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Abstract

There has been exciting progress in generating images from natural language or lay-
out conditions. However, these methods struggle to faithfully reproduce complex
scenes due to the insufficient modeling of multiple objects and their relationships.
To address this issue, we leverage the scene graph, a powerful structured representa-
tion, for complex image generation. Different from the previous works that directly
use scene graphs for generation, we employ the generative capabilities of varia-
tional autoencoders and diffusion models in a generalizable manner, compositing
diverse disentangled visual clues from scene graphs. Specifically, we first propose
a Semantics-Layout Variational AutoEncoder (SL-VAE) to jointly derive (layouts,
semantics) from the input scene graph, which allows a more diverse and reasonable
generation in a one-to-many mapping. We then develop a Compositional Masked
Attention (CMA) integrated with a diffusion model, incorporating (layouts, se-
mantics) with fine-grained attributes as generation guidance. To further achieve
graph manipulation while keeping the visual content consistent, we introduce a
Multi-Layered Sampler (MLS) for an “isolated” image editing effect. Extensive
experiments demonstrate that our method outperforms recent competitors based on
text, layout, or scene graph, in terms of generation rationality and controllability.
Code is available at https://github.com/wangyunnan/DisCo.

1 Introduction

Text-to-image (T2I) generation with diffusion models (DMs) [1, 2] has yielded remarkable advance-
ments [3, 4, 5] in recent years, benefiting from the developments of vision-language foundation
models [6, 7, 8, 9]. However, textual conditions with linear structure struggle to delineate the intri-
cacies of complex scenes precisely. For example, as shown in the failure cases of DALL·E 3 [3] in
Figure 1 (a), given the intricate text prompt “A sheep by another sheep ... a boat on the grass.”, the
T2I model may have difficulty accurately generating object relationships or quantities. Consequently,
some studies [10, 11, 12, 13] strive to improve spatial relationship (e.g., “by” and “on”) control
by incorporating additional layout conditions. Nevertheless, as illustrated in the failure cases of
LayoutDiffusion [10] in Figure 1 (b), layout-to-image (L2I) methods inevitably encounter challenges
in representing certain non-spatial interactions, such as depicting “playing” within spatial topology.

To efficiently depict complex scenes for guiding generative models, recent methods [14, 15, 16]
utilize structured scene graphs as conditions instead of text or layout prompts. Scene graphs [17]
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Figure 1: Failure cases generated by (a) text-to-image (T2I) (DALL·E 3 [3]), (b) layout-to-image
(L2I) (LayoutDiffusion [10]), and (c) semantics-based scene-graph-to-image (SG2I) (R3CD [14])
methods . (d) Generalizable object Attribute Control (AC) under consistency achieved by our DisCo.

represent scenes with a structured graph format, where objects within the scene are denoted as
nodes and the relationships between objects are represented as edges. Scene-Graph-to-Image (SG2I)
generation is a challenging task due to the frequent ambiguous alignment between graph edges and
relationships/interactions among visual objects. To address this issue, layout-based SG2I methods
[15, 17, 18, 19] explicitly predict the spatial arrangements of objects in scenes by additional layout
predictors, followed by L2I synthesis according to the layout (as demonstrated in Figure 2 (a)). These
methods commonly employ one-to-one mapping, i.e., a single scene graph only corresponds to one
layout, which severely limits the generation diversity. Besides, they also inherit the limitation of
the L2I approach in modeling non-spatial interactions, whereby each object is typically generated
independently. In contrast, as shown in Figure 2 (b), semantic-based SG2I methods implicitly encode
graph edges into node embeddings by graph convolutional networks (GCNs), which effectively aligns
object semantics with non-spatial interactions. Nonetheless, these methods are weak in logically
determining the spatial positions of independent nodes, which might cause the absence of independent
nodes (e.g., the “lamp” and “stone” shown in Figure 1 (c)) in the generated image.

In this paper, we propose DisCo, a Compositional image generation framework that integrates
the Disentangled layout and semantics derived from scene graph representations (as depicted in
Figure 2 (c)). To boost the representational capacity of scene graphs for complex scenes, we augment
the node and edge representations with CLIP [6] text embeddings, and incorporate extra spatial
information (i.e., bounding box embeddings) for nodes during training. Once the textual scene graph
is constructed, we propose a Semantics-Layout Variational AutoEncoder (SL-VAE) based on triplet-
GCN [18] to jointly model the spatial relationships and non-spatial interactions in the scene. SL-VAE
allows the one-to-many disentanglement for spatial layout and interactive semantics that match the

(b) Semantic-based SG2I 

O1 O2

O3

O4 O5

O1 O2

O3

O4 O5

Layout

Predictor

O1 O2

O3

O4 O5

O1 O2

O3

O4 O5

Semantic

Encoder
DiffusionDiffusion

(a) Layout-based SG2I 

Diffusion

Layout

Semantic 

Embeddings

Object-level fusion

Latent 

Space

O1 O2

O3

O4 O5

O1 O2

O3

O4 O5

Union

Encoder
DiffusionDiffusion

Layout 

Decoder

Semantic 

Decoder

Semantic 

Decoder

GCN-based VAE

...

...

(c) Our method

Semantic Embeddings

Layouts

paired paired

Figure 2: Comparison between the previous SG2I architectures and ours. (a) Layout-based SG2I
model [15] generate a spatial arrangement with an object layout; (b) Semantic-based SG2I models
[14, 16] build interactive semantic embedding between objects; (c) Our method leverages scene graph
representation by jointly deriving the disentangled layout and semantics with the proposed SL-VAE.
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input scene graph. This is achieved by sampling from a Gaussian distribution, offering object-level
(layouts, semantics) conditions for the diffusion process [20]. Given that the layout and semantics
encapsulate global and local relational information, we further introduce the Compositional Masked
Attention (CMA) mechanism to inject object-level graph information with fine-grained attributes
into the diffusion model, thereby preventing relational confusion and attribute leakage.Finally, we
present a Multi-Layered Sampler (MLS) technique that leverages the diverse conditions generated by
SL-VAE, achieving generalizable generation for object-level graph manipulation (i.e., node addition
and attribute control) in the SG2I task, as depicted by the color change of two “sheep” in Figure 1 (d).

In summary, our key contributions are as follows: (i) We apply the textual scene graph as a structured
scene representation and introduce the Semantics-Layout Variational AutoEncoder (SL-VAE) to
disentangle diverse spatial layouts and interactive semantics from the scene graph; (ii) We present the
Compositional Masked Attention (CMA) to inject extracted object-level graph information with fine-
grained attributes into the diffusion model, which avoids relational confusion and attribute leakage;
(iii) We introduce the Multi-Layered Sampler (MLS), a technique that leverages the diverse conditions
produced by SL-VAE to implement object-level graph manipulation while keeping the visual content
consistent; (iv) Our method outperforms current text/layout-based methods in relationship generation
and achieves significantly superior generation performance compared to state-of-the-art SG2I models,
thus showcasing the generalization of textual scene graphs in depicting complex scenes.

