
The Medium of the Web



PRESENTATION MEDIUM: 

The Digital Display



It’s not print.



…and we 
don’t 

want it to 
be print.









Key Differences from Print

• Base unit is a pixel* 

• OK, technically-speaking a “subpixel” is 
the base unit (see colors to the right), 
but we can only work with whole pixels. 

• And even then, in CSS the concept of a 
pixel is abstracted, so we really can’t 
work directly with pixels anymore. Sigh.



Key Differences from Print

• Resolution is lower than print, but 
it’s catching up 

• Default assumption of pixels-per-inch is 
96ppi. 

• Again, mobile devices and HiDPI 
displays are changing this (iPhone 17 
Pro’s screen resolution is 460ppi)



Key Differences from Print
• Pages are rendered on the fly, and presentation varies 

depending on a number of factors: 

• Device type (desktop, tablet, smartphone, TV, gaming console, etc.) 

• Operating system (Mac, Windows, Linux) 

• Web browser maker (Safari, Chrome, Firefox, Microsoft Edge) 

• Web browser version (6.0, 7.0, 8.0, etc.) 

• User preferences (adjustments to the default typeface, size, colors, etc.)



KEY CONCEPTS: 

Page Dimensions



Page Width: Fixed 



Page Width: Fixed 



Page Width: Liquid 



Page Width: Liquid 



Page Width: Responsive



Page Width: Responsive



Page Width: Responsive



Page Width: Responsive



Page Width: Responsive









Page Width: Responsive with Fixed Max Content Width



Page Width: Responsive with Fixed Max Content Width





38%



Page Width Notes

• Unlike print, you do not know the final size dimensions of the medium that will 
display the work. The end-user makes this determination. 

• Most designers currently use between 960 and 1,100 pixels as the maximum width 
of most Web content designed for desktop browsers. 

• Design for scalability—create and arrange elements so that they can scale width-
wise to accommodate different size screens (be responsive) 

• Overall page must look OK when more width is available. 

• All sites designed today should work well on mobile devices.







2,560px x 1,664px



2:1



1,280 x 832

2,560px x 1,664px

Virtual Pixels (CSS Pixels)



1,100
Max Target Width 

In Virtual Pixels (CSS Pixels)

1,280 x 832



When you specify sizes in pixels, 
you are actually addressing virtual 

pixels, not actual display pixels.



  The Ultimate Guide to iPhone Resolutions, by PaintCode  

PaintCode is a unique vector drawing app that turns your drawings 
into Swift or Objective-C code. More info at PaintCodeApp.com 

The device screen may 
have lower pixel resolution 

than the image rendered 
in previous step.

Before the image can be 
displayed, it must be 

downsampled (resized) to 
lower pixel resolution.

Physical Pixels

At the beginning, 
coordinates of all 

drawings are specified in 

Points are abstract units, 
they only make sense in 

this mathematical 
coordinate space.

Points

Point-based drawings are 
rendered into pixels. This 

process is known as 
rasterization.

Point coordinates are 
multiplied by scale factor 
to get pixel coordinates. 

Higher scale factors result 
in higher level of detail.

Rendered Pixels

Finally, computed pixels 
are displayed on the 

physical screen.

The PPI number tells you 
how many pixels fit into 
one inch and thus how 

large the pixels appear in 
the real world.

Physical Device

points.
320 × 480

3.5″

render at 1×

(pixels)

2G, 3G, 3GS

3.5″

(points)

320 × 480

show at 163 PPI

320 × 480

640 × 960

3.5″

render at 2×

(pixels)

4, 4s

3.5″

(points)

show at 326 PPI

320 × 568

640×1136

5, 5s, 5c, SE

render at 2×

4″

4″

(points)

(pixels)

show at 326 PPI

375 × 667

750 × 1334

4.7″

render at 2×

(points)

(pixels)

show at 326 PPI

4.7″

375 × 812

1125 × 2436

5.8″

render at 3×

(points)

(pixels)

show at 458 PPI

5.8″

414 × 736

1242 × 2208

1080 × 1920

5.5″

show at 401 PPI

(pixels)

(points)

(device pixels)

5.5″

render at 3×

downsampling / 1.15

414 × 896

828 × 1792

6.1″

render at 2×

(points)

(pixels)

show at 326 PPI

6.1″

414 × 896

1242 × 2688

6.5″

render at 3×

(points)

(pixels)

show at 458 PPI

6.5″
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Why Mobile?
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Page Length is Unlimited

• It is a given that most Web pages will 
scroll vertically. 

• Vertical space is “free” and 
(technically) unlimited. 

• In most circumstances, there is no 
need to use the “page 1 / page 2” 
metaphor













Both width and length can change at any time



WEB PRESENTATION 

Cascading Style Sheets



(REMEMBER ANYTHING FROM VC237?)





THAT WAS ALL HTML AND CSS…







…and understanding HTML and CSS helps 
tremendously, even in web design work that 

doesn’t require one line of code.



Cascading Style Sheets

• The best web designers I have known also knew at least 
some HTML and CSS. 

• They represent the final representation of your designs—it 
only makes sense that you have some knowledge of how 
these “materials” come together to create the final product. 

• You wouldn’t design something in a physical medium like tile, 
wood, or metal without having some understanding of the 
physical qualities of the material.



WEB PRESENTATION 

CSS Layout



Floats, Flexbox & CSS Grid

• Everything is a Box 

• Aligning items to a grid 

• Specific positions (fixed items) 

• Flexible, responsive Web design 

• CSS Grid



CSS Box Model









Space Around Objects



Borders

You can control: 

• Color 

• Thickness 

• Style 



Z-Index

Z-ordering can be tricky and un-reliable



WEB PRESENTATION 

Web Typography



Things you can control

• Typeface & Type size 

• Color (both foreground and 
background) 

• Leading (line-height) 

• Font weight & style 

• Tracking (letter-spacing)

• Word spacing 

• Character case 
(Uppercase, lowercase) 

• Text shadow (blurred or 
not) 

• Alignment



Photoshop Panels



Photoshop Panels



Photoshop Panels



Figma Type Panels



WEB PRESENTATION 

Select Presentation Options in 
Cascading Style Sheets



border-radius: 32px;

Rounded Rectangle Borders





Box Shadow



Box Shadow







Opacity



Opacity





Gradients





Ultimate CSS Gradient Generator



Ultimate CSS Gradient Generator



In Photoshop





WEB PRESENTATION 

Interactivity



Websites respond to 
user action



Interactivity & Animations

• :hover changes (mouse) 

• :active changes (touch) 

• Transitions 

• Animations



Interactivity & Animations


