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Reciprocal Estimation


[Booth 2007]

[Qin et. al. 2015]

[Zeltner et. al. 2020]
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Null Collision

[Novak et. al. 2014] [Georgiev et. al. 2019]
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Progressive PM       Unbiased PM (ours)
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Additional Contributions
• Recipe

• Taylor series

• Infinite variance

• Finite differences
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