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This website that I’ve called ‘Retro Gaming Stuff’ is all about gaming, mostly about my console collection and more aimed towards retro gaming and classic consoles. Its more of a blog kind of website and a way to archive my consoles as well as have information on each one. I separated them into the years they were released for easy and simple organisation. The site is more aimed at fellow gamers and people more interested in retro gaming. 
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When I uploaded my HTML home page to be validated, it found a few errors. Most of them were stray tags that I forgot to close or delete. I fixed these by either closing them or just deleting the extra end tags. I also suggested I only have the top-level heading labelled as h1 and change the others as h1 elements are treated as top level headings by most browsers. The last thing it asked me to add was a language attribute to the html tag. 
With the CSS file the only errors were a couple of typos which was easy to fix.



Website usability is important for businesses as users experience the site and the way it feels to them. I good useable website will have positive effect on the business and increase visits and can stimulate online purchases.
Usability refers to how the website is used by users to achieve their goals and how effective and efficient the site is. When website with good navigation and vivid relevant images, with content with relevant scope, users can reach their goals with a lot less errors. The efficiency of a website will make the users come back if they can reach their goals or get the information they need when they don’t need to use much effort. When a website provides different options to help the users and is reliable and secure it will increase the satisfaction of the users.
Common practices to ensure good usability are page loading, easy navigation, download time, success of search rate, low errors, task completion time and interactivity are factors of a good website design. Secondary usability factors can be, ease of use, readability, content quality, fun, productivity and relevance. [1]

Accessibility with websites is a right that everyone has, and equality of access played a big part when creating the web at the start, it was imagined as an inclusive space for everyone. Individuals with certain disabilities such as visual, auditory, cognitive, mobility and neurological can experience difficulties using the web. Even though there are assistive technologies available such as screen readers and text to speech, these technologies will only work as expected if the content sticks to the principles of accessibility and take in to account how the users access a website.
The main design principle that should be stuck to is making sure that the websites are flexible, to work with the different needs of the users and situations. This should include various permanent disabilities as well as including other barriers that impede access such as, slow internet connection, devices that are being used to access the content, temporary injuries such as broken arms, and changing abilities due to aging. All well designed websites should provide equal accessibility to all users and be compatible to assistive technologies.
Without authoring tools equipped to use accessibility it can make the designer have a hard time in creating an accessible website. It also depends on the designer and their awareness of issues that may affect some users, it also depends on the website designer’s commitment and want to resolve the issues or even their technical knowledge to implement ease of accessibility. 
Web Content Accessibility Guidelines (WCAG) guidelines can be broken down to four main categories, which are:
· Perceivable
· Operable
· Understandable
· Robust
To make content perceivable designers should provide alternatives for non-text content, add captions for audio and video content, make content available to assistive technologies’, and good contrast to make things easy to see and read.
Operable should make sure the content gives users enough time to read it, not to use flashing images that could give some users seizures and help users navigate and find content easy and effortlessly.
Content should be easy to read and understandable, content should appear and work in predictable ways and help users to avoid mistakes and be easy to correct any mistakes.
All content should be robust and have maximum compatibility with all current technologies.
Studies have identified the accessibility issues with websites which most are easy to fix. One study evaluated 50 websites and concluded “while the majority of Websites are inaccessible, at the same time many of these web sites require only a small amount of work to become fully accessible”. One of the most common problems was missing or incorrectly used alt text for images in HTML. Its may be only a small error but screen readers and braille embossers can only read the text.
Another typical error is the resizing capacities of the website, most web browsers will resize websites according to the users’ preferences and needs, but if a website Is designed poorly, users with vision problems my struggle to access the content.
When it comes to designing a website, the current trend is to remove all unnecessary content on the web page, which is resulting in enhancing visibility and clarity of the content. This benefits all the users as it makes websites easier to navigate and load quicker and helps people with cognitive disabilities from over stimulation on visually cluttered websites and that contain irrelevant information.
A way to evaluate accessibility on a website can include, navigating the page using screen reader software to see if everything is understandable. Visit the page using text only browser to make sure that the content is available and decipherable. Try and navigate the site by using the keyboard only, websites that are hard to do so will make it difficult for individuals with disabilities that can’t use mouse or voice only access.
Ensuring web accessibility requires the removal obstacles and barriers so that individuals are able to equally participate online. Equality of access means that everyone can take advantage of what the internet has to offer regardless of their needs or preferences. Equality of access is critical when it comes to education, as having the ability to use the web is quickly becoming a requirement and an important part of education. [2]
Search Engine Optimisation (SEO) is a technique to optimise a website with search engine results. It has turned into a science and is crucial to every website. When SEO started in the late 1990’s it was easily manipulated using links to other sites, but search engines have now developed algorithms that would remove any influences that help within a website ranking.
Search engines real the HTML of the website, major keywords should be in placed in the <head> area and repeated in the <body> area of the page. It is also recommended to add key phrases in to the <h1> and <h2> tags as well as in the early paragraphs on the page, it also useful to place information in to the <alt> tags associated with each photo. 
All search engines are aware of spamming methods and has a risk of being banned should a site be discovered using covert methods and tricks. These include repeating words over and over in small or invisible text, filling meta tags with irrelevant terms and using competitor’s trademarks.
Improved search results can be obtained by having 8-12 words in the title of each page explaining what the site is about and ensuring that the first 20-30 words of text to explain what the page and site is about, and the service or product is being promoted. Making sure that there is clear written information about the subject and linking it back to other sites.
It is good practice to check what people are searching for to find the keywords to boost your website up the ranking.  There is plenty of free and inexpensive tools to help with this, Google Analytics is one of them. Some keywords are going to be more competitive than others. Trying to get a good ranking with one single keyword will be difficult ranking in the top results. Using multi-word keyword phrases can result in higher ranking. There are many different commonly used techniques to influence a page’s ranking, one of the ways is indexing, which is registering a website with a search engine and creating a XML site map.
On page SEO involves optimising the title, keywords, description and the content. The title is the most important of on page SEO, a good idea is to have unique titles for each page of the site as if they are too similar it can be treated as duplicates by search engines. Also avoid using any titles that isn’t related to the content in the page. Its good practice to make sure the title is short and not too long as the search engines will normally only show small snippets in the search.
The description of the meta tags is important when it is getting indexed by the search engine. Meta tags should summarise the whole pages content and avoid descriptions that are not related to the website and be unique, as the search engine might only show one rather than them all. The description should be around 160 characters as this will increase the SEO. URL structuring helps search engines go through your website better and makes it more appealing for users to link your content. URLs are likely to do better if words are used instead of numbers and IDs, but words should be kept to a minimum. [3] 




