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ABSTRACT

This paper proposes the adaptive way that intended screen applies the same proportion
of the game screen to mobile devices having various resolution. Generally speaking,
clipping is the way to show only part of screen with designated proportion and is widely
used in game industry. It costs additionally because developers make game screens fit
various resolutions. However, the proposed method of this study saves developing time
and cost if automatically calculated output is possible according to designated screen
proportion and devices’ aspect ratio. This suggested algorithm makes it possible to
display game screen in same proportion automatically to various resolution and the
mini-map is automatically fixed regardless of the mobile devices’ resolution.
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[Fig. 1] Comparison of Display Standards of Mobile Devices [1,2]
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[Fig. 9] Mini—map displayed in 9:20 game screen
not using the proposed algorithm
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