2 Preliminary

2.1 Text-to-Image Diffusion Models

Diffusion models (DMs) [1] are generative models that learn the data distribution p(x) by gradually
performing T -step noise reduction from the variables xT sampled from the Gaussian distribution
N (0, 1). Thus the training process of DMs can be regarded as the reverse process of a Markov
chain with a fixed length T . To generate high-resolution images with less computational resources,
Latent Diffusion Models (LDMs) [20] encode the image x into the latent space z with the pre-trained
Vector Quantized Variational AutoEncoder (VQ-VAE). Subsequently, the LDMs aim to predict the
distribution p(z) rather than p(x). For the text-to-image LDMs, the text is encoded with the CLIP [6]
text encoder ECLIP. Then the objective function of a text-guided LDM can be formulated as follows:

LLDM = Ez,ϵ∼N (0,1),t[∥ϵ− ϵθ(zt, ECLIP(c), t)∥22], (1)

where ECLIP(c) is the text embedding of the text condition c, t is the diffusion step, ϵθ is a model for
estimating the noise ϵ, and zt = αtzt−1 + σtϵ is the t-step noised latent code from the ground-truth
z0. During inference, the model ϵθ with various samplers [1, 21] gradually denoises the initial noise
zT ∼ N (0, 1). Finally, the predicted latent code is decoded into the image space.
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Figure 3: Framework overview. (I) We parameterize the node embeddings into the Gaussian
distribution with the Graph Union Encoder, which jointly models the spatial relationships and non-
spatial interactions in scene graphs; (II) The Semantic and Layout Decoders generate spatial layouts
and interactive semantics sampled from Gaussian distribution, respectively; (III) A diffusion model
with the proposed Compositional Masked Attention (CMA) incorporates object-level conditions to
generate visual images following the scene graph description; (IV) Detailed structure of CMA Layer.
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2.2 Scene Graph Representation

The scene graph G = (O,E) [17] presents a structured scene representation. Nodes O = {oi}No
i=1

denotes No objects within the scene, while edges E = {eij}1≤i,j≤No,i̸=j denotes relationships
between objects. All nodes and edges come with a semantic label, denoted as coi ∈ Co and ceij ∈ Ce,
where Co and Ce are category vocabularies of nodes and edges, respectively. In practice, the nodes
O = {oi}No

i=1 and the triples T = {tij = (oi, eij , oj)}1≤i,j≤No,i̸=j representing connections from
oi to oj serve as inputs for graph convolutional networks (GCNs). Moreover, nodes and edges are
typically converted into learnable embeddings using embedding layers denoted as Eo

emb and Ee
emb.

3 Methodology

As illustrated in Figure 3, we present a novel SG2I synthesis framework known as DisCo. The DisCo
comprises three primary components: (1) Semantics-Layout Variational AutoEncoder (SL-VAE)
that disentangle diverse spatial layouts and interactive semantics from the scene graph (Section
3.1); (2) Compositional Masked Attention (CMA) that injects object-level (layouts, semantics) with
fine-grained attributes into the diffusion model (Section 3.2); and (3) Multi-Layered Sampler (MLS)
that implements generalizable generation for object-level graph manipulation (Section 3.3).

3.1 Semantics-Layout Variational AutoEncoder

Textual Scene Graph Construction. For constructing the scene graph representation, we employ the
visual-language model to fully leverage the inherent disentangled semantics of the language, while
simultaneously facilitating the alignment between images and scene graphs. Specifically, we augment
the node and edge embeddings of the scene graph with CLIP [6] text embeddings. During training,
we also incorporate spatial information for node embeddings by including bounding box coordinates
(i.e., top-left corner and box size denoted as bi = (xi, yi, wi, hi)). Then the node embeddings O and
edge embeddings E can be formulated as follows:

O = {Eo
emb(c

o
i )⊗ ECLIP(oi)⊗ Ebox(bi)}No

i=1, E = {Ee
emb(c

e
ij)⊗ ECLIP(tij)}1≤i,j≤No,i̸=j (2)

where ECLIP denotes the frozen pre-trained text encoder, Ebox is the spatial encoder for bounding
box coordinates using Multi-Layer Perceptions (MLPs), and ⊗ denotes concatenate operation.

Graph Union Encoding. Although layout-based SG2I methods are superior in modeling spatial
topology compared to the semantics-based method, they fall short in capturing object interactions
(i.e., non-spatial relationships) within the scene. Accordingly, after obtaining the node and edge
embeddings mentioned above, we apply a Conditional Variational Autoencoder (CVAE) [22] based
on triplet-GCN [18] to jointly model the layout and semantics information. As shown in Figure 3.I,
the L-layer Graph Union Encoder Eu takes node and edge embeddings as inputs:

(ϕl+1
i , ϕl+1

ij , ϕl+1
j ) = GCNl(ϕ

l
i, ϕ

l
ij , ϕ

l
j), l ∈ {0, . . . , L− 1} (3)

where l denotes the layer index of Graph Union Encoder, and ϕ denotes intermediate features. Here we
initialize (ϕ0i , ϕ

0
ij , ϕ

0
j ) = (Oi, Eij ,Oj). Please refer to the Appendix for more details about the triplet-

GCN. Given that the last node embedding ϕLi integrates both topology and interaction information, we
conduct layout-semantic modeling by parameterizing it into Gaussian spaces Z ∼ N (µ, σ). In this
context, the means µ ∈ RDz and variances σ ∈ RDz are estimated individually by two supplementary
MLPs, where Dz denotes the dimensional of latent space for node embedding. Hence, we jointly
model the layout and semantics through the following minimization:

Lunion = KL (Eu(u|y,O, E) ∥ p(u|y)) , (4)

where KL denotes the Kullback-Liebler divergence, y denotes condition and the prior p(u|y) is the
standard Gaussian distribution N (u | 0, 1). Specifically, we condition the latent space of the graph
structure using the edge embedding following Equation 2 alongside the updated node embedding
{Eo

emb(c
o
i )⊗ECLIP(oi)⊗ ui}No

i=1, where ui is a random vector sampled from Z. This architecture
ensures that layout is solely necessary for training, with no need for hand-crafted layout in inference.

Disentangled Semantics-Layout Decoding. As illustrated in Figure 3.II, we disentangle the explicit
spatial layout and implicit interactive semantics from the latent space using two separate triplet-GCN-
based decoders, i.e., layout decoder Dl and semantic decoder Ds. The proposed Semantics-Layout
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Variational AutoEncode (SL-VAE) comprises these two decoders and the graph union encoder
mentioned above, which derives the spatial topology and object interactions from the scene graph
representation. During training, the layout decoder is optimized by the following objective function:

Llayout =
1

No

No∑
i=1

|bi − b̂i|1, (5)

where b̂i denotes the predicted coordinates. We only incorporate the ground truth layout B = {bi}No
i=1

during training, while generating Nl diverse layouts {B̂n = {b̂n,i}No
i=1}

Nl
n=1 by sampling Gaussian

noise at inference time. For simplicity, we omit the superscriptˆin the following description. The
semantic decoder Ds generates semantics embeddings S = {si}No

i=1 to facilitate subsequent diffusion
processes, and its parameters are iteratively updated with the diffusion loss in the next Section 3.2.

3.2 Diffusion with Compositional Masked Attention

Object-level Fusion Tokenizer. We integrate the spatial layout B = {bi}No
i=1 and interactive

semantics S = {si}No
i=1 at object level, as illustrated in Figure 3.III. The single-object embeddings

C = {ci}No
i=1 = {si ⊗ F(bi)}No

i=1 are acquired by directly applying semantic embeddings, while
encoding box information using a Fourier mapping F [23]. We define a learnable null embedding to
pad the embedding length to Nmax, thereby accommodating varying numbers of objects:

ci =

{
si ⊗F(bi), i ≤ No

cnull, otherwise
(6)

where cnull denotes the learnable null embedding for padding. We optionally add attribute embedding
A = {ai}Nmax

i=1 to construct updated C = {ci ⊗ ai}Nmax
i=1 , where ci and ai are separately processed

by two MLPs before concatenation. Note that ai is obtained similarly to edge embedding in Equation
2. We also define a learnable null embedding anull for cases where no attribute is specified.
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Figure 4: Toy example of (a)
compositional masked atten-
tion, and (b) its correspond-
ing attention mask. We use vi-
sual tokens and object embed-
dings of objects A and B for
demonstration. A and B have
1 and 2 visual tokens, respec-
tively, whose attribution is de-
termined by bounding boxes.