Evaluation of my website:
I decided to keep a simple and minimalist approach to my website sticking to the saying “keep it simple.” I separated it by year then added the consoles to each tab, I opted to use drop down menus for each tab as it to keep it less cluttered and to flow easier.  Most of the phots were taken by me apart from the one on the home page. [4] The site more aimed at people who want information about a old game console then anything almost like a blog or repository. All the information for each console is from Wikipedia, [5] for future use I would write my own descriptions and even add my own experiences with each console and games.
When it came it SEO I looked up similar websites using https://tools.wordstream.com/ to find common keywords that are used to search for websites. I used some of the keywords on the home page as well as alt tags for the photos. I do feel I could add more over time.
Using the contrastchecker.com, with my background and text colour I had a ratio of 13.08. But with my blue header and white text I got 1.9. Maybe in future revisions I would change the colour so it is easier to see and read. I tried using the browser extensions on my site but they wouldn’t work. With the accessibility if my site I’m not using any videos or audio to prevent anyone from struggling with hearing accessing the content. I also tried to keep it concise as that should help with page readers as well as alt tags for each of the photos. I’m not sure on what the compatibility would be on different devices but that is something I would look at before publishing it.
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Appendices:
CSS:
body{
	background-color: #cccccc;
	color: black;
	font-family:Arial, Helvetica, san-serif;
	font-size:18px;
	margin:0;
}

.container{
	width:80%;
	margin:auto;
	overflow:hidden;
}

#main-header{
	background-color: #00ccff;
	color:#fff;
}

.navbar {
  overflow: hidden;
  background-color: #333;
  font-family: Arial;
}

.navbar a {
  float: left;
  font-size: 16px;
  color: white;
  text-align: center;
  padding: 14px 16px;
  text-decoration: none;
}

.dropdown {
  float: left;
  overflow: hidden;
}

.dropdown .dropbtn {
  font-size: 16px;
  border: none;
  outline: none;
  color: white;
  padding: 14px 16px;
  background-color: inherit;
}

.navbar a:hover, .dropdown:hover .dropbtn {
  background-color: #00ccff;
}

.dropdown-content {
  display: none;
  position: absolute;
  background-color: #f9f9f9;
  min-width: 160px;
  box-shadow: 0px 8px 16px 0px rgba(0,0,0,0.2);
  z-index: 1;
}

.dropdown-content a {
  float: none;
  color: black;
  padding: 12px 16px;
  text-decoration: none;
  display: block;
  text-align: left;
}


.dropdown-content a:hover {
  background-color: #ddd;
}

.dropdown:hover .dropdown-content {
  display: block;
}

#form{
	text-align:left;
	padding:20px;
}

#main-footer{
	background-color:#333;
	color:#fff;
	text-align:right;
	padding:10px;
	margin-top:50px;
}

HTML:
<!DOCTYPE html>
<html lang="en">
<head>
	<meta charset="utf-8" />
	<title> Retro Gaming Stuff </title>
	<link rel="stylesheet" type="text/css" href="style/layout.css">
</head>

<body>
	<header id="main-header">
		<div class="container">
			<h1> Retro Gaming Stuff </h1>
		</div>
	</header>

