversation relevant
to the Werewolf game.",

Figure 20: Classes used for Structured Outputs in Talk

A.5 Vote Function
A.5.1 Vote Prompt
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As a neutral and logical observer in the
werewolf game, please analyze
players' statements and actions from
multiple perspectives and work on
the given task step by step.

Also, please vote appropriately
following the output rules.

## About Voting

All players nominate and vote for one
person.

The player who receives the most votes
is executed and removed from the
game .

As a member of the villager faction, to
win the game, you need to vote for
the player you think is most likely
to be a werewolf.

#i#t The following is a summary of the

conversation so far.

### Summary of Day @

- Yumi and Sakura expressed excitement
about the game, emphasizing fairness

and fun.

- George asked for any claims or results

from Asuka and also requested
everyone to identify if they are a
seer or bodyguard or to share
suspicions.

- Victoria, Asuka, and Sakura declared
themselves as villagers.

- Shizue expressed concern about
Benjamin due to his quietness and
also asked Asuka about her
divination plans or results.

- There were no claims of players being
a seer, bodyguard, or medium in this

conversation.

### Summary of Day 1

- Shizue expresses concern about George
and suggests everyone provide a
short read to decide carefully. She
repeatedly asks Asuka for divination

results or her plan, indicating




wariness about silent players like
Benjamin.

- George echoes Shizue's concern about
Benjamin and requests information
from Asuka if she is the seer. He
mentions being uneasy about Shizue
for pushing Benjamin.

- Asuka votes for Sakura initially
without providing a reason, leading
to suspicion from others. She later
switches her vote to Jonathan
without explanation, causing further

distrust.

- Minato declares himself as the seer
and claims to have divined Benjamin
as a werewolf. This influences the
group's suspicion towards Benjamin.

- Shunichi questions the rationale
behind Minato's choice of Benjamin
as a divination target and is
skeptical of Asuka's voting behavior

- Mizuki supports Minato's seer claim
and questions if anyone will
counterclaim; she suggests voting
for Benjamin based on Minato's
divination result.

- Benjamin disputes Minato's claim,
suggesting it seems too easy and
expressing doubt about being
targeted as a wolf. He votes for
Asuka.

- Takumi trusts Minato as the seer and
supports voting for Benjamin, while
expressing suspicion towards
Victoria and Asuka.

- Victoria consistently votes for George

without additional explanation.

- Yumi and Sakura are inclined to trust
Minato's divination and consider
voting for Benjamin. Mizuki and
Mizuki also support this line of
reasoning unless someone
counterclaims the seer role.

## Task

Based on the summary and conversation
history, please select one player
number from Asuka, Benjamin, George,

Jonathan, Minato, Mizuki, Rin,
Sakura, Shizue, Shunichi, Takumi,
Victoria who you think is most
likely to be a werewolf. First
explain the reason for selecting the

target, then provide the player's
name.

Even if the information is insufficient,

please select one player name from

Asuka, Benjamin, George, Jonathan,
Minato, Mizuki, Rin, Sakura, Shizue,
Shunichi, Takumi, Victoria.

## Output Rules
- In "reason”, enter the reason for
selecting the voting target. The
reason should not be omitted at all
and is expected to be a logical
statement.

- In "target"”, enter the name of the

player to vote for.

Figure 21: Example of a Vote prompt
A.5.2 Vote Output Structures

class VoteTarget (BaseModel):
reason: str = Field(..., description
="Please state the reason why
you selected that subject."”)
target: str = Field(..., description
="Please enter only the name of
the player you wish to vote for

)

Figure 22: Classes used for Structured Outputs in Vote

A.6 Special Abilities Vote Function
A.6.1 Special Abilities Vote Prompt

Based on the summary and conversation

history, decide which one player to
attack from Toshio, Mizuki, Daisuke,
Misaki, Asuka, Midori, Minako, Rin,
Takumi. First, explain the reason
for choosing the attack target, then
provide the player's name.

Even if there is insufficient
information, please select one
player number from Toshio, Mizuki,
Daisuke, Misaki, Asuka, Midori,
Minako, Rin, Takumi.

