+

WARP

WARP

BLEND

0.4

RENDERING

0.6

STEP 1:

synthesize flow at location 0.4

STEP 2:

warp one corner image along synthesized flow

STEP 3:

warp the other corner image along reversed flow

A

B

(0.4)

(0.6)

A 0.4 B STEP 4:

blend the resulting warped images

STEP 5:

the result image should lie 0.4 between the two corner images!