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Air Lock 2 is compatible with your AtariAir Lock 2 is compatible with your Atari
2600 (original) and Atari 2600+2600 (original) and Atari 2600+
systems, as well as the classic Atarisystems, as well as the classic Atari
7800 (original) and Atari 7800+.7800 (original) and Atari 7800+.

Air Lock 2 is compatible with your Atari
2600 (original) and Atari 2600+
systems, as well as the classic Atari
7800 (original) and Atari 7800+.

Note: All rights are reserved and belong to theNote: All rights are reserved and belong to the
programmer Alfredo Arias. Domestic sales areprogrammer Alfredo Arias. Domestic sales are
prohibited without authorization from Olioni Gamesprohibited without authorization from Olioni Games
and without profit going to the rightful owners. Theand without profit going to the rightful owners. The
only authorized domestic sales are conducted byonly authorized domestic sales are conducted by  
8 Bits Milli Games.8 Bits Milli Games.

Note: All rights are reserved and belong to the
programmer Alfredo Arias. Domestic sales are
prohibited without authorization from Olioni Games
and without profit going to the rightful owners. The
only authorized domestic sales are conducted by 
8 Bits Milli Games.

ControlsControlsControlsControlsControls
Using the joystick, playersUsing the joystick, players
control the diver's movement tocontrol the diver's movement to
the left and right; pushing upthe left and right; pushing up
makes the diver jump, and themakes the diver jump, and the
"FIRE" button starts the game."FIRE" button starts the game.

Using the joystick, players
control the diver's movement to
the left and right; pushing up
makes the diver jump, and the
"FIRE" button starts the game.

Air Lock 2 features Easy and Hard modes, selected viaAir Lock 2 features Easy and Hard modes, selected via
the difficulty switch on the left side of the console.the difficulty switch on the left side of the console.
Air Lock 2 features Easy and Hard modes, selected via
the difficulty switch on the left side of the console.

Key B, Easy mode: the elevator appears on the left orKey B, Easy mode: the elevator appears on the left or
right side as you collect the submarine's lanterns.right side as you collect the submarine's lanterns.
Key B, Easy mode: the elevator appears on the left or
right side as you collect the submarine's lanterns.

On Hard Mode, the elevator always appears on theOn Hard Mode, the elevator always appears on the
left side on every floor.left side on every floor.
On Hard Mode, the elevator always appears on the
left side on every floor.
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3 levels / 4 trophies to be earned: Bronze, Silver,3 levels / 4 trophies to be earned: Bronze, Silver,
Gold, and Platinum.Gold, and Platinum.
3 levels / 4 trophies to be earned: Bronze, Silver,
Gold, and Platinum.

trophies: Bronzetrophies: Bronzetrophies: Bronze trophies: Silvertrophies: Silvertrophies: Silver

trophies: Goldtrophies: Goldtrophies: Gold trophies: Platinumtrophies: Platinumtrophies: Platinum

The game ends when you obtain the Platinum trophy,The game ends when you obtain the Platinum trophy,
crowning your achievement. You have "platinumed"crowning your achievement. You have "platinumed"
the game.the game.

The game ends when you obtain the Platinum trophy,
crowning your achievement. You have "platinumed"
the game.

Submarine levelsSubmarine levelsSubmarine levelsSubmarine levelsSubmarine levels
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Level 1: This is a tutorialLevel 1: This is a tutorial
where players need towhere players need to
learn the mechanics andlearn the mechanics and
how the enemy works.how the enemy works.

Level 1: This is a tutorial
where players need to
learn the mechanics and
how the enemy works.

Level 2: The number ofLevel 2: The number of
metal platforms hasmetal platforms has
increased; here, playersincreased; here, players
must use their wits andmust use their wits and
time their jumpstime their jumps  

Level 2: The number of
metal platforms has
increased; here, players
must use their wits and
time their jumps 

carefully to avoid colliding with the little robot thatcarefully to avoid colliding with the little robot that
gets in the way and slows them down.gets in the way and slows them down.
carefully to avoid colliding with the little robot that
gets in the way and slows them down.

Level 3: Things get muchLevel 3: Things get much
harder here, with threeharder here, with three
obstacles getting in theobstacles getting in the
way. The little robot'sway. The little robot's
movement can bemovement can be  

Level 3: Things get much
harder here, with three
obstacles getting in the
way. The little robot's
movement can be 

deceptive—it might head in one direction butdeceptive—it might head in one direction but
change course before completing a turn. Playerschange course before completing a turn. Players
can jump across two blocks, though it’s a riskycan jump across two blocks, though it’s a risky
move given the very tight landing spaces; however,move given the very tight landing spaces; however,
beating this level earns you the trophy.beating this level earns you the trophy.

deceptive—it might head in one direction but
change course before completing a turn. Players
can jump across two blocks, though it’s a risky
move given the very tight landing spaces; however,
beating this level earns you the trophy.
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Game ObjectiveGame ObjectiveGame ObjectiveGame ObjectiveGame Objective

Players must collect the sector's lamps toPlayers must collect the sector's lamps to
complete the level's circuit and activate thecomplete the level's circuit and activate the
elevator—a race against time as the submarineelevator—a race against time as the submarine
sinks due to a hull breach; an on-screen timersinks due to a hull breach; an on-screen timer
shows how long they have to escape to the nextshows how long they have to escape to the next
sector.sector.

Players must collect the sector's lamps to
complete the level's circuit and activate the
elevator—a race against time as the submarine
sinks due to a hull breach; an on-screen timer
shows how long they have to escape to the next
sector.
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You’re likely familiar with the vast world of
games available for the Atari 2600, but

what about a world offering a diverse range
of titles covering everything you could

possibly imagine? If the answer is "No,"
why not check out the games from Olioni

Games?

Simply scan the code next
to this to enter a point of no

return, where you’ll find
titles from OLIONI GAMES.

Tower of Death (Atari 2600)
NEW GAMES

LVR - Rover Patrol (Atari 2600)
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