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Ein kleines technologisches Juwel, das man sich nicht 
entgehen lassen sollte! Mit dem 2600-mAh-Lithium-Akku, 
im ROBOCOP-Design und mit dem ROBOCOP-Logo kannst 
du all deine Mobilgeräte aufladen! 

Abmessung: ca. 11 x 6,8 x 1 cm.

EXTERNE BATTERIE MIT ROBOCOP-LOGO

4. GESCHENK

Ein hochwertiges T-Shirt, das 
alle ROBOCOP-Fans begeistert. 
Zeige dein Hobby mit Stil!

Größe L. 100 % Baumwolle

ROBOCOP-T-SHIRT
3. GESCHENK

Ein wundervolles 
exklusives Cap mit 
aufgesticktem ROBOCOP-
Logo!

Für jede Größe einstellbar

ROBOCOP-CAP

2. GESCHENK

Drei schöne ROBOCOP-
Original-Filmposter, in 
denen die ganze Spannung 
dieses Filmklassikers 
eingefangen ist! 

Maße: ca. 36 x 24 cm. 

3 ROBOCOP-POSTER

1. GESCHENK

1,50 €
Aufpreis  

pro Ausgabe

NUR

Stelle dein Modell auf diesem 
speziellen, von den Filmen 

inspirierten Sockel zu Schau – 
mit seinen Lichteffekten ist er die 
perfekte Ergänzung zum Modell.

Du erhältst die Teile des Sockels 
während des Abonnements 

und baust ihn Stück für Stück 
zusammen.

BELEUCHTETER SOCKEL

Produktionsmodell. Die endgültige Version kann leicht davon abweichen.                      Der Sockel wird dir innerhalb der Sammlung in 15 Teilen geliefert.

Batterien nicht im Lieferumfang enthalten

DIE LEGENDE VON ROBOCOPDIE LEGENDE VON ROBOCOP
Entdecke ROBOCOP, einen der berühmtesten und einfluss­

reichsten Helden in der Geschichte des Science-Fiction-Kinos!

In der nahen Zukunft ist in der vom Verbrechen 
heimgesuchten Stadt Detroit die Polizei privati
siert und gehört der skrupellosen OCP Corpora
tion. Als der Streifenpolizist Alex Murphy im 
Dienst brutal angegriffen wird, nutzt OCP seinen 
sterbenden Körper, um daraus den ersten 
 Polizei-Cyborg zu erschaffen: ROBOCOP.

Der Film, der seiner 
Zeit voraus war, ist 

eine Dystopie in Form 
eines futuristischen 

Thrillers.

DIE GESCHICHTE VON ROBOCOP
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A lthough the concept of transhumanism 
is inherent to the development and evolution of the human being, as a movement it took off in the 1960s, parallel to the emergence of new technologies applied to the improvement of humanity.This social and philosophical movement aims to research technology that can replace damaged organs and become part of the human body itself, instead of seeking biological solutions or prostheses for 

certain human disabilities. In the face of criticism, proponents of this movement argue that this is not an alteration of the human body, but an improvement similar to the evolution that human beings have undergone over the years. This yearning for human enhancement has historically followed two paths: eugenics, based on biological (genetic) enhancement, and transhumanism, based on technological improvement.In both cases, the argument is to take control of natural 

evolution, and to overcome its current limits. The idea of directed (purposeful) evolution has profound ethical and also practical implications, because who decides what humanity should evolve towards? What is the ultimate purpose of that evolution and what is the method to achieve it? 

IMPROVEMENTS  FOR HUMANS
The adoption of technology within the human body is nothing new: from a pacemaker 

to correct coronary problems to dentures to compensate for wear and tear due to age, from an insulin pump for a diabetic to a knee prosthesis that restores mobility to a leg. All these examples are improvements to the condition of a human being who was suffering from deficiencies. Even so, much more striking recently are the practical cases of cybernetics that have been given for the compensation of disabilities with sophisticated prostheses: robotic hands such as Bebionic (2010) or Luke (2014), so named as a tribute to Luke 

Skywalker; or the use of TMR (Targeted Muscle Reinnervation) technology that allows prostheses to be controlled with the brain, and which has existed since 2003, although it was not until 2012 that it could be applied to a leg. All of the above ultimately have something in common: cybernetics does not drive a human forward, but stops them from 'falling behind'. It corrects  but does not improve, and this is not the essence of transhumanism. When we create voluntary technological improvements for the human 

body that endow us with new or above-average capabilities that we are entering the realm of practical transhumanism.