<div class="navbar">
  <a href="index.html">Home</a>
  <div class="dropdown">
    <button class="dropbtn">1970s
    </button>
    <div class="dropdown-content">
      <a href="atari.html">Atari 2600</a>
      <a href="oddysey2.html">Oddysey 2</a>
    </div>
  </div>
  <div class="dropdown">
    <button class="dropbtn">1980s
    </button>
    <div class="dropdown-content">
      <a href="vectrex.html">Vectrex</a>
      <a href="nes.html">NES</a>
    </div>
  </div>
  <div class="dropdown">
    <button class="dropbtn">1990s
    </button>
    <div class="dropdown-content">
      <a href="ps1.html">Playstation</a>
      <a href="3d0.html">3D0</a>
    </div>
  </div>
  <div class="dropdown">
    <button class="dropbtn">2000s
    </button>
    <div class="dropdown-content">
      <a href="ps2.html">Playstation 2</a>
      <a href="gamecube.html">Gamecube</a>
    </div>
  </div>
	 <a href="contact.html">Contact</a>
</div>

<section id="showcase">
	<div class="container">

		<h2><u> Welcome to my retro gaming site. </u></h2>
	</div>
</section>
	
<div class="container">	
	<aside id="side">
	<p>
		<img src="images/front.avif" alt="Retro Consoles" style="float:right;width:50%;height:50%;">
	</p>
	
</aside>
		<h2> Kicking it old school </h2>
		<p>Welcome to Retro Gaming Stuff. Everything from old retro games, consoles and the current generation.</p>
		<p>Whether you want to keep up with the latest game news or just want to kick back and check out some classic games consoles and games this is the place for you.		
		</P>
		<p>Here at Retro Gaming Stuff we have a collection of many diffrent retro game consoles and plenty of infomation on them. Join our mailing club and tell us what your favourite console is. 
		  <p>Some text some text some text some text..</p>
	

	</div>
	
<footer id="main-footer">
	<p> Copyright &copy; 2022 Tony Produtions</p>
</footer>
	
	
	
</html>
<!DOCTYPE html>
<html lang="en">
<head>
	<meta charset="utf-8" />
	<title> Retro Gaming Stuff </title>
	<link rel="stylesheet" type="text/css" href="style/layout.css">
</head>

<body>
	<header id="main-header">
		<div class="container">
			<h1> Retro Gaming Stuff </h1>
		</div>
	</header>

<div class="navbar">
  <a href="index.html">Home</a>
  <div class="dropdown">
    <button class="dropbtn">1970s
    </button>
    <div class="dropdown-content">
      <a href="atari.html">Atari 2600</a>
      <a href="oddysey2.html">Oddysey 2</a>
    </div>
  </div>
  <div class="dropdown">
    <button class="dropbtn">1980s
    </button>
    <div class="dropdown-content">
      <a href="vectrex.html">Vectrex</a>
      <a href="nes.html">NES 2</a>
    </div>
  </div>
  <div class="dropdown">
    <button class="dropbtn">1990s
    </button>
    <div class="dropdown-content">
      <a href="ps1.html">Playstation</a>
      <a href="3d0.html">3D0</a>
    </div>
  </div>
  <div class="dropdown">
    <button class="dropbtn">2000s
    </button>
    <div class="dropdown-content">
      <a href="ps2.html">Playstation 2</a>
      <a href="gamecube.html">Gamecube</a>
    </div>
  </div>
	 <a href="contact.html">Contact</a>

</div>
	
<section id="showcase">
	<div class="container">

	</div>
</section>
	
<div class="container">
	<section id="main">
		<h2><u> 3D0 Interactive Multiplayer </u></h2>
<aside id="sidebar"><img src="images/3d0.jpg" alt="3D0 Interactive Multiplayer" style="float:right;width:50%;height:50%;">
</aside>
<p>"The 3DO Interactive Multiplayer, also referred to as the 3DO System or simply 3DO, is a home video game console developed by The 3DO Company. Conceived by entrepreneur and Electronic Arts founder Trip Hawkins, the 3DO was not a console manufactured by the company itself, but a series of specifications, originally designed by Dave Needle and R. J. Mical of New Technologies Group, that could be licensed by third parties. Panasonic produced the first models in 1993, and further renditions of the hardware were released in 1994 by GoldStar (now LG Electronics), and in 1995 by Sanyo.
</p>
<p>Despite having a highly promoted launch (including being named Time magazine's "1993 Product of the Year") and being a host of cutting-edge technologies, the 3DO's high price and an oversaturated console market prevented the system from achieving success comparable to competing consoles from Sega and Nintendo. As a result, it was discontinued in late 1996."
</P>
	

	</div>
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<!DOCTYPE html>
<html lang="en">
<head>
	<meta charset="utf-8" />
	<title> Retro Gaming Stuff </title>
	<link rel="stylesheet" type="text/css" href="style/layout.css">
</head>

<body>
	<header id="main-header">
		<div class="container">
			<h1> Retro Gaming Stuff </h1>
		</div>
	</header>