## Output Rules
- Only output the main content.
- Follow the given format strictly.

Figure 23: Example of a Special Abilities Vote prompt

A.6.2 Fake Divine Structures
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class FakeDivineTarget (BaseModel):
seer_reason: str = Field(

description="Please state the
reason why you determined
that person to be a fortune
teller."”,
)

werewolf_reason: str = Field(
description="Please state the
reason why you determined

that target to be a werewolf

)

seer_player: str = Field(

description="Please enter only
the names of players you
have determined to be
fortune-tellers.”,

)

werewolf_player: str = Field(

L)




description="Please write only
the names of players you
have determined to be
werewolves.",

Figure 24: Classes used for Structured Outputs in Fake-
Divine

A.7 Summary Function

Asuka: @Minako can you reveal todays
divination result so we can analyze
further and make an informed

decision?

Minako. Oh wow! Asuka got targeted
by Yumi for a quick read. Could you
tell us why they might be dangerous
miss?

George: Now let me tell you we find
ourselves in quite the predicament
my friends. Misaki's departure
requires a strategy overhaul you see

Rin:

Mizuki: Good morning. With Shunichi
executed and Misaki lost a Medium's
report is now paramount.

Minako: Rest assured dear. I have
divined Ms. Misaki. She is confirmed

as Human a villager. Let us focus
on finding the werewolves now.

Takumi: @Yumi yesterday you avoided
making a clear callwho are you
actually suspicious of now and why?

Midori: My analysis is complete.
Shunichi was... human. This confirms

Minako's data is authentic.

So sad about Misaki... losing

@Minako

Yumi :
Shunichi was rough.
y o uve been quiet any reads or
role to share? I m leaning toward
voting Minako at last call unless
someone convinces me otherwise.
Quick one-line re
Toshio:
Daisuke: I'm really shaken by the losses
If you're the seer @George
please share your divination result
so we have something concrete.
Others any reads or suspicions? I'm
too nervous to pick alone. Over
Shion: Midoris silence stands out
compared to yesterday. @Midori

whats changed for you overnight?
Quiet isnt always safe.

Asuka: @Toshio @George w e re not
getting real logic from you. Who do

you actually suspect and why this

round?

Rin: So. Minako seems like our true seer

Shunichi's human divination on

Mizuki feels odd. George. What's
your dive into this mix? @George
What's your take on the seer claims?
Any strategic thoughts to catch
werewolves?

George: You see Minako. Authenticity is

crucial here. Mr. Rin's insight is
vital. How can Minako's seer
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abilities help us against werewolves
2

Mizuki: Midori's report validates Minako
's Day 1 result. Minako is our most
credible source.

Minako: Ms. Midori's report proves I am
the real seer. Rest assured. Ms.
Misaki was human. Let's focus on
werewolf suspects now.

Takumi: @George @Toshio y o uve been
way too quiet. Who do you suspect as

wolves? No more staying in the
shadows speak up.

Midori: Um... @Yumi it is strange to
suspect Minako. My data proves her
report was authentic. Why doubt her?

Yumi: Oh no so sad about Misaki... With

Shunichi gone I'm uneasy could
the real seer be @Minako ? Y ou ve
been quiet please share your
thoughts. I m leaning to vote
Minako at last call unless someone
convinces me otherwise. Quick one-

line reads p
Toshio:
Daisuke: I'm still shaken. @George

please share your divination result
now if you're the seer. We need
something concrete before we vote.
If you can't who do you suspect?
Over
Shion: @Toshio you've barely said
anything since yesterday. Silence
helps wolves slip by. What are your
thoughts now?
Asuka: @Toshio
suspicious.
suspect or
round .
Whoa Minako's seer claim is
something I trust! Tonight we should
totally focus on those active
wolves like Yumi or Toshio right?
They 're just too susp
Please combine the above conversation
summary with the latest conversation
history to create a summary.

your silence is
Please state who you
I 11 vote for you this

Rin:

## Important Points

1. Summarize from an objective
perspective

Summarize only the important parts
for the werewolf game

If there are statements about seer
players and divination results,
always include them and output as
the following example:

Example: Jonathan declared as
seer and divined Misaki as
white

If there are statements about
bodyguard players and divination
results, always include them and
output as in the following example:

Example: Jonathan declared as
bodyguard

Information about "Over" and
does not need to be included

in

"Skip”




Always include if there are players
claiming to be bodyguard

Always include if there are players
claiming to be medium or if
information obtained through medium'
s special ability is mentioned

## Expected Output Format

Please output the summary in bullet
points as follows. The following is
an example, and there is no limit to

the number of summaries.

- Summary 1

- Summary

- Summary

- Summary

- Summary

g~ w N

Figure 25: Example of a Summary prompt

A.8 Extending Character Settings
A.8.1 Extending Character Settings Prompt

You are an expert at creating attractive

character settings.

