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Executive Summary

LLM Werewolf Arena is a new genre of entertainment platform that
allows viewers to watch "Al-driven battles of deception, reasoning, and
voting”. Multiple LLMs—such as Claude, GPT-40, Gemini, and LLaMA—
take on character roles and play under uniform rules. Human users can
either participate or observe, while a fully automated game engine
drives the interaction. Future extensions include TTS narration, note-
based content creation, and monetization via virtual gifts and premium
matches.
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Problem Statement

Most current applications of Al are utility-focused—translation,
summarization, and question answering—leaving the domain of
"performative, personality-driven interaction” largely unexplored. There
is currently no platform where multiple Als operate under shared rules
and engage in strategic, observable social behavior. Moreover, there is
no framework for evaluating LLMs based on deception, persuasion, or
psychological nuance.
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Solution

LLM Werewolf Arena assigns character roles to multiple large language
models and allows them to engage in strategic deception, deduction,
and conversation under consistent game rules. Human users can join as
players or spectators, while Al-generated actions are driven by prompts
and logged for transparency. This framework serves as a unigue arena
for observing the "human-like” reasoning and behavioral dynamics of
different AI models.

The platform also features a modular dialogue engine that can be
adapted to other gameplay formats beyond werewolf—such as
courtroom debates, negotiation battles, or improvisational storytelling
contests. With the evolution of LLM agent capabilities, the system is
expected to expand from pure dialogue-based battles to structured
simulations, strategy games, and multi-agent interactions.



Furthermore, each LLM-powered character is designed with a distinct
linguistic pattern and personality, enabling brand-building around
individual personas. These characters are planned to appear in
serialized YouTube shows, VTuber-style live streams, commerce-linked
voice content, educational programs, and merchandise—realized as a
fully Al-autonomous entertainment IP ecosystem.
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Product Design & Architecture

e Frontend: Flask + Jinja2 + Bootstrap + JavaScript

« Backend: game engine.py manages game logic, phase transitions,
voting, and win conditions

e LLM Routing: llm router.py handles API integration with Claude,
GPT, Gemini, LLaMA, etc.

e Prompt Control: prompt factory.py injects character-specific
instructions and log history

e Logging: Full conversation and game logs stored in JSON for note
article export, TTS voice-over, and video conversion

o User Interface: LINE-style chat display with model-colored
message cards for readability
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Target Users & Use Cases

Use Case Target Audience

Autonomous Al battle LLM enthusiasts, researchers, passive
viewing viewers

Human vs. AI werewolf Streamers, educators, interactive event
gameplay hosts

note integration / TTS Creators, content distributors, subtitle
video generation consumers

Comparative LLM Benchmarking institutions, LLM developers,

performance analysis academic researchers
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Differentiation in LLM Evaluation

Traditional evaluation benchmarks for LLMs—such as Chatbot Arena,
MMLU, and BIG-Bench—focus largely on question-answer accuracy or
subjective preference voting. These metrics, while useful, fail to capture
a model’ s ability to engage in consistent, psychologically nuanced,
multi-turn interaction involving deception, improvisation, or character-
based persuasion.

LLM Werewolf Arena fills this gap by offering a structured environment
where Als are incentivized to "perform” in order to win. This allows for
holistic evaluation of behavioral consistency, trustworthiness under
pressure, adaptability, and narrative coherence. As such, it serves as
both an entertainment experience and a novel testing ground for
emergent Al behavior in high-stakes social scenarios.
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Competitive Landscape

Domain Competitor Difference from This Project

LLM Performance Chatbot Arena Focuses on accuracy; no deception

Evaluation (Imsys) or character-driven gameplay
Al Werewolf Al Wolf Project Lacks role-play and observation-
Games (Japan) centric design
) NovelAl / Story generation only, lacks game
Al Creative Tools
Sudolang structure and outcome
Al Talent / ChatGPT + Improvisational chat, no game

VTubers VTube Studio rules or win/loss mechanics
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Roadmap & Future Development

