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“In the Wild”  
Empirical Evaluation 

9 Unseen Homes 
4 Methods 

10 Trajectories per Home 
5-10 Goals per Trajectory 

~90h of Experiments



“In the Wild”  
Empirical Evaluation 
200+ Object Instances
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Thank you!

Webpage: https://theophilegervet.github.io/projects/goat

https://theophilegervet.github.io/projects/goat