PUSHING THE LIMITSAmong the most prominent advocates of cyborg culture are Neil Harbisson, the artist who had a cranial antenna implanted that allows him to detect colors, something that was impossible for him since he suffers from achromatopsia (colour blindness); or the dancer Moon Ribas, who developed and had seismic sensors implanted 

TRANSHUMANSTHE ROAD TO IMMORTALITYTranshuman culture aims to leave behind the biological limitations, both physical and intellectual, 

of the average human being. While the realization of these aspirations remains in the future, the 

ethical debate about 'augmented humans' and the dream of cyber-immortality is already unfolding. 

Competition with machines or legitimate human aspiration?

AVATAR 2045Devised by Russian tycoon Dmitry Itskov, this plan proposes that consciousness as 

algorithms can be embodied in holographic or silicon supports. If the body can die but  

the mind lives on in another medium, this would be a new interpretation of 

reincarnation. The phases of Avatar 2045 are as follows:
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Imaginary cyborg 
with implants for 3D navigation.

2015-2020

Robotic copy of a human 
body remotely controlled by means of a 

brain-machine interface (BCI).

AVATAR A

2020-2025

Avatar to which a human brain is transplanted from a 
deceased 
person.

AVATAR B

2030-2035

Avatar with an artificial brain into which 
the human 
personality 
of a deceased person will be transferred.

AVATAR C

2040-2045

Avatar to be a hologram.

AVATAR D

CUTTING-EDGE TECHNOLOGY
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Erkunde die aktuelle Forschung, die die 
Grenzen der Technik immer weiter treibt: von 
künstlichen Körperglieder und Kryogenik bis 
zu Metamaterialien und Nanotechnologie. Finde 
heraus, wie viel Zukunft schon jetzt rund um 
uns herum vorhanden ist!

TOPMODERNE TECHNIK

In jeder Ausgabe gibt’s detaillierte Anleitungen zum leichten Zusammenbau deiner 
ROBOCOP-Figur, verbunden mit bildlichen Darstellungen der Teile und ihrer Montage.

BAUANLEITUNG SCHRITT FÜR SCHRITT

Roboter, Androiden, Cyborgs, 
Automaten, Exoskelette und digitale 
Avatare: Erfahre alles über sie in 
einer faszinierenden Analyse der 
künstlichen Wesen in der realen Welt, 
in Kunst, Literatur und Film.

100 JAHRE ROBOTER

DIE MAGAZINE
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1H

1J

1A

1A

EM

AP

1A

1J

1B

Place the magnet holder 1J inside the helmet 1A. To check that 
the orientation is correct, ensure that the arrow marked on 1J is 
in the same direction as the larger one inside the helmet. Fix 1J in 
place with 2 EM screws. Then place the magnet 1H in the holder 
1J, located on the inside of the hull 1A. Fasten it with a screw AP.

Slide the visor 1B into the slots on the 
inside of the helmet and press it in 
place securely.

Finish the assembly of this stage by fixing the helmet onto the head frame.

STEP-BY-STEP ASSEMBLY - 01

STEP 4

STEP 1
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FINISHED MODEL
Your RoboCop model 

is a meticulous 
reproduction of  

the character as seen on 
screen, and accurate in 

every detail.

SIDE VIEW

76

ROBOCOP FILES
ROBOCOP FILES

I n the mid-1980s, fantastic cinema was in a golden age: a new generation of young talent brought a fascinating vision of a world on the verge of radical change. These were filmmakers who had lived under the threat of the Cold War and been involved in the counterculture. They kicked against the ideas of the previous generation, and created visions of a dystopian future in films of boundless imagination.

