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ABSTRACT

A new compressed image format is proposed to use a large size of image in mobile
games without the constraints of hardware specifications such as memory amount,
processing power, which encodes each block of a large size image in scan line order.
Using the experiments, we show the effectiveness of proposed method compared with a
general PNG in terms of compression ratios and required memory in decoding processes.
Also, the loading delay can be reduced by decoding only the displaying area of a large
image in run-time.
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