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Agenda 

 

• Why HTML5?  

• HTML5 creative examples 

 

• Overview - New IAB Canada Creative Guidelines  

• New Smartphone Sizes & cross device Full Screen aspect ratios 

• New scalable HTML5 file size framework 
 

• Making the transition to HTML5 

• HTML5 tools - Roles are changing 

• Graphic Designer & Developer tips 

 

 



Why ? 



Lack of/no support for Flash (.SWF) on mobile OSs 

• Flash requires plugins to be 

installed and updated on 

devices & operating systems 

that do support Flash. 

Also… 

• Flash wasn’t built for 

responsive design or to scale 

to so many different 

resolutions 



Lack of/no support for Flash (.SWF) on mobile OSs 



Screen Resolutions Advancing Fast 

720p > 1080p > 4K 

Multiple 

Aspect 

Ratios 



The need for responsively designed web applications & ads 

Non-

responsive 

site 

Non-

responsive 

Ad that are 

too small. 

 

Value is 

dropping 

as 

resolutions 

increase 

3200x1800 



(Possible future size) 



Screen sizes increasing 



“Desktop vs Mobile” is irrelevant.  



Mirroring from device to screens is on the rise 



Website  

Native App 

HTML5 works within the browser or within native app frameworks 

No plugin required.  

Hybrid Web/Native App Shared codebase 



HTML5 is not just a replacement for Flash, 
it’s a whole new net experience 

Examples 
• Touch 

• 3D 

 

3D / Touch – Site https://www.g-star.com/en_nl/newdenimarrivals 

3D/Music http://cabbi.bo/drive  

https://www.g-star.com/en_nl/newdenimarrivals
https://www.g-star.com/en_nl/newdenimarrivals
https://www.g-star.com/en_nl/newdenimarrivals
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The future is responsive Sites & Ads 

This is where we are heading - and all this is possible right now, but we have a 

transitional plan focusing on moving existing sizes to aspect ratios 

Examples… 

Fully Responsive Ad – Tissot 

 

http://ad.flexitive.com/NUtRNXA4Y3l
http://ad.flexitive.com/NUtRNXA4Y3l
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New IAB Canada Guidelines - Highlights 

We focused on… 

1. Monetization 

2. via Quality Creative & Performance 

3. + Industry Efficiency 

iabcanada.com/guidelines 

http://www.iabcanada.com
http://www.iabcanada.com
http://www.iabcanada.com


PROBLEM - Historical IAB popular ad sizes not keeping up with screen resolutions 



SOLUTION: All new fixed sizes introduced match to aspect ratios. 

Responsive creative 

based on aspect 

ratios allows path for 

a range of devices at 

different levels of 

tech capabilities  

 (e.g. lower resolution 

phones in developing world) 

 



HTML5 creative can be built responsively, adjusting to different sizes 



The next generation of A/B testing - creative development efficiency 

HTML5 enables more efficient 

creative variations…. 

 

1) Brand creative - Manual 

swapping out a component 

once (that changes all ad 

sizes at once) for more 

effective A/B testing 

 

1) Ecommerce - Automated 

swapping out components 

(e.g. connected to product 

database) 

 



3:1 

6:1 

marketing mag example 

Phasing out 

Enough room for 

users to scroll page 

SOLUTION: Moving beyond the 300x50 – new smartphone in-page sizes 

Phasing out 

mailto:http://flexitive.com/preview/rogers/marketingmag/


SOLUTION: Moving beyond the 300x50 – new full-screen sizes 



Devices Specs Database – All devices, resolutions, OS etc.  

iabcanada.com/guidelines flexitive.com/en-ca/devices-specs 
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Full screen sizes not just about smaller screens… 



Mostly full screen 

so not having to load  

content as well. 

• File sizes now 

‘cross device’ and 

grouped into size 

buckets. 

 

Larger ad sizes, mean larger file sizes are required. 

• Smartphones & 

tablets no longer 

associated with 

slow net speed 

 



Some ad servers have ability to serve different ad sizes depending on the resolution of the 

user’s device / browser view  

 

 

 

Publishers – Ideas on how to move forward with HTML5 

Using the Google Publisher Tags (GPT) API, you can specify one or more 

sizes as the size set for an ad slot.   

E.g. DFP 

Here’s an example… 

If browser view width…  

= greater than 950px, then serve 900x150 ad size 

= between 600-950px, then serve 600x100 ad size 

= between 300-600px, then serve 300x50 ad size 



What is an HTML5 creative made up of? 

Combination of .HTML file… 

• That either includes OR calls separate .JS, and .CSS files 

• Calls images (.jpg, .gif, .png, .svg) and video (.mp4, .webm) 

photos 

simple, 

limited 

colors 

transparency 

vector 



• Use web fonts where possible (.svg for text is fine, just more work for designers) 

 

• Minimize use of .gif, use .svg (vector) where possible e.g. logos. 

 

• .jpg for photos, .png for images with transparency (use sparingly due to size) 

 

 

Minimizing load times – components 

Demo of HTML5 functionality 



Non-HTML5 supported environments 

 

• With Flash – Ad servers do the support detection work, and serve the backup images  

 

• With HTML5 – It is recommended that the html5 file detects support at the HTML5 

feature level, and gracefully degrade those features. 