THE INSPIRATIONIn the spring of 1981, near the office of young Edward Neumeier at Columbia Pictures Studios, a film called Blade Runner was being made by Warner Bros. As the two film companies shared sets, the young man took the opportunity to sneak onto the set of Blade Runner, which would be released a year later and would 

become a cult film. 
After several very 
hard days' work, Ed 
Neumeier had an idea: what would happen if a man were transformed into a robot? He called the idea RoboCop, and from that moment on he began to dream of making his own movie.
While at UCLA, Michael Miner was showing intense creativity as a cinematographer and shooting short films and music videos. Miner was not only a militant anti-establishment activist, but also a fan of science fiction, and a connoisseur of the works of Philip K. Dick, Jorge Luis Borges and William Burroughs. 

At first he thought of creating a film 
adaptation of Philip K. 

THE BIRTH OF A GREAT IDEAIn the 1980s, a film student named Michael Miner conceived a 
story he called SuperCop. Ed Neumeier, a screenwriter, later 
came up with a story he called RoboCop. The two would 
merge their ideas to give life to a legendary adventure.

"WHO IS ROBOCOP? WHAT IS HE? WHERE DOES  HE COME FROM? HE'S  THE OCP'S NEW SOLDIER IN THEIR REVOLUTIONARY CRIME CONTROL PROGRAM."
JESS PERKINS, ROBOCOP (1987)

THE HISTORY OF ROBOCOP

THE GENESIS OF ROBOCOP
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Ein Blick hinter die Kulissen einer der größten Filmlegenden 
der 1980er-Jahre: Erfahre alle Produktionsgeheimnisse 
über Drehbuch und Regie, die Besetzung, das Design und die 
visuellen Effekte. Die detailreichste Analyse darüber, wie ein 
unglaublich kreatives Team einen Science-Fiction-Thriller 
entwickelte und auf die Leinwand brachte.

Although they were not 
 known as 'robots', 
because  the term was 

not coined until 1920, we find 
examples throughout history in 
which different cultures developed 
stories and real examples of 
artificial beings.

In Ancient Egypt, there were 
more than two thousand divinities 
represented by colossal statues 
made of different materials. 
According to the French 
Egyptologist Gaston Maspero, 
some were 'talking statues', but, in 
reality, the priests, who believed 

that the deities had souls, gave 
them voice and movement. 

In Greek mythology, Cadmus, 
founder of the city of Thebes, 
planted the teeth of a dragon as 
if they were seeds, and soldiers 
grew from the dragon's teeth. The 
legend of Galatea also tells the 
story of that statue that Pygmalion 
created and later fell in love with.

Hephaestus was the only 
deformed god among the beautiful 
immortals for whom he worked. 
In his smithy he was assisted by 
mechanical maidens. Zeus himself 
commissioned Hephaestus to build 

a bronze giant, whom he called 
Talos, to defend Crete from pirates. 
In the East, in the 10th century B.C., 
during the Western Zhou dynasty, 
the craftsman Yan Shi made 
humanoid automatons that could 
sing and dance. It is said that these 
machines possessed real organs, 
such as bones, muscles and joints. 
This is told in the Liezi, a classic 
compilation of Taoist texts. The 
story tells of King Mu of Zhou, who 
asks the master craftsman Yan 
Shi, "What can you do?" The latter 
appears at the royal court with an 
artificial man indistinguishable 

ROBOTS IN THE ANCIENT WORLD
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ARTIFICIAL BEINGS WITH A KEY FUNCTION 

Although modern robots controlled by computer brains are a recent creation, since the origin of 
civilization humans have had a fascination with creating artificial beings, often in their own image 
and likeness. Perhaps it is an attempt to avoid being alone as a rational species? Or an attempt to 
achieve divinity through the creation of a life form?

100 YEARS OF ROBOTS

from a human being which 
performs various tricks for the 
king and his entourage. The king 
is furious when the automaton 
flirts with the ladies present, and 
threatens to execute him. Yan Shi 
then opens the automaton and 
reveals its inner workings. The 
king, fascinated, experiments with 
the automaton, removing different 
organ-like components. Amazed, 
Mu asks himself, "Is it then 
possible for human ability to reach 
as far as that of the Creator?"