Compositional Masked Attention. The cross-attention mechanism
in diffusion bridges the visual and textual information, while self-
attention captures self-related information within visual tokens [24].
Therefore, we insert our proposed Compositional Masked Atten-
tion (CMA) between self-attention and cross-attention layers. This
technique effectively injects graph information into the diffusion
process at the object level, preventing semantic confusion and at-
tribute leakage through the attention mask. Specifically, we denote
the visual token output by the vanilla self-attention as V ∈ RNv×Dv ,
where Nv and Dv represent the number and dimensions of tokens,
respectively. Then the CMA layer can be expressed as:

V̂ = SAmask(V ⊗ Ĉ,M)[: Nv], (7)

where Ĉ = {ĉi}Nmax
i=1 denotes object embeddings whose dimensions

are aligned with the visual token V using MLPs. The matrix M ∈
R(Nv+Nmax)×(Nv+Nmax) denotes the attention mask that depends
on layout B, which can be constructed as follows:

Mi,j =

{
1, if i, j fall into the same object
− inf, otherwise

(8)

where “i, j fall into the same object” means that i and j index the
visual tokens or object embeddings of the same object. Figure 4
illustrates the mechanism of CMA through a toy example. In con-
trast to vanilla self-attention, the proposed CMA prevents relational
confusion and attribute leakage between different objects through
the well-designed object-level masks mentioned above. As shown in Figure 3.IV, we forward the
output of the CMA layer into the subsequent layers, serving as the updated visual token.

Diffusion Loss. Based on the object semantics output from the proposed SL-VAE, we optimize
the evidence lower bound between sampling noise and prediction noise conditioned on object-level
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Table 1: Performance comparison on COCO-Stuff and Visual Genome datasets using Inception
Score (IS) and Fréchet Inception Distance (FID) metrics. We report the results of methods with two
generator structures, namely GAN- and Diffusion-based. The architecture of these methods is based
on the layout (L) or semantics (S), while our approach includes both. The best results are bolded.

Method Type
COCO [26] Visual Genome [27]

IS ↑ FID ↓ IS ↑ FID ↓
Real Image - 30.7 - 27.3 -

GAN-based

SG2Im [17] L 8.2 99.1 7.9 90.5
PasteGAN [28] L 12.3 79.1 8.1 66.5
SOAP [18] L 14.5 81.0 - -
WSGC [19] L 6.5 121.7 9.8 84.1
KCGM [29] S - - 11.6 27.4

Diffusion-based

LDM [20] S 22.2 63.8 16.5 45.7
SGDiff [16] S 17.8 36.2 16.4 26.0
SceneGenie [15] L 22.2 63.3 20.3 42.2
R3CD [14] S 19.5 32.9 18.9 23.4
DisCo (ours) L+S 23.1 30.8 22.3 21.9

information (i.e., ground truth spatial layout and generated interactive semantics). Then the training
loss of the diffusion model equipped with CMA can be summarized as follows:

LLDM = Ez,ϵ∼N (0,1),t[∥ϵ− ϵθ(zt, ECLIP(O),B,S,A, t)∥22]. (9)

Finally, we employ an end-to-end joint training pipeline for the whole proposed DisCo framework.
The total objective function is presented as follows:

Ltotal = λ1LLDM + λ2Lunion + λ3Llayout, (10)

where λ1, λ2, and λ3 are hyperparameters, which are typically set to 1.0, 0.1 and 1.0, respectively.

3.3 Multi-Layered Sampler

Manipulations in the input scene graph, such as node addition and attribute adjustment, pose chal-
lenges for maintaining visual consistency in the generated images, ultimately compromising general-
izability. To achieve an “isolated” image editing effect, we also provide the Multi-Layered Sampler
(MLS) motivated by SceneDiffusion [25]. The scheme defines each object as a layer, thus allowing
independent object-level Gaussian sampling. In contrast to SceneDiffusion which scrambles the
reference layouts randomly, we sample additional Nl (layouts, semantics) by the SL-VAE. Note that
Nl fixed seeds exist for the same scene. Then we aggregate latent codes from various layers into zn
and utilize layout-converted non-overlapping masks {Mn = {mn,i}No

i=1}
Nl
n=1 for locally conditioned

diffusion. During the inference, the noise estimation for Nl scenes is calculated as follows:

ϵ̂(t)n =

No∑
i=1

mn,i ⊙ ϵθ(z
(t)
n , ECLIP(oi), bn,i, sn,i, ai, t), (11)

Subsequently, the latent code for each object is computed as the weighted average of the Nl cropped
denoised views. Please refer to the Appendix for more details about MLS.

4 Experiments

Dataset. We conduct scene-graph-to-image (SG2I) generation experiments on the Visual Genome
(VG) [27] and COCO-Stuff (COCO) [26] datasets. The VG dataset comprises 108, 077 image-scene
graph pairs, accompanied by the bounding box coordinates and object attributes. Following previous
work [17], we select objects and relationships that appear at least 2, 000 and 500 times respectively
in VG, resulting in 178 objects and 45 unique relationship types. Also, we ignore small objects and
use images containing 5 to 30 objects along with a minimum of 3 relationships. Based on the above
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filtering, we have 62, 565 images available for training, each containing an average of 10 objects
and 5 relationships. While the original COCO-Stuff dataset [26] lacks scene graph annotations,
it consists of 40, 000 images annotated with bounding box coordinates and captions, essential for
synthesizing geometric scene graphs [15, 16]. All images in the COCO-Stuff dataset are labeled as
80 item categories and 91 stuff categories.

Implementation Details. We fine-tune the pre-trained Stable-Diffusion 1.51 with the modified
Attention module on 4 NVIDIA A100 GPUs, each with 80GB of memory. We apply the CLIP text
encoder (vit-large-patch14 ) to construct the textual scene graph. We train the model with a batch
size of 64 using the AdamW optimizer [30] with an initial learning rate of 1.0 × 10−4, which is
adjusted linearly over 50, 000 steps. During inference, we use the 50-step PNDMScheduler [21] with
a classifiers-free scale [31] of 7.5. The sample number Nl in the multi-layered sampler is set to 5.

Evaluation Metrics. Following previous works [14, 15, 16], we evaluate the performance of our
method with the Inception Score (IS) [32] and the Fréchet Inception Distance (FID) [33]. The IS score
is derived from a pre-trained Inception Net [34], assessing both the quality and diversity of synthesized
images. The FID score quantifies the dissimilarity between the generated image and the real image
distribution, which evaluates the fidelity of the generated images. To measure the effectiveness of
compositional generation, we further evaluate our method on the T2I-CompBench [35]. Besides, we
apply CLIP for zero-shot attribute classification of the controlled object cropped by the bounding box,
and subsequently evaluate the attribute control performance by the classification accuracy ACCattr.

Table 2: Relationship and attribute generation compared
with text-to-image methods on T2I-CompBench [35].

