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For spoken dialog systems with anthropomorphic agents, it is important to give natural impressions and real
presence to human. For this purpose, nonverbal behavior such as gaze controls of the agent is expected to be
effective. An agent, hypothetically, performs the dialog concurrently with the intentional controls of the gaze to
retrieve the information and to give signals. In this paper, internal models of the agent, such as the attention to
user and expectation of user’s anxiety, are proposed. We also implemented the prototype system based on the
proposed models which meets or withdraws the gaze as the response of the user utterances.
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