HERON OF ALEXANDRIA
Back in the West, when the 
Greeks controlled Egypt, a 
succession of engineers capable 
of building automata settled in 
Alexandria. Beginning with the 
inventor Ctesibius (285-222 B.C.), 
Alexandrian engineers left texts 
detailing functional automata 
driven by hydraulic or steam 
systems. Ctesibius built human-
like automata, which were used 
in religious ceremonies and 
in the worship of deities. One 
of the last great Alexandrian 
engineers, Heron of Alexandria 
(10-70 B.C.) built a theater of 
automaton puppets, in which the 
figurines and sets were moved 
mechanically and he described the 
construction of these automata in 
his great treatise on pneumatics. 
The Alexandrian engineers built 
automata as reverence for the 
apparent dominance of humans 
over nature and as tools for 
priests, but also for entertainment.

MORE AUTOMATA
The first known post-classical 
society to build automata was 

the Byzantine. They inherited the 
knowledge about automata from 
the Alexandrians and developed 
it further. Details of how to build 
automata was also passed on to 
the Arabs. Harun al-Rashid had 
a water clock with complicated 
hydraulic jacks and moving human 
figures. Arab engineers Banu 
Musa and Al-Jazari published a 
treatise on hydraulics and further 
advanced the art of water clocks. 
Al-Jazari built automated moving 

peacocks powered by hydroelectric 
power. Al-Jazari also invented 
a hand-washing automaton 
that incorporated a flushing 
mechanism used in toilets today. 
It featured a female automaton 
standing next to a basin  with 
water. When the user pulled the 
lever, the water drained and the 
female automaton refilled the 
basin. Today's robots are fortunate 
to perform somewhat more 
glamorous tasks. 

A model of a moving theater in Ancient Greece.

The elephant clock of Al-Jazari.

A Crater (large 
vase) showing 
the death of the 
giant Talos
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STEP-BY-STEP ASSEMBLY - 01

This issue assembles the internal structure of the head and outer helmet, an 
essential element of RoboCop, which bears his serial number – OCP Police 001.

NOTE: The parts shown may differ slightly from those included with this issue.

PARTS RECEIVED  

1A Helmet
1B Visor
1C Earpieces (x2)
1D Head (left side)
1E Head (right side)
1F Internal plate
1G Collar
1H Magnet
1I Magnet
1J Magnet holder

Screwdriver

Screws 
EM
AP
QP

THE HELMET

Start by assembling the inner part of the head. Insert the magnet 1I, the internal plate 1F and the collar 1G into 
the corresponding slots in the right side of the head 1E as shown. Then fit the left side 1D and fix the parts 
together with 4 AP screws in the holes indicated.

Continue with helmet 1A. Mount the earpieces 1C on both sides and secure each with a QP screw.

54

Als die Ingenieure des Konzerns OCP (Omni Consu
mer Products) das ROBOCOP-Projekt entwickelten, 
hatten sie den menschlichen Geist nicht mit auf  
der Rechnung. Etwas von Alex Murphy existiert 
immer noch in ROBOCOP, und darum bleibt er, was 
er immer war: ein Mensch und ein Polizist. Selbst 
noch als Cyborg dient er der Gerechtigkeit.

»ROBOCOP. WER IST ER? WAS IST ER? 
WO KOMMT ER HER?« JESS PERKINS, TV-REPORTER

ER IST DER ERSTE CYBORG-POLIZIST.

VERTEIDIGER DES GESETZES VERTEIDIGER DES GESETZES
TOLLE SOUNDEFFEKTE MIT 

ORIGINALSÄTZEN AUS DEM FILM

BEWEGLICHES BEWEGLICHES 
MODELL MODELL

GESICHTSFORM  
AUS SILIKON

REALISTISCHE METALLPISTOLE

ORIGINALGETREU 
NACHGEBILDETE 
GADGETS AUS 
DEM FILM­
KLASSIKER

BEWEGLICHER  
HOLSTER MIT  
HERAUSNEHM- 
BARER WAFFE

TEILE AUS METALL 
UND PLASTIK-
SPRITZGUSS

SORGFÄLTIG AUFGETRAGENE 
FARBE IN METALLISCH-GRAU

TOLLES MODELL MIT HOCHWER­
TIGER OBERFLÄCHENBEHANDLUNG

DAS MODELL IST EINE PRÄZISE 
NACHBILDUNG DER ORIGINALEN 
FIGUR AUS DEM FILM VON 1987

DETAILGETREU AUS FILM-
STANDFOTOS NACHGEBILDET

GRÖSSE

HÖHE: UNGEFÄHR
 62 cm GROSS 

Jede Ausgabe enthält 
genaue bildliche Dar­
stellungen der Teile und 
ihres Zusammenbaus.