Method UniDet CLIP B-VQA 3-in-1

SD-v1.4 [20] 0.1246 0.3079 0.3765 0.3080
SD-v2 [20] 0.1342 0.3127 0.5065 0.3386
Composable [36] 0.0800 0.2980 0.4063 0.2898
Structured [37] 0.1386 0.3111 0.4990 0.3355
Attn-Exct [38] 0.1455 0.3109 0.6400 0.3401
GORS [35] 0.1815 0.3193 0.6603 0.3328

DisCo (ours) 0.2376 0.3217 0.6959 0.4143

Quantitative Comparisons. To
demonstrate the effectiveness of the
proposed DisCo, we compare it with
current state-of-the-art SG2I meth-
ods on the COCO-Stuff and Visual
Genome datasets, which are summa-
rized in Table 1. Our DisCo outper-
forms other methods in both IS and
FID scores, revealing its superior per-
formance in both fidelity and diver-
sity of image generation. Compared
with previous methods, the primary
architectural advantage of DisCo is
its innovative approach of simultaneously integrating disentangled layout and semantics extracted
from scene graph representations. Moreover, the proposed SL-VAE achieves the diverse generation of
layouts and semantics from a single scene graph through Gaussian distribution sampling. Therefore,
our DisCo integrates the benefits of both layout-based and semantic-based methods, which is further
ablated in detail in Table 4 of the ablation study. We proceed to assess the compositional generation
on the T2I-CompBench [35], as shown in Table 2. The benchmark evaluates the competency of the
text-to-image model in responding to compositional prompts. We report UniDet, CLIP, B-VQA,
and 3-in-1 scores for measuring the generation of spatial/non-spatial relationships, attributes, and
complex scenes, respectively. Following [35], we use the UniDet [39], CLIP [6], and BLIP [7] to
evaluate these results. Our DisCo surpasses all compared T2I methods, confirming the efficacy of
scene graphs in depicting complex scenes.

Table 3: User study. The score quantifies the user evaluation (i.e., relationships, quantities, and
generation quality) of the alignment between the given prompt and the generated image.

Method SD-XL
[40]

DALL·E 3
[3]

Imagen 2
[41]

GLIGEN
[12]

LD
[10]

MIGC
[13]

SG2Im
[17]

SGDiff
[16]

R3CD
[14]

DisCo
(ours)

Score 0.6684 0.5944 0.5637 0.6549 0.6200 0.7055 0.3783 0.4717 0.6928 0.8533

User Study. We conduct a user study by recruiting 50 participants from Amazon Mechanical Turk.
We randomly select 8 prompts for each method, resulting in 80 generated images. We ask participants
to score each generated image independently based on the image-prompt alignment. The worker
can choose a score from {1, 2, 3, 4, 5} and we normalize the scores by dividing them by 5. We then
compute the average score across all images and all workers. The results are presented in the Table 3.
Our method is favored by most participants in terms of generation rationality and controllability.

1https://huggingface.co/runwayml/stable-diffusion-v1-5
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A sheep by another sheep on the grass with the ocean 

under the sky; the ocean by a tree; a boat on the grass

A building with a window on side of a bus has a tire

Three turkeys on top of the pasture  

SD-XL DALL·E 3 Imagen 2 Ours

(a) Comparison with T2I methods in
spatial relationships and object quantities.

Two men standing on a beach playing a kite

A dog chasing a cat on the grass

A building with a window on side of a bus has a tire

GLIGEN LayoutDiffusion MIGC Ours

(b) Comparison with L2I methods in
non-spatial interactions and rationality.

SG2Im SGDiff R3CD OursSG2Im SGDiff R3CD Ours

(c) Comparison with SG2I methods in independent node inference and generation quality.

Figure 5: Qualitative Comparisons with (a) text-to-image (T2I) (SableDiffusion-XL [40], DALL·E
3 [3], and Imagen 2 [41]), (b) layout-to-image (L2I) (GLIGEN [12], LayoutDiffusion [10], and MIGC
[13]), and (c) scene-graph-to-image (SG2I) (SG2Im [17], SGDiff [16], and R3CD [14]) methods.

Table 4: Ablation study for overall architecture.
SL-VAE w/o Ds means independent use of O.

Method G2I-ACC ↑ I2G-ACC ↑
Layout (Dl) 70.3 70.5
Semantics (Ds) 71.1 71.5
SL-VAE (w/o Ds) 72.9 72.8
SL-VAE (Dl + Ds) 73.9 74.3

Table 5: Ablation study for attention mechanism.
Vanilla attention means off-the-shelf T2I attention.

Attention Type IS ↑ FID ↓
Vanilla attention 17.2 29.1
CMA (w/o mask M) 17.9 28.4
CMA (union MLP) 19.8 22.0
CMA (separate MLP) 22.3 21.9

Qualitative Comparisons. Figure 5 visualizes the results of the methods conditioned by text,
layout, or scene graph, showcasing our advantages in generating rationality and controllability: (i)
Comparison with the text-to-image (T2I) methods. In Figure 5 (a), we present the superiority of
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(a) unmodified (d) w/ AC (red)(c) w/ AC (blue)(b) w/ NA

Figure 6: Illustration of object-level Node Addition (NA) and
Attribute Control (AC) in the scene. From left to right: (a) the
image generated by the unmodified scene graph; (b) the chair
addition; (c) the blue-colored wall; and (d) the red-colored wall.

the disentangled structured scene
graph over linear text for repre-
senting complex scenes. Firstly,
we resolve ambiguity in textual
relationships and semantics by
employing layout and semantic
disentanglement within the scene
graph. For example, our DisCo
clarifies the relationship between
“boat” and “grass” in the first line,
as well as the semantics of “bus”
and “building” in the following
line. Additionally, the samples in the first and last lines also showcase our capacity to generate the
specified quantities of objects precisely. (ii) Comparison with the layout-to-image (L2I) methods.
We also demonstrate that our DisCo outperforms the diffusion methods relying on manually crafted
scene layout representations, as illustrated in Figure 5 (b). While the L2I method struggles to model
non-spatial interactions (such as “playing” in the first line and “chasing” in the second line), our
DisCo addresses this challenge using disentangled object interactive semantics. Furthermore, by
establishing semantics among objects derived from their relationships, we prevent independent gen-
eration instances that rely solely on the layout, exemplified by the “bus” and “tire” in the last line.
(iii) Comparison with the scene-graph-to-image (SG2I) methods. The SG2I visualization results of
different methods are showcased in Figure 5 (c). Our DisCo significantly improves the quality of
SG2I generation, particularly for independent nodes. The proposed layout and semantics disentan-
glement technique effectively capture both the spatial and interactive information of independent
nodes. Taking the “lamp” and “stone” in the first image and the “shadow” in the second image as
illustrations, these entities are neglected by previous methods, whereas our DisCo not only retains
their semantic relevance but also infers their appropriate spatial placement within the scene. We
also demonstrate the generalizable generation under consistency for graph manipulation (i.e., node
addition and attribute control) in SG2I tasks, as shown in Figure 6.

Table 6: Ablation study for Multi-Layer Sampler (MLS).