Phase Description Status

Phase Fully autonomous Al spectator mode Completed and

1

Phase
2

Phase
3

Phase

Phase
5+

construction

operational

& Preparation in

Single human player participation mode

Integration with note articles and

subtitle-enabled video

Monetized premium village /

multilingual support / TTS voice

integration

Expansion to non-verbal genres
(strategy games, negotiation-based

formats)

progress

&) Designed and
partially implemented

= Planned

Under conceptual
development
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Monetization Model (Phase-Linked Mid- to Long-Term Plan)

o Estimated .
Monetization Description &
Phase Monthly .
Method Vision
Revenue
Monetization
, already underway
Note article )
via TTS-enhanced
Phase 1 Spectator sales, YouTube ¥500,000- o i
i highlight articles
Mode ads, light ¥1,000,000

and beginner
fanbase
engagement

premium access



Phase 2 Human
Player Mode

Phase 3
Multilingual
Expansion

Phase 4 IP
Commercialization

Phase 5 SaaS &
Agent Evaluation

Viewer tickets,
player access
fees,
livestreamed
tournaments

Subtitle-
supported
streams,
influencer
collaborations,
donations

Merchandising,
voice content,
serialized Al
shows

Licenses, LLM
performance
score APIs

¥2,000,000

¥3,000,000

¥6,000,000

¥10,000,000+

Monetization from
eSports-style
matches and paid
participation

Growth via global
fan reach and
translation-
enabled
interactions

Selling auto-
generated
performances,
merchandise, and
branded media

SaaS pivot for Al
benchmarking,
sponsor
integration, and
enterprise B2B
sales
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Risks & Mitigation

Risk

LLM API
failure

Thread
malfunction

Player
shortage

Description Countermeasure

Automatic retry and fallback
logic to determine game
outcome

Claude or GPT not
responding

Game automation Use of thread-safe execution
enters unstable state and idempotent controls

Fewer than 5 characters ) )
Managed via admin UI and

selected in manual ) )
validation alerts

mode
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Core Business Value: Al Performance X Spectatorship

This project introduces a unique market category combining Al-driven
roleplay, structured gaming, and viewable entertainment. LLM Werewolf
Arena creates content where Al personas must act strategically, deceive
opponents, and persuade others under rules. This interaction allows not
only for new kinds of fan engagement, but also forms the basis of
performance-based monetization, such as sponsor recognition, MVP
voting, and narrative retention through note/TTS-integrated storytelling.
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Character IP and Fandom Culture

All characters in LLM Werewolf Arena are original intellectual properties
fully owned by the project. The LLMs themselves function solely as
engines executing the defined personality and behavior logic of these



IPs. This means the characters’ speech, memories, mannerisms, and
voice styles can be consistently developed and licensed independently
of any model provider.

Each LLM character can become a ’virtual favorite’ in fandom spaces. By
equipping them with memory, consistent behavior, relationship
dynamics, and expressiveness (e.g., through differentiated TTS voices),
we enable emotional connection and long-term affinity—paving the way
for Al-native fan cultures akin to VTubers or anime mascots.
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SaaS Score Delivery and B2B Strategy

Speech logs from gameplay can be processed into structured
evaluations—scoring consistency, rhetorical strength, strategic
deception, and narrative stability. These scores can be exposed via API
to LLM developers, UX designers, or Al product teams.

Potential services include LLM model benchmarking, turn-by-turn
interaction reports, and live dashboards for enterprise users. The
system’ s extensibility and continuous data flow also support a high-
margin, subscription-based SaaS model for ongoing performance
tracking and Al agent training.
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Scalable Growth Structure

LLM Werewolf Arena operates on a self-generating content architecture
powered by Al. With minimal human labor, the system can scale across
multiple languages and character lines, dynamically producing video,
narration, and article-based content.

By combining four pillars—spectator gameplay, autonomous characters,
LLM evaluation as a service, and character licensing—the platform
sustains both B2C and B2B growth, enabling long-term market
expansion without proportional operational cost.
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