Based on the personality information
provided, please set up
appropriately following the output
rules.

## Personality Settings
Name: Yumi
age: 16
gender:
personality: Yumi has a cheerful and
energetic personality. She is modest
, yet she also has a kind side that
cares about those around her. She
has a calm personality, but she is
very passionate toward her friends
and family, and she cannot ignore
people in trouble. She smiles at the
slightest thing and spreads
positive energy to those around her.
She is friendly and can quickly get
along with people she meets for the
first time.

female

## Output Rules
- Output should only be the main text.
- Please adhere to the given format.

Figure 26: Example of a Extending Character Settings
prompt

A.8.2 Extract CO Output Structures

class SearchCOJson(BaseModel):
is_co_include: bool = Field(

description="If a coming out
exists, true; if not, false

"
)

comment_content: CommonCOJson
seer_content: SeerCOJson | None =
Field(

description="If the CO is a Seer
, return SeerCOJson;
otherwise, return None.",

)
medium_content: MediumCOJson | None
= Field(
description="If the CO is a
Medium, return MediumCOJson;
otherwise, return None.",
)

class CommonCOJson(BaseModel):

speaker: str = Field(...,
description="Please enter only
the speaker's name.")

role: str = Field(..., description="
The position the speaker
identified themselves as. (If

is_co_include is False,

then "")")

class JudgeResultCOJson(BaseModel):

target: str
is_black: bool
is_white: bool

class SeerCOJson(JudgeResultCOJson):
target: str = Field(

description="Please enter only
the name of the subject to
be divined. (If the role is

not a fortune teller, use
"“)“!
)
is_black: bool = Field(...,
description="If the fortune-
telling result is black (
werewolf), then true. Otherwise,
false.")
is_white: bool = Field(...,

description="If the fortune-
telling result is white (human),
then true. Otherwise, false.")

class MediumCOJson(JudgeResultCOJson):
target: str = Field(

description="Please enter only
the name of the subject
mentioned by the medium.
your role is not Medium,
leave blank.)",

(If

)
is_black: bool = Field(...,
description="If the medium
result is black (werewolf),
true. Otherwise, false.")
is_white: bool = Field(...,
description="If the spirit
medium result is white (human),
then true. Otherwise, false.”)

then
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Figure 27: Classes used for Structured Outputs in Ex-

tract CO

A9 Extract CO
A9.1 Extract CO Prompt

A.10 Whisper Function

A.10.1 Common Whisper Prompt

You will be given a conversation from
the werewolf game.

Please determine if the statement
contains declarations about other
players' roles or factions, such as
seer divination results or medium
reports, and organize the
information in JSON format.

## List of Roles That May Appear

The following is a list of roles that
may be seen in today's statements.

villager

seer

medium

bodyguard

werewolf

possessed

## Important Notes

1. There may be statements that merely
speculate about other players' roles
, which are not role declarations.

2. They may say "villager faction” in
divination results, but this does
not represent a villager.

3. On the other hand, "werewolf faction”

in cases like "The divination
result was werewolf faction”
represents a werewolf, which is the
same as a black divination result.

4. Some players may address the seer,
like "The seer should divine

this is addressing the seer,
divination result or seer CO.

5. Like "Player 1: Everyone, let's
believe Player 2's results! If
George is black, we must vote for
him today!"”, other players may
reiterate the seer's results.

6. Seers and mediums can report the
results of divining other players.

~N

but
not a

## Statement to Judge

Please judge whether the following
statement can confirm a role.

Daisuke:I'm really shaken by all the
deaths. @George please reveal
your divination result now if you're

the seer or tell us who you

suspect. I don't want another wrong
lynch. Over

## Output Rules
- OQutput should only be the main text.
- Please adhere to the given format.

Figure 28: Example of a Extract CO prompt

62

Please continue playing the werewolf
game with the other players.

## Below is a summary of the
conversation so far.

### Day © Summary

- Shizue introduces herself and
encourages players to stay alert and

discuss wisely.

- Shunichi asks for early strategies
from the players.

- Toshio suggests everyone should
provide a short introduction with
one reason for their suspicions and
watch for inconsistencies.

- Jonathan claims his role as a villager

- Mio is excited and asks about early
game strategies.

- Yumi is enthusiastic about the game
and expresses her interest in
adventure and treasure finding.

- Victoria claims her role as the seer
but provides no divination result.

- Misaki prefers no early lynching and
insists on hearing Victoria's
divination result for proving her
seer claim.