Method IS ↑ FID ↓
Baseline (w/o MLS) 20.5 23.0

w/ LSD [25] 21.1 22.7
w/ MLS (Ours) 22.3 21.9

45

50

55

60
AC

C a
tt

r
Baseline
LSD
MLS

Ablation Study. Table 4 explores the
overall architecture by evaluating the
alignment of the generated image with
the objects and relationships depicted
in the input scene graph. Following
SGDiff [16], we conduct this analysis
by graph-to-image (G2I) and image-
to-graph (I2G) retrieval experiments.
Note that “w/o Ds” means processing each node embedding by MLP independently,instead of
obtaining object interactive semantics through Ds. We observe that the spatial layout and interactive
semantics collaborate to boost both retrieval tasks. These results demonstrate the effectiveness of
integrating explicit spatial relations with implicit interactive semantics. In Table 5, we study the
impact of different attention mechanisms. We inject graph conditions using different mechanisms: (a)
Vanilla attention mechanism in the T2I diffusion model without our CMA; (b) CMA without attention
mask M; (c) CMA with a union MLP after concatenating object and attribute embeddings; and (d)
CMA with two separate MLPs before concatenating object and attribute embeddings. We found that
CMA, which fuses separate encoding of object and attribute embeddings, significantly enhances the
overall generation performance. Table 6 presents the Multi-Layer Sampler (MLS) ablation results,
confirming its enhancement over the baseline and LSD [29]. In contrast to LSD, which randomly
scrambles layouts, the proposed MLS naturally leverages a variety of coherent layouts and semantics
produced by SL-VAE. Moreover, the increase in ACCattr scores also indicates that MLS facilitates
controllability, especially in attribute control, while ensuring generation quality.

5 Related Works

Diffusion Models. Diffusion models (DMs) [2, 20, 31, 42] have achieved great success in high-quality
image generation. The essence of DMs lies in estimating image distributions by iterative denoising
noise-corrupted image, showcasing the superiority over VAEs [43, 44] and GANs [45] in training
stability and likelihood estimation. To further explore the controllability of DMs, considerable efforts
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have been devoted to conditional generation based on DMs. Benefiting from the naturalness of
language [6] and the advancements of vision-language foundation models [6, 7, 8, 9], numerous text-
to-image DMs [40, 41, 46] are beginning to emerge, facilitating explicit control of the corresponding
semantics and style. However, the expressive capacity of linear text is limited. Therefore, many studies
also endeavor to bolster global control through supplementary conditions, such as depth [46, 47],
layout [10, 11, 12, 13], segmentation map [46, 48], and scene graph [14, 15].

Image Generation from Scene Graphs. Scene graphs are structured scene representations, where
nodes represent objects and edges represent relationships between objects [17, 27]. Given the
superiority of scene graphs over linear text in delineating multiple objects and their intricate relation-
ships [27, 49, 50], many studies investigate image generation from scene graphs. These approaches
typically fall into two categories: layout-based and semantics-based methods. Layout-based meth-
ods [17, 18, 19, 28, 36, 51] initially map scene graphs to coarse scene layouts comprising multiple
bounding boxes and further refine these layouts to images with a layout-to-image model (e.g., Layout-
Diffusion [10]). While the layout depicts spatial relationships, it fails to capture abstract relationships
within the scene, leading to a lack of object interaction. Another branch is semantics-based methods
[14, 16, 29, 52, 53], which focus on graph understanding by directly encoding semantic information
from the scene graph. Nevertheless, these methods have limitations in addressing independent scene
nodes, leading to issues like entity loss and unreasonable placement. In this paper, we propose a
compositional image generation that leverages the layout and semantics derived from the scene graph
representation. We complement explicit layout and implicit semantics to enhance the understanding
of the diffusion model for scene graphs. Additionally, to improve the controllability in the scene-
graph-to-image task, we also attain generalizable generation for object-level graph manipulation (i.e.,
node addition and attribute control).

6 Limitations

Figure 7: Qualitative limitations
on attribute leakage of overlapping.

The proposed CMA injects object-level information into the
diffusion model via masks from the layout, effectively miti-
gating semantic ambiguity and limiting attribute leakage. In
scenarios involving object overlap, the proposed CMA inhibits
direct interaction between the visual token and the object em-
bedding along with its attributes. Nonetheless, the attribute
information from the visual token inadvertently leaks into the
overlapping region in subsequent layers. Hence, there may be
attribute leakage among the objects, as shown in Figure 7.

7 Conclusion

In this study, we leverage the disentangled textual scene graph representation to condition the
diffusion process for generating complex scene images. The innovation of our framework lies in
utilizing the VAE for scene relationship modeling and diffusion model (DM) for the composite visual
generation. To comprehensively capture spatial relationships and non-spatial interactions within
scenes, we introduce the Semantics-Layout Variational AutoEncoder (SL-VAE) for deriving diverse
layouts and semantics from a single scene graph. Building upon them, we propose the Compositional
Masked Attention (CMA) integrated with DM, which guides the de-noising trajectory by compositing
extracted object-level graph information with fine-grained attributes. We also introduce a Multi-Layer
Sampler (MLS) to preserve the main visual content while modifying the input scene graph. Extensive
experiments demonstrate that our framework outperforms current methods conditioned by text, layout,
or scene graph in relationship modeling and controllability.
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A Appendix

This appendix is organized as follows: Section A.1 provides more details about Semantics-Layout
Variation AutoEncoder; Section A.2 introduces the Stable Diffusion and its attention mechanism;
Section A.3 describes the implementation of the Multi-Layer Sampler in detail; Section A.4 covers
more ablation studies; Section A.5 presents more qualitative results, including comparison visualiza-
tion and graph manipulation; Section A.6 delves into the broader societal impacts of this work. The
core script is zipped and attached to the supplementary material.

A.1 Semantics-Layout Variation AutoEncoder
Recall that we apply the triplet-GCN-based CVAE architecture in Section 3.1. Each triplet-GCN layer
in the encoder and decoder takes the node and edge embeddings. Specifically, the GCNl mentioned
in the paper uses two cascading MLPs {mlp1,mlp2} to deal with node and edge embeddings:

(ψl
i, ϕ

l+1
ij , ψl

j) = mlp1(ϕ
l
i, ϕ

l
ij , ϕ

l
j), l ∈ {0, . . . , L− 1}, (12)

ϕl+1
i = ψl

i +mlp2(avg(ψ
l
j | j ∈ NE(oi))), (13)

where l denotes the layer index of encoder or decoder, NE denotes the neighbor index set for each
node, avg denotes the average pooling operation, ϕ and ψ denote intermediate features. Hence, mlp1
conducts message passing among interconnected nodes and updates the edge features, while mlp2
aggregates features from all neighboring nodes and updates its features. For graph union encoder,
we let (ϕ0i , ϕ

0
ij , ϕ

0
j ) = (Oi, Eij ,Oj). The last embedding ϕLi is parameterized to the Gaussian

distribution Z ∼ N (µ, σ), where µ, σ ∈ RDz output by two additional MLPs and Dz denotes the
dimensional of latent space for node embedding.

A.2 Diffusion with Compositional Masked Attention
Stable Diffusion [20] is one of most popular text-to-image model. As described in Section 2.1,
Stable Diffusion uses a U-Net ϵθ composed of convolution and transformer to estimate noise. The
transformer includes two attention mechanisms, namely Cross-Attention, and Self-Attention.

Cross-Attention Layer. Text prompts are mapped to sequence embeddings by CLIP text encoder
and integrated into UNet via Cross-Attention to guide the de-noising trajectory:

Attention(Qvisual,Ktext, Vtext) = softmax(
QvisualK

T
text√

d
) · Vtext (14)

where Qvisual denotes the Query from the visual token of the UNet, Ktext and Vtext denotes Key
and Value from text embeddings, all of which are projected by linear layers, d denotes the dimension
of Qvisual, Ktext, and Vtext.