 

Just as with Flash requiring backup images (either .jpg or .gif) for non-Flash 

environments, so does HTML5 (backup can be Flash or image) 

 



HTML5 Video support 

 

• Two file types - .mp4 & .webm – versions of Firefox (as new as last year) don’t 

support .mp4, but .mp4 seems to be becoming the standard. 

 

• Not just file types to consider, but you should be detecting connection speed and 

serving varying quality (480, 720, 1080) video. Recommend using cloud based 

HTML5 builders that do this automatically. 

 

• On mobile operating systems such as iOS and Android, the OS will use its native 

player for any video if viewed within a browser. Mainly an issue for video backgrounds 

or auto-play video. In app it should play the HTML5 video tag ok. 

 

 



 

1. Investigate HTML5 building tools – you may decide on multiple tools that are 

used for different requirements 

2. Start building internal creative using HTML5, allowing you to do more testing on 

process especially for creative assets serving directly via your ad servers 

3. Campaigns with a focus on smartphones and tablets should be built using 

HTML5 if they are not already 

4. Cross-device campaigns should determine… 

• Should HTML5 be used for all ad placements? 

• Should Flash be used for desktop OS, and HTML5 for mobile OS? Building in 

both technologies will be more expensive, but it may be a better solution as your 

organization’s HTML5 capabilities increase. 

5. Start with more simple creative, and add complexity over time 

6. When evaluating new sites & native apps – determine if hybrid responsive 

HTML5 is a more cost effective solution for your project 

 

Ideas on how to move forward with HTML5 



• New HTML5 tools are enabling graphic designers with limited web development 
knowledge to build advanced HTML5 solutions fast. 

• Web Developers can then focus on even more complex experiences 

• These tools are also evolving to automate as much of the design process as 
possible  

• Faster building creative variations for different demographics, A/B testing, 
dynamic content - via swapping out creative components 

• Building templates that can be re-used for different brands 
 

• Brands and even some media buying agencies are building more creative in-house  

• Creative agencies now more than ever, need to have efficient cross device creative 
solutions and process in place 

 

 

Roles are evolving very fast due to new tools 



Some HTML5 Building Tools 

Adobe Edge Suite  

Flexitive.com 

Google Web Designer 

Tumult Hype 

http://ad.neuranet.com/NUtRNXA4Y3l


Flash to HTML5 converters 

Try them out, but note… 

 

• HTML5 can be responsive so there are major efficiencies when building 

many different sizes. 

• For new full screen sizes especially on smartphones & tablets – Flash 

conversion is not a recommended solution. There are too many aspect 

ratios/screen resolutions to design for so that creative is viewable across 

the full range of devices. 

• Recommended to start with simple creative first – more complex creative 

may not convert properly, and file sizes of the HTML5 output may be too 

large because of inefficiencies in the conversion process. 

• Analogy of a gasoline car being converted to a fully electric car, it won’t be 

optimal. There is no hybrid Flash/HTML5 codebase. 



For Graphic Designers 



• Based on .webm video format, only supported on some newer browsers (incl. 

Chrome) so .webp is a supplement not a replacement 

 

• According to Google's measurements, a conversion from PNG to WebP results in a 

45% reduction in file size (PNGs found on the web), and a 28% (after pngcrush and 

pngout).  

 

• Google has also proposed using WebP for animated images as an alternative to the 

popular GIF format – but in the long term these animated image formats won’t likely 

survive. Google reports between a 19% (lossless WebP) and 64% (lossy WebP) 

reduction in file size for images converted from animated GIFs .  

Minimizing load times - .webp image format 



Tips for building cross device HTML5 creative 

 

• For efficiency and design consistency, use responsive design techniques where 

possible especially building full screen creative - There are too many aspect 

ratios/screen resolutions to design for so that creative is viewable across the 

full range of devices. 



For Developers 



 

• CSS animations – simple but less control 

 

• JS animations – full control, but look into Greensock and other js frameworks 

rather than starting from nothing 

 

 

 

 

 

• To maximize performance, minimize the number of animations on image or video 

elements 

 

Animation 



 

• Provides a javascript API for rendering GPU accelerated interactive 3D and 2D 

graphics with any compatible browser without the use of plugins 

 

• Usage previously held back due to Safari Browser default setting as ‘off’ but as of 

Safari 8.0 (Dec 2014) is now on by default. 

 

• A number of JS libraries have been built such as Three.js that make it easier to use 

the WebGL API (similar to how other JS libraries such as jquery make it easier to build 

UI components) 

 

 

 

 

3D in the browser or native apps 



 

• A number of JS libraries have been built to use the HTML5 Canvas API such as 

EaselJS  (part of the CreateJS suite) 

 

 

 

HTML5 Canvas 

Examples - EaselJS 

http://createjs.com/#!/Demos/EaselJS/Transform


 

• Minimize number of external calls from .html file – including js and css in one file 

could be more efficient  

 

• Prioritize file loading based on animation frame order where possible 

 

• Use large externally hosted frameworks (like jquery) sparingly as it is included in the 

max ad file weights 

 

• Minify code  

Minimizing load times - code 



iab.net/html5 

HTML5 for Digital Advertising 1.0: Guidance for Ad 

Designers & Creative Technologists  

iab.net/html5
iab.net/html5


paul.vincent@neuranet.com @pcvincent @ 

• Please communicate feedback to your IAB council/committee representatives 

• IAB Creative Committee launching soon! 

Feel free to also connect with me… 