<div class="navbar">
  <a href="index.html">Home</a>
  <div class="dropdown">
    <button class="dropbtn">1970s
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      <a href="atari.html">Atari 2600</a>
      <a href="oddysey2.html">Oddysey 2</a>
    </div>
  </div>
  <div class="dropdown">
    <button class="dropbtn">1980s
    </button>
    <div class="dropdown-content">
      <a href="vectrex.html">Vectrex</a>
      <a href="nes.html">NES</a>
    </div>
  </div>
  <div class="dropdown">
    <button class="dropbtn">1990s
    </button>
    <div class="dropdown-content">
      <a href="ps1.html">Playstation</a>
      <a href="3d0.html">3D0</a>
    </div>
  </div>
  <div class="dropdown">
    <button class="dropbtn">2000s
    </button>
    <div class="dropdown-content">
      <a href="ps2.html">Playstation 2</a>
      <a href="gamecube.html">Gamecube</a>
    </div>
  </div>
	 <a href="contact.html">Contact</a>
</div>
	
<section id="showcase">
	<div class="container">

	</div>
</section>
	
<div class="container">
	<section id="main">
		<h2><u> Atari 2600 </u></h2>
<aside id="sidebar"><img src="images/atari.jpg" alt="Atari 2600" style="float:right;width:50%;height:50%;">
</aside>
<p>"The Atari 2600, branded as the Atari Video Computer System (Atari VCS) until November 1982, is a home video game console developed and produced by Atari, Inc. Released in September 1977, it popularized microprocessor-based hardware and games stored on swappable ROM cartridges, a format first used with the Fairchild Channel F in 1976. The VCS was bundled with two joystick controllers, a conjoined pair of paddle controllers, and a game cartridge—initially Combat and later Pac-Man.
</p>

<p>Atari was successful at creating arcade video games, but their development cost and limited lifespan drove CEO Nolan Bushnell to seek a programmable home system. The first inexpensive microprocessors from MOS Technology in late 1975 made this feasible. The console was prototyped as codename Stella, by Atari subsidiary Cyan Engineering. Lacking funding to complete the project, Bushnell sold Atari to Warner Communications in 1976.
</p>

<p>The Atari VCS launched in 1977 with nine simple, low-resolution games in 2 KB cartridges. The system's first killer app was the home conversion of Taito's arcade game Space Invaders in 1980. The VCS became widely successful, leading to the founding of Activision and other third-party game developers and to competition from console manufacturers Mattel and Coleco. By the end of its primary lifecycle in 1983–84, games for the 2600 were using more than four times the storage size of the launch games[5] with significantly more advanced visuals and gameplay than the system was designed for, such as Activision's Pitfall!.
</p>

<p>In 1982, the Atari 2600 was the dominant game system. Amid competition from both new consoles and game developers, a number of poor decisions from Atari management affected the company and the industry as a whole. The most public was an extreme investment into licensed games for the 2600, including Pac-Man and E.T. the Extra-Terrestrial. Pac-Man became the system's biggest selling game, but the conversion's poor quality eroded consumer confidence in the console. E.T. was rushed to market for the holiday shopping season and was critically panned and a commercial failure. Both games, and a glut of third-party shovelware, were factors in ending Atari's relevance in the console market. Atari's downfall reverberated through the industry resulting in the video game crash of 1983.
</p>

<p>Warner sold Atari's home division to former Commodore CEO Jack Tramiel in 1984. In 1986, the new Atari Corporation under Tramiel released a lower-cost version of the 2600 and the backward-compatible Atari 7800, but it was Nintendo that led the recovery of the industry with its 1985 launch of the Nintendo Entertainment System. Production of the Atari 2600 ended on January 1, 1992, with an estimated 30 million units sold across its lifetime."
		</P>
	
<aside id="sidebar">

</aside>
	</div>
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    </div>
  </div>
  <div class="dropdown">
    <button class="dropbtn">1980s
    </button>
    <div class="dropdown-content">
      <a href="vectrex.html">Vectrex</a>
      <a href="nes.html">NES 2</a>
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    <div class="dropdown-content">
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      <a href="gamecube.html">Gamecube</a>
    </div>
  </div>
	 <a href="contact.html">Contact</a>

</div>
	
<section id="showcase">
	<div class="container">

	</div>
</section>
	
<div class="container">
	<section id="main">
		<h2><u> Gamecube </u></h2>
<aside id="sidebar"><img src="images/gc.jpg" alt="Gamecube" style="float:right;width:50%;height:50%;">
</aside>
<p>"The GameCube is a home video game console developed and released by Nintendo in Japan on September 14, 2001, in North America on November 18, 2001, and in PAL territories in 2002. It is the successor to the Nintendo 64, which released in 1996, and predecessor of the Wii, which released in 2006. As Nintendo's entry in the sixth generation of video game consoles, the GameCube competed with Sony's PlayStation 2 and Microsoft's Xbox.
</p>
<p>Its earliest development began with the 1997 formation of ArtX, a computer graphics company later acquired by ATI, which would go on to produce the console's GPUs. Nintendo publicly announced the console under the code name Project Dolphin in a May 1999 press conference. Upon its release in 2001, the GameCube became Nintendo's first console to use optical discs, specifically a miniDVD-based format, as its primary storage medium instead of ROM cartridges. Unlike its competitors, the system is solely focused on gaming and does not support DVD, CDs, or other optical media. The console supports limited online gaming for a small number of games via a GameCube broadband or modem adapter and can connect to a Game Boy Advance with a link cable for exclusive in-game features using the handheld as a second screen and controller. The GameCube supports e-Reader cards to unlock special features in a few games. Saved game data can be stored exclusively on memory cards due to the read-only optical disc format. The Game Boy Player add-on runs Game Boy, Game Boy Color, and Game Boy Advance cartridge games.
</p>
<p>Reception of the GameCube was mixed. It was praised for its controller, extensive software library, and high-quality games, but was criticized for its exterior design and lack of multimedia features. Nintendo sold 21.74 million GameCube units worldwide, much less than anticipated, and discontinued it in 2007. Its successor, the Wii, launched in November 2006 and features full backward compatibility with GameCube games, storage, and controllers."
</P>
	

