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(a) large_corridor: 50 objects (b) old_room: 50 objects

Figure 15: Illustrative examples from Messy Rooms dataset. Here, we show scenes with 50 objects.
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(a) large_corridor: 100 objects (b) old_room: 100 objects

Figure 16: Illustrative examples from Messy Rooms dataset. Here, we show scenes with 100 objects.
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(a) large_corridor: 500 objects (b) old_room: 500 objects

Figure 17: Tllustrative examples from Messy Rooms dataset. Here, we show scenes with 500 objects.
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(a) Scenes with large_corridor environment. Top left: 25 objects. Top right: 50 objects. Bottom left: 100
objects. Bottom right: 500 objects.

(b) Scenes with o1d_room environment. Top left: 25 objects. Top right: 50 objects. Bottom left: 100 objects.
Bottom right: 500 objects.

Figure 18: We show (using Blender [12]) the actual 3D scenes without texture that are used to
render/generate the Messy Rooms scenes. Note that the surface area of the scene is increased
proportionally to the number of objects.
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