SCHRITT FÜR SCHRITT

MONTAGE 
KINDERLEICHT

Um dein ROBOCOP-Modell zusam­
menzubauen, brauchst du nur 
den (der Ausgabe 1 beiliegenden) 
Schraubenzieher und die detaillierten 
Anleitungen in jedem Heft!

Produktionsmodell – die endgültige Version  
kann leicht davon abweichen.ROBOCOP – ROBOCOP 3 ©

 1987-1992 Orion Pictures Corporation. ROBOCOP is a tradem
ark of Orion Pictures Corporation. ©

 2023 M
etro-Goldwyn-M

ayer Studios Inc. All Rights Reserved. 	
Licensed by Rocket Licensing Ltd.

PREMIUM-ANGEBOTPREMIUM-ANGEBOT
EIN SOCKEL ALS PRÄMIE!

ROBOCOP nutzt die Fähigkeiten seines 
Roboterkörpers, um das Gesetz rigoros 
durchzusetzen … aber ist unter all dem 
Metall noch etwas von Alex Murphy übrig, 
tief in seiner Programmierung vergraben?
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A
lthough the concept of transhumanism 

is inherent to the development and evolution of the human being, as a movement it took off in the 1960s, parallel to the emergence of new technologies applied to the improvement of humanity. This social and philosophical movement aims to research technology that can replace damaged organs and become part of the human body itself, instead of seeking biological solutions or prostheses for 

certain human disabilities. In the face of criticism, proponents of this movement argue that this is not an alteration of the human body, but an improvement similar to the evolution that human beings have undergone over the years. This yearning for human enhancement has historically followed two paths: eugenics, based on biological (genetic) enhancement, and transhumanism, based on technological improvement. In both cases, the argument is to take control of natural 

evolution, and to overcome its current limits. The idea of directed (purposeful) evolution has profound ethical and also practical implications, because who decides what humanity should evolve towards? What is the ultimate purpose of that evolution and what is the method to achieve it? 

IMPROVEMENTS  FOR HUMANS
The adoption of technology within the human body is nothing new: from a pacemaker 

to correct coronary problems to dentures to compensate for wear and tear due to age, from an insulin pump for a diabetic to a knee prosthesis that restores mobility to a leg. All these examples are improvements to the condition of a human being who was suffering from deficiencies. Even so, much more striking recently are the practical cases of cybernetics that have been given for the compensation of disabilities with sophisticated prostheses: robotic hands such as Bebionic (2010) or Luke (2014), so named as a tribute to Luke 

Skywalker; or the use of TMR (Targeted Muscle Reinnervation) technology that allows prostheses to be controlled with the brain, and which has existed since 2003, although it was not until 2012 that it could be applied to a leg. All of the above ultimately have something in common: cybernetics does not drive a human forward, but stops them from 'falling behind'. It corrects  but does not improve, and this is not the essence of transhumanism. When we create voluntary technological improvements for the human 

body that endow us with new or above-average capabilities that we are entering the realm of practical transhumanism.

PUSHING THE LIMITS Among the most prominent advocates of cyborg culture are Neil Harbisson, the artist who had a cranial antenna implanted that allows him to detect colors, something that was impossible for him since he suffers from achromatopsia (colour blindness); or the dancer Moon Ribas, who developed and had seismic sensors implanted 

TRANSHUMANS THE ROAD TO IMMORTALITY Transhuman culture aims to leave behind the biological limitations, both physical and intellectual, 

of the average human being. While the realization of these aspirations remains in the future, the 

ethical debate about 'augmented humans' and the dream of cyber-immortality is already unfolding. 

Competition with machines or legitimate human aspiration?

AVATAR 2045 Devised by Russian tycoon Dmitry Itskov, this plan proposes that consciousness as 

algorithms can be embodied in holographic or silicon supports. If the body can die but  

the mind lives on in another medium, this would be a new interpretation of 

reincarnation. The phases of Avatar 2045 are as follows:
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Imaginary cyborg 
with implants for 3D navigation.