	</div>
	
<footer id="main-footer">
	<p> Copyright &copy; 2022 Tony Produtions</p>
</footer>
	
	
	
</html>
<!DOCTYPE html>
<html lang="en">
<head>
	<meta charset="utf-8" />
	<title> Retro Gaming Stuff </title>
	<link rel="stylesheet" type="text/css" href="style/layout.css">
</head>

<body>
	<header id="main-header">
		<div class="container">
			<h1> Retro Gaming Stuff </h1>
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	 <a href="contact.html">Contact</a>

</div>
	
<section id="showcase">
	<div class="container">

	</div>
</section>
	
<div class="container">
	<section id="main">
		<h2><u> Nintendo Entertainment System </u></h2>
<aside id="sidebar"><img src="images/nes.jpg" alt="Nintendo Entertainment System" style="float:right;width:50%;height:50%;">
</aside>
<p>"The Nintendo Entertainment System (NES) is an 8-bit third-generation home video game console produced by Nintendo. It was first released in Japan in 1983 as the Family Computer (FC),commonly known as the Famicom. The NES, a redesigned version, was released in American test markets in October 1985, before becoming widely available in the rest of North America and other countries.
</p>

<p>After developing a series of successful arcade games in the early 1980s, Nintendo planned to create a home video game console. Rejecting more complex proposals, president Hiroshi Yamauchi called for a simple, cheap console that ran games stored on cartridges. The controller design was reused from Nintendo's portable Game & Watch games. Several add-ons were released, such as a light gun for shooting games.
</p>

