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Design and Implementation of Raylntersection in 22ME M3G
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Abstract J2ME M3G(Mobile 3D Graphics API) specifies the Java 3D graphics API and framework on the mobile facilities. Applications
programmed in M3G can run on different equipments and platforms. Because it is complicated in the design and implementation of RayIntersection
in M3G, this paper summarizes the reference model and theory according to the M3G library that it have been developed on XORP. And it
restructures the implementation based on them.
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