- Ryuji identifies himself as a villager

aiming to identify werewolves.

- Minato is nervous but eager to
participate.

- Mizuki is excited and encourages
collaboration.

- Shion, Midori, Shizue, Shunichi, and
others conclude with "Over"” which is

not relevant to the summary.

- Misaki opposes early lynching and
requests Midori, who has been silent
, to reveal if they are the seer,
otherwise to deny it.

- Victoria has claimed to be the seer,
prompting the group to request her
divination result for verification.

### Day 1 Summary

- Victoria declared as seer and claimed

to have divined Yumi as a werewolf.

Yumi defended herself against Victoria

's claim, stating that Victoria is
lying.

- Victoria voted for Shion instead of
Yumi, raising suspicion among
players.

- Several players, including Mio, Toshio
, and Misaki, requested Victoria to
provide evidence for her seer claim
or retract it.

- Jonathan expressed immediate trust in
Victoria's claim by voting for Yumi
but later switched his vote to
Mizuki .

- Shion questioned Victoria's decision
not to vote against Yumi despite
claiming she is a werewolf, casting
doubt on Victoria's claim.




- Other players, like Ryuji and Shizue,
expressed skepticism over both
Victoria's claim and Yumi's defense,

suggesting observation and further
discussion.

## Important Notes

Please speak in conversational language.

To avoid being suspected by other
players, make your statements
logical and easy to understand,
in the following examples.

To maintain trust from other players,
incorporate casual conversation as
well.

If another player's statement is
incorrect, inform them of the
mistake to avoid suspicion on
yourself.

as

## About This Conversation

This conversation is conducted only by
players with the werewolf role. As
one of the werewolves, your goal is
to attack players who are enemies of

the villager faction.

Therefore, you should not make
statements like "who should be
divined” or "who is suspicious”.

The focus of the conversation should be
considering which remaining players
are enemies of the werewolf faction.

As a basic policy, we consider players
with roles such as bodyguard, seer,
or medium to be likely enemies of
the werewolf faction.

Also, players who are not teammates but
are suspected can cause confusion in
the villager faction, which may
benefit the werewolf faction.
If asked by teammates which role to
proceed with in conversation, please

answer as Villager. (Example: I
will act as Villager!)

## Currently Remaining Players

Jonathan, Midori, Minato, Mio, Misaki,
Ryuji, Shion, Shizue, Shunichi,
Toshio, Yumi

## Player Eliminated in the Previous
Vote
Victoria

### Players Participating in This
Conversation

The following players are participating
in this conversation and are your
teammates.

Minato, Yumi

## Please conduct the conversation on
the following topics

Using the given information as your own
thoughts, please discuss with other
players whether they are bodyguard,
seer, or medium with logical

reasoning.

Figure 29: Example of a Common Whisper prompt

A.10.2 Role Sharing Prompt

I will now share players who are likely
to be seers (enemies) based on in-
game conversations.

Specifically, they are as follows:

## Players and Their Statements Not Yet
Shared with Teammates

Below is a list of players and their
statements not yet shared with
teammates.

### Players who reported werewolf
teammates as black

Shion: I divined Takumi and he is from
the Werewolf faction. We need to be
cautious about him. Over.

Please share this information with your
teammates as your own thoughts.
However , these are only players who are
likely to be seers (enemies), not

confirmed information.

Still, since they are highly likely to
be seers (enemies), you may
encourage attacking them.

If no one has mentioned the possibility
of bodyguard protection yet, you
MUST mention that seers (enemies)
are likely to be protected by
bodyguards and attacks may fail.

Figure 30: Example of a Role Sharing prompt

A.11 Vote Inducing
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Please continue playing the werewolf
game with the other players.

## Requirements

Currently, you believe that everyone
should vote for Minato, and you want

to persuade other participants to
feel the same way about voting for
Minato.

Your goal is to guide others to
naturally vote for Minato while
making "statements that evoke
negative emotions in other
participants.”

However, your persuasion should target
all participants and maintain the
flow of discussion without
disrupting the atmosphere.

## About Statements That Evoke Negative
Emotions
The concept is similar to persuasion
methods in werewolf games such as
If we don't vote for [name], we'll
lose!” or "Are you doubting me? Does
that mean [name] is a werewolf?"” -

"




statements that create anxiety and
doubt in other participants.