<p>The NES was one of the bestselling consoles of its time, and helped revitalize the US game industry following the video game crash of 1983. It introduced a now-standard business model of licensing third-party developers to produce and distribute games. The NES featured a number of groundbreaking games, such as the platform game Super Mario Bros. and the action-adventure games The Legend of Zelda and Metroid, which became long-running franchises. It was succeeded in 1990 by the Super Nintendo Entertainment System."
</P>
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<p>"The Magnavox Odyssey 2 (stylized as Magnavox Odyssey²), also known as Philips Odyssey 2, is a second generation home video game console that was released in 1978. It was sold in Europe as the Philips Videopac G7000, in Brazil and Peru as the Philips Odyssey and in Japan as Odyssey2 (オデッセイ2 odessei2). The Odyssey 2 was one of the four major home consoles prior to the 1983 video game market crash, along with Atari 2600, Intellivision and ColecoVision.
</p>
<p>In the early 1970s, Magnavox pioneered the home video game industry by successfully bringing the first home console to market, the Odyssey, which was quickly followed by a number of later models, each with a few technological improvements (see Magnavox Odyssey series). In 1978, Magnavox, now a subsidiary of North American Philips, decided to release an all-new successor, Odyssey 2.
</p>
<p>In 2009, the video game website IGN named the Odyssey 2 the 21st greatest video game console, out of its list of 25."
</P>
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<p>"The PlayStation (abbreviated as PS, commonly known as the PS1 or its codename PSX) is a home video game console developed and marketed by Sony Computer Entertainment. It was released on 3 December 1994 in Japan, 9 September 1995 in North America, 29 September 1995 in Europe, and 15 November 1995 in Australia. As a fifth-generation console, the PlayStation primarily contended with the Nintendo 64 and the Sega Saturn.
</p>
<p>Sony began developing the PlayStation after a failed venture with Nintendo to create a CD-ROM peripheral for the Super Nintendo Entertainment System in the early 1990s. The console was primarily designed by Ken Kutaragi and Sony Computer Entertainment in Japan, while additional development was outsourced in the United Kingdom. An emphasis on 3D polygon graphics was placed at the forefront of the console's design. PlayStation game production was designed to be streamlined and inclusive, enticing the support of many third-party developers.
</p>
<p>The console proved popular for its extensive game library, popular franchises, low retail price, and aggressive youth marketing which advertised it as the preferable console for adolescents and adults. Premier PlayStation franchises included Gran Turismo, Crash Bandicoot, Tomb Raider, and Final Fantasy, all of which spawned numerous sequels. PlayStation games continued to sell until Sony ceased production of the PlayStation and its games on 23 March 2006—over eleven years after it had been released, and less than a year before the debut of the PlayStation 3. A total of 7,918 PlayStation games were released, with cumulative sales of 962 million units.
</p>
<p>The PlayStation signalled Sony's rise to power in the video game industry. It received acclaim and sold strongly; in less than a decade, it became the first computer entertainment platform to ship over 100 million units. Its use of compact discs heralded the game industry's transition from cartridges. The PlayStation's success led to a line of successors, beginning with the PlayStation 2 in 2000. In the same year, Sony released a smaller and cheaper model, the PS One."
</P>
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<p>"The PlayStation 2 (PS2) is a home video game console developed and marketed by Sony Computer Entertainment. It was first released in Japan on March 4, 2000, in North America on October 26, 2000, in Europe on November 24, 2000, and in Australia on November 30, 2000. It is the successor to the original PlayStation, as well as the second installment in the PlayStation brand of consoles. As a sixth-generation console, it competed with Sega's Dreamcast, Nintendo's GameCube, and Microsoft's Xbox.
</p>
<p>Announced in 1999, the PS2 offered backward-compatibility for its predecessor's DualShock controller, as well as its games. The PS2 is the best-selling video game console of all time, having sold over 155 million units worldwide. Over 3,800 game titles have been released for the PS2, with over 1.5 billion copies sold. Sony later manufactured several smaller, lighter revisions of the console known as Slimline models in 2004.
</p>
<p>Even with the release of its successor, the PlayStation 3, the PS2 remained popular well into the seventh generation. It continued to be produced until 2013 when Sony finally announced that it had been discontinued after over twelve years of production—one of the longest lifespans of any video game console. Despite the announcement, new games for the console continued to be produced until the end of 2013, including Final Fantasy XI: Seekers of Adoulin for Japan, FIFA 14 for North America, and Pro Evolution Soccer 2014 for Europe. Repair services for the system in Japan ended on September 7, 2018."
</P>
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<p>"The Vectrex is a vector display-based home video game console–the only one ever designed and released for the home market, developed by Smith Engineering. It was first released for the North America market in November 1982 and then Europe and Japan in 1983. Originally manufactured by General Consumer Electronics, it was later licensed to Milton Bradley after they acquired the company. Bandai released the system in Japan.
</p>
<p>The Vectrex, in contrast to other video game systems at the time, does not need to be hooked up to a television set. It has an integrated monochrome CRT monitor. A detachable wired control pad can be folded into the lower base of the console. Games include translucent color overlays to place over the screen. Peripherals include a pair of 3D goggles known as the "3D Imager" and a light pen for drawing directly on the screen. The Asteroids-inspired Mine Storm is built into the system.
</p>
<p>The console was conceived by John Ross, of Smith Engineering, in late 1980 as a handheld called the "Mini Arcade". It morphed into a tabletop system which was manufactured by General Consumer Electronics. Strong initial sales caused General Consumer Electronics to be acquired by Milton Bradley. The Vectrex was a victim of the video game crash of 1983 and was discontinued in 1984.
</p>
<p>Despite its commercial failure, the Vectrex was praised for its software library, unique graphical capabilities, and built-in monitor. Several publications lauded it as one of the best consoles available at the time. The Vectrex was the first console to have a 3D-based peripheral. A color handheld version of the Vectrex was conceived in the late 1980s, but was shelved because of its manufacturing cost and the success of the Nintendo Game Boy."
</P>
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Nintendo Entertainment System

"The Nintendo Entertainment System (NES) is an 8-bit third-generation home video game
console produced by Nintendo. It was first released in Japan in 1983 as the Family Computer
(FC),commonly known as the Famicom. The NES, a redesigned version, was released in
American test markets in October 1985, before becoming widely available in the rest of North
America and other countries.

After developing a series of successful arcade games in the early 1980s, Nintendo planned to
create a home video game console. Rejecting more complex proposals, president Hiroshi
‘Yamauchi called for a simple, cheap console that ran games stored on cartridges. The controller
design was reused from Nintendo's portable Game & Watch games. Several add-ons were
released, such as a light gun for shooting games.

The NES was one of the bestselling consoles of its time, and helped revitalize the US game
industry following the video game crash of 1983. It introduced a now-standard business model
of licensing third-party developers to produce and distribute games. The NES featured a numberf|
of groundbreaking games, such as the platform game Super Mario Bros. and the action-
adventure games The Legend of Zelda and Metroid, which became long-running franchises. It
was succeeded in 1990 by the Super Nintendo Entertainment System."
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Sony Playstation

"The PlayStation (abbreviated as PS, commonly known as the PS1 or its codename PSX) is a
home video game console developed and marketed by Sony Computer Entertainment. It was
released on 3 December 1994 in Japan, 9 September 1995 in North America, 29 September
1995 in Europe, and 15 November 1995 in Australia. As a fifth-generation console, the
PlayStation primarily contended with the Nintendo 64 and the Sega Saturn.

Sony began developing the PlayStation after a failed venture with Nintendo to create a CD-ROM
peripheral for the Super Nintendo Entertainment System in the early 1990s. The console was
primarily designed by Ken Kutaragi and Sony Computer Entertainment in Japan, while additionall
development was outsourced in the United Kingdom. An emphasis on 3D polygon graphics was
placed at the forefront of the console's design. PlayStation game production was designed to be
streamlined and inclusive, enticing the support of many third-party developers

The console proved popular for its extensive game library, popular franchises, low retail price,
and aggressive youth marketing which advertised it as the preferable console for adolescents
and adults. Premier PlayStation franchises included Gran Turismo, Crash Bandicoot, Tomb
Raider, and Final Fantasy, all of which spawned numerous sequels. PlayStation games
continued to sell until Sony ceased production of the PlayStation and its games on 23 March
2006—over eleven years after it had been released, and less than a year before the debut of the
PlayStation 3. A total of 7,918 PlayStation games were released, with cumulative sales of 962
million units.

