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This heavy m.lkn battle is
-}
different on Cé4 and
a.,0n the Amiga, Robo's
takes place in the
laboratoties. Collect 10
capsules to shut down
H'ﬂ labs. Drug bdron Cain has
unlimited and heavily armed
henchmen, plus a Taser-
wielding woman to fry Robo's
circuits if he's not careful. Coke |
vending machines top up
energy while power-up
capsules temporarily nhrl
rapid, three- and five-way fire
and other extras (some had}
There's also ten hostages to
rescue for an exdra life.

The biast-"em-up, multi-way
scrolling action continues into
& Brewery. This is Cain's last
scene before being turned into
RoboCop 2, who makes his

‘debut at the OCP Civic

Centrum level where Robo
takes on Harley-riding thugs,
robot defences, laser
forcefields, ED-209s and ﬂnally,
Flnhu 2 in a fight to the bitter
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Unsurprisingly, Amiga 2
thspﬂu mﬂ basic lines as
the original. The carnage of
the shoot-"em-up sections is
there with simrla puzzles and
shooting galleries as sub-

mes. But if it's not original,

re's no arguing about the
superb execution. The
sensation of Robo blasting his
way through masses of
henchmen is owesome.
Explosions going off all
aground, bullets
everywhere and sample
screams make for a stunning
showcase of mindless violence.
Special features like the
warehouse actually blowing
up, Cain and even ED-209's
guest appearance epitomise
the quality of Special FX's
work. If RoboCop 2 was a
coin-op | couldn’t imagine it
locking much different to this.
The levels are big and so

| o game lifetime can be

measured in seconds but you
sure have one hell of a sonic
and graphic blast!

The €64 gome goes for the
style of a Super Mario Bros
variant. Jumping around
platforms is as crucial as
trigger finger action. The ultra-

violence of the original game
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shooting gallery boosts Robo’'s
firepower hﬂtl.mly [

has been replaced with a cuter,

u

The Amiga version of Robo 2 may not be that original, but who
cares? 2 sets a new standard for the Amiga, with excellent
animation, full use of the Amiga’s superb colour palette, silky
scrolling ond digitized sound FX. A full blooded Amiga game

On top of this there's a slick front end with digitized pre-level
portraits and even o ruppintl;luur mode! The puzzle game and
shoofing are nice sub-levels, and the packoge as o whole is
unmissable.

The €64 is equally well presented, with o great front end and
animated presentation ni. Ga puclmdwﬂ'l;.ﬂ a bit v:rrui":d, but
is the beginning of a giant gome ith variety. The more
ynuon?hyhmmrwli eil.%mdhn but I'm unsure of whether
it's a Sizzler because of the graphics — which are a bit blocky with
flicker. Gameplay is good, though, and | like it a lot better than the

On the CE&4, the plot remains

: _much the same although the

action is spread over 14
horizantal-scroll levels,

involving leaping from platform

io platform, dodging bullets
ui'i:lam?l‘;rng the slightest -

contact with anything. A hover

ad can be used to'jet around,
atforms can be moved and
ceiling magnets are usetul for

LEA

less serious a h. There's
a fair bit of Elli , mega-
baddie confrontations, and a
dozen or more normal villains
per level. But most of the
action is in dodging flames,
whirring cogs, electrical bolts
and suchlike, ridi 5
and, of course, h::iling the
sub-levels. Over 20 levels
mean it rivals any Japanese
game for size.

On the debit side the
graphics can’t compare with
Navy SEALs, but Ocean point
out this is a more ambitious
game, with a lot more sprites
on screen, In fact, the bright
colours and chunky graphics
establish an enjoyable
Eulan;ss. AIII'L:I at least :uﬁ

imself is shill pretty fough a
well animated. Combined with
ameplay which is fun and
ast-Howing, this huﬁuly
playable game offers brilliant
value for money.
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. PRESENTATION 88%
o Exe ol ithe sevoon allocts, digiesd
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GRAPHICS 924%%
Charackers are suparbly detoilid,
with fresial #l‘l:ll*llnr_ oo anel
vaitiily, Comvcop gquality, in shor
2 while the logse pusrlos ond shooting
5 galleries book good oo

SOUND 89%

-,

A constant volley of nolw
loorly sampled explosions, screams
and guntire — all used o the max
with o decont e e bo boot

HOOKABILITY 924%
Even dying very quickly in‘your first
several gamies is defimitely NOT
gomng lo pul you ofl getting nto this
L superb-looking gome! Especially with
b it coincop feel ond gorgeous graphic
ol rewards,

. LASTABILITY 91%

¥ Familiar game ideas but with three

tough blosting levels, iricky puzzhe

games ond o vicious RoboCop 2 10

take on, you WON'T be putting this
down,

NN OVERALL
e

Does this mean RoboCop will be in
the charts for another two years?
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€64 RoboCop has dropped the original's defail for a blockier style. |
Tlﬁim*tmuﬁuﬁu,hﬁiﬂnw:uhl;wthﬂdunwihhm
maves and the number of sprites on screen. If's less serious,

ut better fun. The variety of backgrounds and obstacles is
impressive in this platforms-and-ladders format, while there’s still
plenty of violence with a fair number of villains and mega-boddie SOUND 80%
mimn;huu?hmumﬂﬁmﬂhﬂﬂumﬁundhﬁ Great Robo-stomp, a wide variety of
playability compensate. Later on s o ride on, 3 enjoyable
Hunﬂwim cumuqhtiﬁﬁﬂﬁ i< e
sub-games, against
colour. Sound FX are well above average — Robo’

simply grfnﬂ Te *r:;h up, an immensely plupnble

£

carry rocket launchers and AK-47s. The basic shoot-'em-up format is
familiar, but there’s more platform action with conveyor belts to
mhﬁ;ﬁ:;ﬁmmﬂhﬂwﬁhﬂnm
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