Self-Attention Layer. Self-Attention captures self-related information within visual tokens:

Attention(Qvisual,Kvisual, Vvisual) = softmax(
QvisualK

T
visual√

d
) · Vvisual (15)

where Qvisual, Kvisual, and Vvisual separately represent the Query, Key, and Value in self-attention
layers, which are projected by linear layers. The self-attention mechanism isolates the information
flow between specific tokens by multiplying a mask M to the QvisualK

T
visual. Since M is applied

before softmax, the value of the isolated position is set to negative infinity −inf .

Compositional Masked Attention Layer. Based on the attention mask M that depends on layout B,
the Compositional Masked Attention can be expressed as:

Attention(QCMA,KCMA, VCMA) = softmax(
QCMAK

T
CMA ⊙M√
d

) · VCMA (16)

where QCMA, KCMA, and VCMA individually represent the Query, Key, and Value derived from
V ⊗ Ĉ, achieved through linear layer projections. We insert our proposed Compositional Masked
Attention (CMA) between self-attention and cross-attention layers.

A.3 Multi-Layer Sampler
Layered Scene Representation. We decompose a controllable scene containing No objects into No

layers. Different from SceneDiffusion [25], our approach involves each layer incorporating not only
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separate latent code zi and spatial layout bi, but also integrating the interactive semantics si produced
by the SL-VAE. Here we convert the layout parameter bi to two parts: (1) a fixed object-centric binary
mask mi ∈ {0, 1}c×w×h to solely show the geometric property of the object, and (2) a two-element
offset pi = {µi, υi} to solely indicate its spatial locations, with µi and υi defining the horizontal and
vertical movement range. We sample Gaussian noise individually for the initial latent code of each
layer, i.e., Z = {z(T )

i ∼ N (0, 1)}No
i=1. Then we utilize the layout-converted non-overlapping masks

{li}No
i=1 to derive the aggregated latent code z from various layers:

z(t) =

No∑
i=1

li ⊙ shift(z
(t)
i , pi) (17)

li = shift(mi, pi)

Ni−1∏
j=1

(1− shift(mj , pj)), (18)

where ⊙ denotes element-wise multiplication, and shift(x, p) denotes spatially shifting the values
of x in the direction of p.

Multi-Layer Generation. We introduce the Multi-Layer Sampler that matches our diverse layout
and semantic simulation. In contrast to SceneDiffusion [25] which scrambles the reference layouts
randomly, we sample additional Nl layouts and semantics by the proposed SL-VAE. On the one hand,
the SL-VAE ensures that the generated scene layout is reasonable. On the other hand, we take full
advantage of the paired object-level (layouts, semantics). Specifically, the denoising scheme consists
of four steps:

(a) Sampling additional Nl layouts {Bn = {bn,i}No
i=1}

Nl
n=1 and semantics {Sn = {sn,i}No

i=1}
Nl
n=1 by

the proposed SL-VAE. Note that Nl fixed seeds exist for the same scene graph. According to the
description of the layered representation, we convert the layout to get offset {Pn = {pn,i}No

i=1}
Nl
n=1.

(b) Aggregating latent codes from various layers in each scene:

z(t)
n =

No∑
i=1

li ⊙ shift(z
(t)
i , pn,i) (19)

(c) Estimating the noise ϵ̂
(t)
n from each aggregated latent code z

(t)
n and gets denoised aggregated

latent code ẑ
(t−1)
n ∈ {ẑ(t−1)

1 , . . . , ẑ
(t−1)
Nl

}:

ϵ̂(t)n =

No∑
i=1

mn,i ⊙ ϵθ(z
(t)
n , ECLIP(oi), bn,i, sn,i, ai, t), (20)

where mn,i is the non-overlapping mask converted by the layout bn,i.

(d) Updating the latent code of each layer by computing the weighted average of the Nl aggregated
latent code

z
(t−1)
i =

∑Nl

n=1 shift(li ⊙ ẑ
(t−1)
n ,−pn,i)∑Nl

n=1 shift(li,−pn,i)
(21)

where shift(x,−p) denotes spatially shifting the values of x in the reverse direction of p.

A.4 More Ablation Studies

Table 7: Ablation study for graph construction.

Graph Type IS ↑ FID ↓
No CLIP Emb. 20.6 23.9
No Box Emb. 21.7 22.5
No Learnable Emb. 21.9 22.2

Graph Construction. We conduct ablation for
graph construction in Table 7. We investigate the
impact of different graph components (i.e., CLIP,
Box, and Learnable Embeddings) by turning off
each independently. We observe that each compo-
nent improves the performance, all of which are
crucial components presented in our DisCo.

Computing Consumption. We demonstrate the impact of our proposed CMA on the computational
complexity of the U-Net within the Stable Diffusion, as presented in Table 8. We use Floating Point
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Table 8: Ablation study for computing consumption.

Method FLOPs (G) Params (M) Time (ms)
SD-v1.5 [20] 677.5 859.4 37.9
DisCo 724.1 875.8 108.3

Operations (FLOPs), the number of parameters (Params), and inference time (Time) to measure
computing consumption. The FLOPS and Time metrics are conducted by processing the tensor with a
resolution of 2× 4× 64× 64 on an NVIDIA A100 GPU. Our proposed DisCo significantly improves
the controllability of the Stable Diffusion with a tolerable increase in computational cost.

A.5 More Visualization Results

Figure 8 showcases more generalizable generation results under consistency for graph manipulation
(i.e., node addition and attribute control) in SG2I task. In Figure 9, 10, and 11, we present more
visualization comparisons with the methods conditioned by text, layout, or scene graph, which
demonstrates the superiority of our DisCo in terms of generation rationality and controllability.

A.6 Broader Impacts

We demonstrate the superiority of our DisCo over existing generation methods based on text, layout,
and scene graphs, suggesting a potential beneficial influence on the realms of art creation and data
synthesis. Nevertheless, there remains a concern regarding the possibility of generating malicious
images or infringing copyright.
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Graph Manipulation (Node Addition and Attribute Control)

Figure 8: Generalizable Generation Samples under Consistency for Graph Manipulation.
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A teddy bear sit on the ground; another two teddy bear besides the table

The street by the building; the car next to the truck

Two cow on top of grass; one near the tree; sky above the grass; a building near the tree

Tree zebras standing on the grass; two near the tree; one in front of the house

SD-XL DALL·E 3 Imagen 2 Ours

A building in front of a mountain; a tree in front of the building

Figure 9: Qualitative Comparison with Text-to-Image methods.
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GLIGEN LayoutDiffusion MIGC OursGLIGEN LayoutDiffusion MIGC Ours

A child with the hair on the grass

A boy riding a dog on the grass

A boy holding a apple on the grass

A man looking at the cloud in sky

A man walking on the sidewalk

Figure 10: Qualitative Comparison with Layout-to-Image methods.
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Scene Graph SGDiff R3CD Ours

Scene Graph SG2Im SceneGenie Ours

Figure 11: Qualitative Comparison with Scene-Graph-to-Image methods.
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NeurIPS Paper Checklist

1. Claims
Question: Do the main claims made in the abstract and introduction accurately reflect the
paper’s contributions and scope?
Answer: [Yes]
Justification: We claim in the abstract and introduction that this paper studies generating
complex images with structured scene graphs.
Guidelines:

• The answer NA means that the abstract and introduction do not include the claims
made in the paper.

• The abstract and/or introduction should clearly state the claims made, including the
contributions made in the paper and important assumptions and limitations. A No or
NA answer to this question will not be perceived well by the reviewers.

• The claims made should match theoretical and experimental results, and reflect how
much the results can be expected to generalize to other settings.

• It is fine to include aspirational goals as motivation as long as it is clear that these goals
are not attained by the paper.