The PlayStation signalled Sony's rise to power in the video game industry. It received acclaim
and sold strongly; in less than a decade, it became the first computer entertainment platform to ship over 100 million units. Its use of compact discs heralded the game industry's transition from
cartridges. The PlayStation's success led to a line of successors, beginning with the PlayStation 2 in 2000. In the same year, Sony released a smaller and cheaper model, the PS One."
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3DO0 Interactive Multiplayer

"The 3DO Interactive Multiplayer, also referred to as the 3DO System or simply 3DO, is a home
video game console developed by The 3DO Company. Conceived by entrepreneur and o
Electronic Arts founder Trip Hawkins, the 3DO was not a console manufactured by the company ™ -
itself, but a series of specifications, originally designed by Dave Needle and R. J. Mical of New
Technologies Group, that could be licensed by third parties. Panasonic produced the first
models in 1993, and further renditions of the hardware were released in 1994 by GoldStar (now
LG Electronics), and in 1995 by Sanyo.

Despite having a highly promoted launch (including being named Time magazine's "1993
Product of the Year") and being a host of cutting-edge technologies, the 3DO's high price and an
oversaturated console market prevented the system from achieving success comparable to
ccompeting consoles from Sega and Nintendo. As a result, it was discontinued in late 1996."
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Sony Playstation 2

"The PlayStation 2 (PS2) is a home video game console developed and marketed by Sony
Computer Entertainment. It was first released in Japan on March 4, 2000, in North America on
October 26, 2000, in Europe on November 24, 2000, and in Australia on November 30, 2000. It
is the successor to the original PlayStation, as well as the second installment in the PlayStation
brand of consoles. As a sixth-generation console, it competed with Sega's Dreamcast,
Nintendo's GameCube, and Microsoft's Xbox.

Announced in 1999, the PS2 offered backward-compatibility for its predecessor's DualShock
controller, as well as its games. The PS2 is the best-selling video game console of all time,
having sold over 155 million units worldwide. Over 3,800 game titles have been released for the
PS2, with over 1.5 billion copies sold. Sony later manufactured several smaller, lighter revisions
of the console known as Slimline models in 2004.

Even with the release of its successor, the PlayStation 3, the PS2 remained popular well into
the seventh generation. It continued to be produced until 2013 when Sony finally announced
that it had been discontinued after over twelve years of production—one of the longest
lifespans of any video game console. Despite the announcement, new games for the console
continued to be produced until the end of 2013, including Final Fantasy XI: Seekers of Adoulin
for Japan, FIFA 14 for North America, and Pro Evolution Soccer 2014 for Europe. Repair
services for the system in Japan ended on September 7, 2018."
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Gamecube

"The GameCube is a home video game console developed and released by Nintendo in Japan
on September 14, 2001, in North America on November 18, 2001, and in PAL territories in 2002. —
It is the successor to the Nintendo 64, which released in 1996, and predecessor of the Wi,

which released in 2006. As Nintendo's entry in the sixth generation of video game consoles, the | Sl |

GameCube competed with Sony's PlayStation 2 and Microsoft's Xbox.

Its earliest development began with the 1997 formation of ArtX, a computer graphics company
later acquired by ATI, which would go on to produce the console's GPUs. Nintendo publicly
announced the console under the code name Project Dolphin in a May 1999 press conference.
Upon its release in 2001, the GameCube became Nintendo's first console to use optical discs,
specifically a miniDVD-based format, as its primary storage medium instead of ROM cartridges.
Unlike its competitors, the system is solely focused on gaming and does not support DVD, CDs,
or other optical media. The console supports limited online gaming for a small number of games
via a GameCube broadband or modem adapter and can connect to a Game Boy Advance with a
link cable for exclusive in-game features using the handheld as a second screen and controller.
The GameCube supports e-Reader cards to unlock special features in a few games. Saved
game data can be stored exclusively on memory cards due to the read-only optical disc format.
The Game Boy Player add-on runs Game Boy, Game Boy Color, and Game Boy Advance
cartridge games

Reception of the GameCube was mixed. It was praised for its controller, extensive software
library, and high-quality games, but was criticized for its exterior design and lack of multimedia
features. Nintendo sold 21.74 million GameCube units worldwide, much less than anticipated,
and discontinued it in 2007. Its successor, the Wii, launched in November 2006 and features full
backward compatibility with GameCube games, storage, and controllers."
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Welcome to my retro gaming site.

Kicking it old school

Welcome to Retro Gaming Stuff. Everything from old retro games, consoles and the current
generation.

Whether you want to keep up with the latest game news or just want to kick back and check out
'some classic games consoles and games this is the place for you.

