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感性

知性

实践理性

“纯粹理性批判” - 康德







We capture structured real-world interaction at scale and low cost.



Full-stack Low-cost 
Portable Data Capture

320g
Super lightweight

360°
Field of View

10x
Faster Deployment

50µs
Synchronization

13h
Storage Duration

12.5x
Cost Reduction

HOMIE



2.1M Total Downloads in 1 Week Top 3 Over ALL Datasets on Hugging Face



INTERACTION EPISODES

10M
VIDEO W/0 AUDIO

10,000h
RGB FRAME NUMBER

2.88B
MOCAP FRAME

576M
NO. OF OBJECTS

350K
TOTAL STORAGE

~1PB





Xeperience-10M

Object

Human-Scene
Interaction

Human-Object
Interaction



Xeperience-10M

Object



Ziang Cao, Fangzhou Hong, Zhaoxi Chen, Liang Pan, Ziwei Liu



Existing 3D generation primarily emphasizes geometries and 
textures while neglecting physical-grounded modeling, 
hampering their real-world application in physical domains like 
simulation and embodied AI.



Physical Representation Decoder
URDF XML

Prismatic Revolute Prismatic
Revolute

Free Fail

Wind

#1 #3
5

#6
4

#8
9

Q2: Based on the structured description of l_0, generate 
its 3D voxel grid in the following format (voxel grid=32, use 
numbers from 0 to 32767, merge maximal consecutive runs: 
199...216 -> 199-216):

<Geometry format details>

Text Prompt

Q1: Please analyze the given image of an object and 
output its structured description in the following format 
(voxel grid=32):
<Overall format details>

Image Prompt Text Prompt

Physical Representation

Geometry 
information of l_0

Geometry information

Geometry 
information of l_1

Geometry 
information of l_N

…

Overall information

Absolute 
Scale

Affordance Material Kinematics Description



Results: Simulated Objects



Results: Simulated Interactions



Xeperience-10M

Human-Scene
Interaction



Yukang Cao, Haozhe Xie, Fangzhou Hong, Long Zhuo, Zhaoxi Chen, Liang Pan, Ziwei Liu



Reconstructing People, Places, and Cameras. Lea Müller, Hongsuk Choi, et al. CVPR 2025



Reconstructing People, Places, and Cameras. Lea Müller, Hongsuk Choi, et al. CVPR 2025



Casual Capture

Optimize Human Motion

Optimize Scene Geometry

HSI Simulation

Physics Rendering Feedback







We are moving from a world that is seen, 
to a world that is experienced
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