2. Limitations
Question: Does the paper discuss the limitations of the work performed by the authors?
Answer: [Yes]
Justification: The limitations are addressed in the Appendix, which will be included in the
camera-ready version.
Guidelines:

• The answer NA means that the paper has no limitation while the answer No means that
the paper has limitations, but those are not discussed in the paper.

• The authors are encouraged to create a separate "Limitations" section in their paper.
• The paper should point out any strong assumptions and how robust the results are to

violations of these assumptions (e.g., independence assumptions, noiseless settings,
model well-specification, asymptotic approximations only holding locally). The authors
should reflect on how these assumptions might be violated in practice and what the
implications would be.

• The authors should reflect on the scope of the claims made, e.g., if the approach was
only tested on a few datasets or with a few runs. In general, empirical results often
depend on implicit assumptions, which should be articulated.

• The authors should reflect on the factors that influence the performance of the approach.
For example, a facial recognition algorithm may perform poorly when image resolution
is low or images are taken in low lighting. Or a speech-to-text system might not be
used reliably to provide closed captions for online lectures because it fails to handle
technical jargon.

• The authors should discuss the computational efficiency of the proposed algorithms
and how they scale with dataset size.

• If applicable, the authors should discuss possible limitations of their approach to
address problems of privacy and fairness.

• While the authors might fear that complete honesty about limitations might be used by
reviewers as grounds for rejection, a worse outcome might be that reviewers discover
limitations that aren’t acknowledged in the paper. The authors should use their best
judgment and recognize that individual actions in favor of transparency play an impor-
tant role in developing norms that preserve the integrity of the community. Reviewers
will be specifically instructed to not penalize honesty concerning limitations.

3. Theory Assumptions and Proofs
Question: For each theoretical result, does the paper provide the full set of assumptions and
a complete (and correct) proof?
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Answer: [Yes]
Justification: All the theorems and formulas are clearly stated in Section 2 and 3 of the
main paper, and complemented in Section A.1, A.2 and A.3 of the Supplemental Material.
Besides, all theorems and assumptions related to this work are properly referenced.
Guidelines:

• The answer NA means that the paper does not include theoretical results.
• All the theorems, formulas, and proofs in the paper should be numbered and cross-

referenced.
• All assumptions should be clearly stated or referenced in the statement of any theorems.
• The proofs can either appear in the main paper or the supplemental material, but if

they appear in the supplemental material, the authors are encouraged to provide a short
proof sketch to provide intuition.

• Inversely, any informal proof provided in the core of the paper should be complemented
by formal proofs provided in appendix or supplemental material.

• Theorems and Lemmas that the proof relies upon should be properly referenced.
4. Experimental Result Reproducibility

Question: Does the paper fully disclose all the information needed to reproduce the main ex-
perimental results of the paper to the extent that it affects the main claims and/or conclusions
of the paper (regardless of whether the code and data are provided or not)?
Answer: [Yes]
Justification: We provide the implementation details for reproducibility in Section 4, and the
project will be open-sourced.
Guidelines:

• The answer NA means that the paper does not include experiments.
• If the paper includes experiments, a No answer to this question will not be perceived

well by the reviewers: Making the paper reproducible is important, regardless of
whether the code and data are provided or not.

• If the contribution is a dataset and/or model, the authors should describe the steps taken
to make their results reproducible or verifiable.

• Depending on the contribution, reproducibility can be accomplished in various ways.
For example, if the contribution is a novel architecture, describing the architecture fully
might suffice, or if the contribution is a specific model and empirical evaluation, it may
be necessary to either make it possible for others to replicate the model with the same
dataset, or provide access to the model. In general. releasing code and data is often
one good way to accomplish this, but reproducibility can also be provided via detailed
instructions for how to replicate the results, access to a hosted model (e.g., in the case
of a large language model), releasing of a model checkpoint, or other means that are
appropriate to the research performed.

• While NeurIPS does not require releasing code, the conference does require all submis-
sions to provide some reasonable avenue for reproducibility, which may depend on the
nature of the contribution. For example
(a) If the contribution is primarily a new algorithm, the paper should make it clear how

to reproduce that algorithm.
(b) If the contribution is primarily a new model architecture, the paper should describe

the architecture clearly and fully.
(c) If the contribution is a new model (e.g., a large language model), then there should

either be a way to access this model for reproducing the results or a way to reproduce
the model (e.g., with an open-source dataset or instructions for how to construct
the dataset).

(d) We recognize that reproducibility may be tricky in some cases, in which case
authors are welcome to describe the particular way they provide for reproducibility.
In the case of closed-source models, it may be that access to the model is limited in
some way (e.g., to registered users), but it should be possible for other researchers
to have some path to reproducing or verifying the results.
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5. Open access to data and code
Question: Does the paper provide open access to the data and code, with sufficient instruc-
tions to faithfully reproduce the main experimental results, as described in supplemental
material?

Answer: [Yes]

Justification: We attach the core script and data preparation to the Supplemental Material.
The complete code will be released in the camera-ready version, accompanied by detailed
instructions for reproducibility.

Guidelines:

• The answer NA means that paper does not include experiments requiring code.
• Please see the NeurIPS code and data submission guidelines (https://nips.cc/
public/guides/CodeSubmissionPolicy) for more details.

• While we encourage the release of code and data, we understand that this might not be
possible, so “No” is an acceptable answer. Papers cannot be rejected simply for not
including code, unless this is central to the contribution (e.g., for a new open-source
benchmark).

• The instructions should contain the exact command and environment needed to run to
reproduce the results. See the NeurIPS code and data submission guidelines (https:
//nips.cc/public/guides/CodeSubmissionPolicy) for more details.

• The authors should provide instructions on data access and preparation, including how
to access the raw data, preprocessed data, intermediate data, and generated data, etc.

• The authors should provide scripts to reproduce all experimental results for the new
proposed method and baselines. If only a subset of experiments are reproducible, they
should state which ones are omitted from the script and why.

• At submission time, to preserve anonymity, the authors should release anonymized
versions (if applicable).

• Providing as much information as possible in supplemental material (appended to the
paper) is recommended, but including URLs to data and code is permitted.

6. Experimental Setting/Details
Question: Does the paper specify all the training and test details (e.g., data splits, hyper-
parameters, how they were chosen, type of optimizer, etc.) necessary to understand the
results?

Answer: [Yes]

Justification: We provide the training and test details in Section 4.

Guidelines:

• The answer NA means that the paper does not include experiments.
• The experimental setting should be presented in the core of the paper to a level of detail

that is necessary to appreciate the results and make sense of them.
• The full details can be provided either with the code, in appendix, or as supplemental

material.

7. Experiment Statistical Significance
Question: Does the paper report error bars suitably and correctly defined or other appropriate
information about the statistical significance of the experiments?

Answer: [Yes]

Justification: We report error bars suitably and correctly to achieve statistical significance in
the paper.

Guidelines:

• The answer NA means that the paper does not include experiments.
• The authors should answer "Yes" if the results are accompanied by error bars, confi-

dence intervals, or statistical significance tests, at least for the experiments that support
the main claims of the paper.

23

98500 https://doi.org/10.52202/079017-3125

https://nips.cc/public/guides/CodeSubmissionPolicy
https://nips.cc/public/guides/CodeSubmissionPolicy
https://nips.cc/public/guides/CodeSubmissionPolicy
https://nips.cc/public/guides/CodeSubmissionPolicy


• The factors of variability that the error bars are capturing should be clearly stated (for
example, train/test split, initialization, random drawing of some parameter, or overall
run with given experimental conditions).