Here at Retro Gaming Stuff we have a collection of many diffrent retro game consoles and
plenty of infomation on them. Join our mailing club and tell us what your favourite console is.

Some text some text some text some text

‘Copyright © 2022 Tony Produtions





image2.png
Atari 2600

Oddysey 2

1980s 1990s 2000s

ri 2600

e Atari 2600, branded as the Atari Video Computer System (Atari VCS) until November 1982, i';,
is a home video game console developed and produced by Atari, Inc. Released in September  [&
1977, it popularized microprocessor-based hardware and games stored on swappable ROM T
cartridges, a format first used with the Fairchild Channel F in 1976. The VCS was bundled with
two joystick controllers, a conjoined pair of paddle controllers, and a game cartridge—initially
Combat and later Pac-Man.

Atari was successful at creating arcade video games, but their development cost and limited
lifespan drove CEO Nolan Bushnell to seek a programmable home system. The first
inexpensive microprocessors from MOS Technology in late 1975 made this feasible. The
console was prototyped as codename Stella, by Atari subsidiary Cyan Engineering. Lacking
funding to complete the project, Bushnell sold Atari to Warner Communications in 1976.

The Atari VCS launched in 1977 with nine simple, low-resolution games in 2 KB cartridges. The
system's first killer app was the home conversion of Taito's arcade game Space Invaders in
1980. The VCS became widely successful, leading to the founding of Activision and other third-
party game developers and to competition from console manufacturers Mattel and Coleco. By
the end of its primary lifecycle in 1983-84, games for the 2600 were using more than four times the storage size of the launch games([5] with significantly more advanced visuals and gameplay
than the system was designed for, such as Activision's Pitfall!

In 1982, the Atari 2600 was the dominant game system. Amid competition from both new consoles and game developers, a number of poor decisions from Atari management affected the
company and the industry as a whole. The most public was an extreme investment into licensed games for the 2600, including Pac-Man and E.T. the Extra-Terrestrial. Pac-Man became the
system's biggest selling game, but the conversion's poor quality eroded consumer confidence in the console. E.T. was rushed to market for the holiday shopping season and was critically
panned and a commercial failure. Both games, and a glut of third-party shovelware, were factors in ending Atari's relevance in the console market. Atari's downfall reverberated through the
industry resulting in the video game crash of 1983.

‘Warner sold Atari's home division to former Commodore CEO Jack Tramiel in 1984. In 1986, the new Atari Corporation under Tramiel released a lower-cost version of the 2600 and the
backward-compatible Atari 7800, but it was Nintendo that led the recovery of the industry with its 1985 launch of the Nintendo Entertainment System. Production of the Atari 2600 ended on
January 1, 1992, with an estimated 30 million units sold across its lifetime."
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Magnavox Oddysey 2

"The Magnavox Odyssey 2 (stylized as Magnavox Odyssey?), also known as Philips Odyssey 2, /{ N ) o e ™
is a second generation home video game console that was released in 1978. It was sold in - -
Europe as the Philips Videopac G7000, in Brazil and Peru as the Philips Odyssey and in Japan N

as Odyssey2 (# 7 » 4 1 2 odessei2). The Odyssey 2 was one of the four major home consoles =
prior to the 1983 video game market crash, along with Atari 2600, Intellivision and ColecoVision.

In the early 1970s, Magnavox pioneered the home video game industry by successfully bringing
the first home console to market, the Odyssey, which was quickly followed by a number of later
models, each with a few technological improvements (see Magnavox Odyssey series). In 1978,
Magnavox, now a subsidiary of North American Philips, decided to release an all-new
successor, Odyssey 2.

In 2009, the video game website IGN named the Odyssey 2 the 21st greatest video game
console, out of its list of 25."
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Vectrex

"The Vectrex is a vector display-based home video game console—the only one ever designed and released for the
home market, developed by Smith Engineering. It was first released for the North America market in November

1982 and then Europe and Japan in 1983. Originally manufactured by General Consumer Electronics, it was later
licensed to Milton Bradley after they acquired the company. Bandai released the system in Japan.

The Vectrex, in contrast to other video game systems at the time, does not need to be hooked up to a television
set. It has an integrated monochrome CRT monitor. A detachable wired control pad can be folded into the lower
base of the console. Games include translucent color overlays to place over the screen. Peripherals include a pair
of 3D goggles known as the "3D Imager" and a light pen for drawing directly on the screen. The Asteroids-inspired
Mine Storm is built into the system.

The console was conceived by John Ross, of Smith Engineering, in late 1980 as a handheld called the "Mini
Arcade". It morphed into a tabletop system which was manufactured by General Consumer Electronics. Strong
initial sales caused General Consumer Electronics to be acquired by Milton Bradley. The Vectrex was a victim of
the video game crash of 1983 and was discontinued in 1984.

Despite its commercial failure, the Vectrex was praised for its software library, unique graphical capabilities, and
built-in monitor. Several publications lauded it as one of the best consoles available at the time. The Vectrex was
the first console to have a 3D-based peripheral. A color handheld version of the Vectrex was conceived in the late
1980s, but was shelved because of its manufacturing cost and the success of the Nintendo Game Boy."





