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Height
165cm

ӌ Weight
71 kg

ԅ ẙיּ DoF
55ѥ

−כּ Avg. Runtime
3 hrs

ᴅ Single -Arm Load
3 kg



ҧҙѬ῞
Human-Centric

Ԏ ῀
Embodied AI

ΉɎⱳחɏַײⱣ εΉɎѭחɏַײỳ

Vision + hearing + touch; full -body motion control capabilities and end -
to -end task planning capabilities

ῑɎ╗ẘɏַײҏ҉
Warmth Human -robot Interaction

ᶺ₩ỗ Ѧớק ᴵԊừ￼Agent ￼ψҐҊᴤḄד ҭ+ ҭ

Multimodal, personalized, and empathetic agent capabilities; interactive 
software + hardware design

More "lively" understanding, more "active" 
executionᵎ ᶺ₩ỗỵ ψԅד ίֺט ᵙד ֹ үח ֮ ד

љѝᴴ ε Ῑּגӂ
Professional, reliable, long -term companionship

ҭּוғֺ וֹװ ᵀ

Hardware manufacturing, medical -grade quality compliance verification



Ӛ ҈Қљ ᵸҚѳ ￼ Ґớᵙ
ừỵ ὶι ῄẂ҈זּ Ӄ Ҋט
ḏѸ ᶋ῟ιḅḲẛ ԇԊ ἆ
ᾨ ᶫע

As a social companion, GR -3 is 
designed to engage with 
people in public settings. It can 
act as a service assistant, a 
comforting presence for 
children, or a responsive 
companion for older adults.

ҏ ӂ
Social Companion

јҝώӗừỵ Ӄι῭ԏᶵ῎
￼Ὸוח ιḅ ט י Ӱẞ
╜ ẞᶶ ι תἴ҈זּ

וֹװ њўᶋ῟

In the future, GR -3 is expected 
to expand into assistive care. 

Potential applications include 
mobility support, health 
monitoring, andphysical 

rehabilitation in eldercare or 
clinical settings.

ט ӂ
Assistive Companion
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Human -Robot 

Interaction
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ј ᵃ ⱡ ℓ ỗ љ Ὁ Қ ₩ Ẫ

Standard walking gait Running fatigue mode Duckling walking 

gait

Ἠ ҙ
A Softer Presence of Embodied AI

GR-3 features character-rich locomotionǍ

enabling more intuitive and lifelike interactions at every touchpoint.

ᾍᾌℓỗ ℓṇ Ӊּכ₩Ẫ Ḓℓ
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Innovative

Reliable

Accessible
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Rehab

& 

Elderly Care
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Serve
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Empower
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ᶊᾼ ᶉἆῠֲᾚ
Innovation Application

Exoskeleton
RehabHub

Galileo Sysrem Actuator
Sensors

Humanoid robot





ᶡ҇ ụᶸ Ḫᾩҏ҉₉ײַ
Real-time interactive gait training based on wearable exoskeleton
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Apple

EMOTION: Expressive 

Motion Sequence Generation 

for Humanoid Robots with 

In-Context Learning

Authors: Peide Huang, Yuhan Hu, Nataliya 

Nechyporenko, Daehwa Kim, Walter Talbott, 

Jian Zhang
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ҧҙѬ῞

ẛ ӂḿ ח҉
Commercial Services Rehabilitation & Wellness

Industrial&Efficiency Research & Innovation 
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ESG &  CSR

ἆῠὒ

Tech Ecological 
Network

ⱳ ᴿӏ

Business 
Cooperation
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F o u r i e r i n H o n g k o n g