• The method for calculating the error bars should be explained (closed form formula,
call to a library function, bootstrap, etc.)

• The assumptions made should be given (e.g., Normally distributed errors).
• It should be clear whether the error bar is the standard deviation or the standard error

of the mean.
• It is OK to report 1-sigma error bars, but one should state it. The authors should

preferably report a 2-sigma error bar than state that they have a 96% CI, if the hypothesis
of Normality of errors is not verified.

• For asymmetric distributions, the authors should be careful not to show in tables or
figures symmetric error bars that would yield results that are out of range (e.g. negative
error rates).

• If error bars are reported in tables or plots, The authors should explain in the text how
they were calculated and reference the corresponding figures or tables in the text.

8. Experiments Compute Resources
Question: For each experiment, does the paper provide sufficient information on the com-
puter resources (type of compute workers, memory, time of execution) needed to reproduce
the experiments?

Answer: [Yes]

Justification: We provide sufficient information on the computer resources in Section 4.

Guidelines:

• The answer NA means that the paper does not include experiments.
• The paper should indicate the type of compute workers CPU or GPU, internal cluster,

or cloud provider, including relevant memory and storage.
• The paper should provide the amount of compute required for each of the individual

experimental runs as well as estimate the total compute.
• The paper should disclose whether the full research project required more compute

than the experiments reported in the paper (e.g., preliminary or failed experiments that
didn’t make it into the paper).

9. Code Of Ethics
Question: Does the research conducted in the paper conform, in every respect, with the
NeurIPS Code of Ethics https://neurips.cc/public/EthicsGuidelines?

Answer: [Yes]

Justification: Our work conforms with the NeurIPS Code of Ethics in every respect.

Guidelines:

• The answer NA means that the authors have not reviewed the NeurIPS Code of Ethics.
• If the authors answer No, they should explain the special circumstances that require a

deviation from the Code of Ethics.
• The authors should make sure to preserve anonymity (e.g., if there is a special consid-

eration due to laws or regulations in their jurisdiction).

10. Broader Impacts
Question: Does the paper discuss both potential positive societal impacts and negative
societal impacts of the work performed?

Answer: [Yes]

Justification: We discuss both potential positive and negative societal impacts in Section A.6
of the Appendix.

Guidelines:

• The answer NA means that there is no societal impact of the work performed.
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• If the authors answer NA or No, they should explain why their work has no societal
impact or why the paper does not address societal impact.

• Examples of negative societal impacts include potential malicious or unintended uses
(e.g., disinformation, generating fake profiles, surveillance), fairness considerations
(e.g., deployment of technologies that could make decisions that unfairly impact specific
groups), privacy considerations, and security considerations.

• The conference expects that many papers will be foundational research and not tied
to particular applications, let alone deployments. However, if there is a direct path to
any negative applications, the authors should point it out. For example, it is legitimate
to point out that an improvement in the quality of generative models could be used to
generate deepfakes for disinformation. On the other hand, it is not needed to point out
that a generic algorithm for optimizing neural networks could enable people to train
models that generate Deepfakes faster.

• The authors should consider possible harms that could arise when the technology is
being used as intended and functioning correctly, harms that could arise when the
technology is being used as intended but gives incorrect results, and harms following
from (intentional or unintentional) misuse of the technology.

• If there are negative societal impacts, the authors could also discuss possible mitigation
strategies (e.g., gated release of models, providing defenses in addition to attacks,
mechanisms for monitoring misuse, mechanisms to monitor how a system learns from
feedback over time, improving the efficiency and accessibility of ML).

11. Safeguards
Question: Does the paper describe safeguards that have been put in place for responsible
release of data or models that have a high risk for misuse (e.g., pretrained language models,
image generators, or scraped datasets)?

Answer: [Yes]

Justification: Our model is heavily based on existing StableDiffusion, so our safeguards are
the same as theirs.

Guidelines:

• The answer NA means that the paper poses no such risks.
• Released models that have a high risk for misuse or dual-use should be released with

necessary safeguards to allow for controlled use of the model, for example by requiring
that users adhere to usage guidelines or restrictions to access the model or implementing
safety filters.

• Datasets that have been scraped from the Internet could pose safety risks. The authors
should describe how they avoided releasing unsafe images.

• We recognize that providing effective safeguards is challenging, and many papers do
not require this, but we encourage authors to take this into account and make a best
faith effort.

12. Licenses for existing assets
Question: Are the creators or original owners of assets (e.g., code, data, models), used in
the paper, properly credited and are the license and terms of use explicitly mentioned and
properly respected?

Answer: [Yes]

Justification: In Section 4, we properly credit all the public baselines and datasets utilized in
this paper.

Guidelines:

• The answer NA means that the paper does not use existing assets.
• The authors should cite the original paper that produced the code package or dataset.
• The authors should state which version of the asset is used and, if possible, include a

URL.
• The name of the license (e.g., CC-BY 4.0) should be included for each asset.
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• For scraped data from a particular source (e.g., website), the copyright and terms of
service of that source should be provided.

• If assets are released, the license, copyright information, and terms of use in the
package should be provided. For popular datasets, paperswithcode.com/datasets
has curated licenses for some datasets. Their licensing guide can help determine the
license of a dataset.

• For existing datasets that are re-packaged, both the original license and the license of
the derived asset (if it has changed) should be provided.

• If this information is not available online, the authors are encouraged to reach out to
the asset’s creators.

13. New Assets
Question: Are new assets introduced in the paper well documented and is the documentation
provided alongside the assets?

Answer: [Yes]

Justification: The assets introduced in the paper are well documented.

Guidelines:

• The answer NA means that the paper does not release new assets.
• Researchers should communicate the details of the dataset/code/model as part of their

submissions via structured templates. This includes details about training, license,
limitations, etc.

• The paper should discuss whether and how consent was obtained from people whose
asset is used.

• At submission time, remember to anonymize your assets (if applicable). You can either
create an anonymized URL or include an anonymized zip file.

14. Crowdsourcing and Research with Human Subjects
Question: For crowdsourcing experiments and research with human subjects, does the paper
include the full text of instructions given to participants and screenshots, if applicable, as
well as details about compensation (if any)?

Answer: [NA]

Justification: This paper does not involve crowdsourcing nor research with human subjects.

Guidelines:

• The answer NA means that the paper does not involve crowdsourcing nor research with
human subjects.

• Including this information in the supplemental material is fine, but if the main contribu-
tion of the paper involves human subjects, then as much detail as possible should be
included in the main paper.

• According to the NeurIPS Code of Ethics, workers involved in data collection, curation,
or other labor should be paid at least the minimum wage in the country of the data
collector.

15. Institutional Review Board (IRB) Approvals or Equivalent for Research with Human
Subjects
Question: Does the paper describe potential risks incurred by study participants, whether
such risks were disclosed to the subjects, and whether Institutional Review Board (IRB)
approvals (or an equivalent approval/review based on the requirements of your country or
institution) were obtained?

Answer: [NA]

Justification: This paper does not involve crowdsourcing nor research with human subjects.

Guidelines:

• The answer NA means that the paper does not involve crowdsourcing nor research with
human subjects.
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• Depending on the country in which research is conducted, IRB approval (or equivalent)
may be required for any human subjects research. If you obtained IRB approval, you
should clearly state this in the paper.

• We recognize that the procedures for this may vary significantly between institutions
and locations, and we expect authors to adhere to the NeurIPS Code of Ethics and the
guidelines for their institution.

• For initial submissions, do not include any information that would break anonymity (if
applicable), such as the institution conducting the review.
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