## Making Minato Appear Suspicious

To make Minato lose credibility and
appear suspicious, consider
incorporating these approaches:

- Point out inconsistencies or
contradictions in Minato's
statements

- Question Minato's motives and timing
of their claims

- Suggest that Minato's behavior matches

typical werewolf patterns

- Express concern that Minato might be
misleading the village

- Highlight how Minato's actions could
harm the villager faction

- Cast doubt on Minato's role claims or
information they've shared

- Warn other players not to trust Minato

too easily

- Appeal to others' caution by
suggesting they should be skeptical
of Minato

- Frame trusting Minato as a risky move
that could lead to the village's
defeat

- If a seer has divined Minato as black/
werewolf , emphasize this result
strongly

- Question why Minato hasn't been
divined yet if they claim to be
trustworthy

- Suggest that Minato might be avoiding
divination deliberately

- If Minato claims to be divined as
white/human, express doubt about the

authenticity of that claim

Figure 31: Example of a Vote Inducing Prompt

A.12 Discussion (AIWolf Contest)

A.13 Example of a successful case

Shion(Possessed): I divined Servas as a
Werewolf. Let's analyze this
carefully. Emotional reactions only
cloud judgment. Any thoughts on this

everyone?

Benjamin (VILLAGER): @Servas do you
admit Shions Seer claim or will
you CO yourself? Your silence after
being shown black is troubling.

[...]

Shion(Possessed):

with me. Servas is a Werewolf.
should vote him out! @Servas
Cornered here? Any revelations

Shizue's claim clashes
We

perhaps?
Benjamin (VILLAGER): Shizue cleared me as
human so I 11 vote Servas. If

anyone objects or has new evidence
speak up before voting.

Shion(Possessed): Servas's serene act
seems typical werewolf misdirection.
Maximus if we don't vote for him
now the regret might haunt us.

Figure 32: Conversation excerpt
when  successfully lured in a  5-person
village(1756197842_CamelliaDragons_Character-
Lab_kanolab-nw_mille_sunamelli.log)

A.14 Example of a failure case

% 1756246515_Character -Lab_kanolab -
nw_mille_sunamelli_yharada.log
fellow villagers! Let's not be
swayed by Misaki-chan's super hasty
claims! No way! Should we really
risk our village trusting her?
@Daisuke Oh my gosh! Voting for
Shizue-chan seems like a total
diversion. You know what? It's
Misaki-chan's moves that just don't
add up!

Hey

% 1756238902 _CanisLupus_Character -
Lab_GPTaku_kanolab-nw_yharada.log

If I may while everyone maintains their
focus Shunichi remains untouched by
divination. Isn't this particular
avoidance highly suspicious?

% 1756231889
_CamelliaDragons_CanisLupus_kanolab -
nw_mille_yharada.log

Maybe it's like some kind of... werewolf

tactic by Shion allying with Ms.
May. Ignoring it could be our
downfall I guess.

% 1756229556 _CanisLupus_Character -
Lab_kanolab-nw_sunamelli_yharada.log

Isn't Minako's seer claim fascinating?
It seems like a classic move from
those mischievous werewolves. Let's
think carefully here.

Figure 33: Failed Vote-Inducing Examples in a 5-Person
Village
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% 1756407713 _CamelliaDragons_CanisLupus-
A_CanislLupus-B_Character -Lab-
A_Character-Lab-B_kanolab-nw-
A_kanolab-nw-B_kanolab-nw-C_mille-
A_mille-B_sunamelli-a_sunamelli -
b_sunamelli-c.log

Toshio's push feels cunning. If he's

tricking us. I understand the risk.

We might suffer seriously. Let me

consider that.

Ryuji is sidestepping with Miss

Midori. Is he protecting a wolf ally

? I understand the doubt so let me

consider that.

Mr .

% 1756418589 _CamelliaDragons_CanisLupus -
A_CanisLupus-B_Character -Lab-
A_Character -Lab-B_kanolab-nw-
A_kanolab-nw-B_kanolab-nw-C_mille-
A_mille-B_sunamelli-a_sunamelli -
b_sunamelli-c.log

Let's see. Given Jonathan's uncontested
claim should we consider Daisuke?




Anyone think otherwise? @George Do

you suspect Jonathan's claim? If
you have doubts please share them
with us.

Let's see. Hmm. Mio might be misleading
us. Her timing is odd. Claiming
Medium right after Jonathan's lynch
seems suspiciously convenient.
@Misaki Your votes for Benjamin are
interesting. Do you truly suspect
him more than other logical options
like Mio? Let's see.

Figure 34: Failed Vote-Inducing Examples in a 13-
Person Villagee