2015-2020

Robotic copy of a human 
body remotely controlled by means of a 

brain-machine interface (BCI).

AVATAR A

2020-2025

Avatar to which a human brain is transplanted from a 
deceased 
person.

AVATAR B

2030-2035

Avatar with an artificial brain into which 
the human 
personality 
of a deceased person will be transferred.

AVATAR C

2040-2045

Avatar to be a hologram.

AVATAR D

CUTTING-E
DGE TECHN

OLOGY
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10

Erkunde die aktuelle Forschung, die die 
Grenzen der Technik immer weiter treibt: von 
künstlichen Körperglieder und Kryogenik bis 
zu Metamaterialien und Nanotechnologie. Finde 
heraus, wie viel Zukunft schon jetzt rund um 
uns herum vorhanden ist!

TOPMODERNE TECHNIK

In jeder Ausgabe gibt’s detaillierte Anleitungen zum leichten Zusammenbau deiner 
ROBOCOP-Figur, verbunden mit bildlichen Darstellungen der Teile und ihrer Montage.

BAUANLEITUNG SCHRITT FÜR SCHRITT

Roboter, Androiden, Cyborgs, 
Automaten, Exoskelette und digitale 
Avatare: Erfahre alles über sie in 
einer faszinierenden Analyse der 
künstlichen Wesen in der realen Welt, 
in Kunst, Literatur und Film.
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1A

1J

1B

Place the magnet holder 1J inside the helmet 1A. To check that 
the orientation is correct, ensure that the arrow marked on 1J is 
in the same direction as the larger one inside the helmet. Fix 1J in 
place with 2 EM screws. Then place the magnet 1H in the holder 
1J, located on the inside of the hull 1A. Fasten it with a screw AP.

Slide the visor 1B into the slots on the 
inside of the helmet and press it in 
place securely.

Finish the assembly of this stage by fixing the helmet onto the head frame.
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STEP 4

STEP 1

Photo of production m
odel - final versión m

ay differ slightly.  

FINISHED MODEL
Your RoboCop model 

is a meticulous 
reproduction of  

the character as seen on 
screen, and accurate in 

every detail.

SIDE VIEW
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ILES
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I
n the mid-1980s, fantastic cinema was in a golden age: a new generation of young talent brought a fascinating vision of a world on the verge of radical change. These were filmmakers who had lived under the threat of the Cold War and been involved in the counterculture. They kicked against the ideas of the previous generation, and created visions of a dystopian future in films of boundless imagination.

THE INSPIRATION In the spring of 1981, near the office of young Edward Neumeier at Columbia Pictures Studios, a film called Blade Runner was being made by Warner Bros. As the two film companies shared sets, the young man took the opportunity to sneak onto the set of Blade Runner, which would be released a year later and would 

become a cult film. 
After several very 
hard days' work, Ed 
Neumeier had an idea: what would happen if a man were transformed into a robot? He called the idea RoboCop, and from that moment on he began to dream of making his own movie.
While at UCLA, Michael Miner was showing intense creativity as a cinematographer and shooting short films and music videos. Miner was not only a militant anti-establishment activist, but also a fan of science fiction, and a connoisseur of the works of Philip K. Dick, Jorge Luis Borges and William Burroughs. 

At first he thought of creating a film 
adaptation of Philip K. 

THE BIRTH OF A GREAT IDEA In the 1980s, a film student named Michael Miner conceived a 
story he called SuperCop. Ed Neumeier, a screenwriter, later 
came up with a story he called RoboCop. The two would 
merge their ideas to give life to a legendary adventure.

"WHO IS ROBOC
OP? WHAT IS HE? 

WHERE DOES  
HE COME FROM

? HE'S  THE OCP'S NEW
 SOLDIER IN 

THEIR REVOLU
TIONARY CRIME CONTRO

L PROGRAM."
JESS PERKINS

, ROBOCOP (19
87)

THE HISTO
RY OF ROB

OCOP

THE GENESIS OF ROBOCOP
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Ein Blick hinter die Kulissen einer der größten Filmlegenden 
der 1980er-Jahre: Erfahre alle Produktionsgeheimnisse 
über Drehbuch und Regie, die Besetzung, das Design und die 
visuellen Effekte. Die detailreichste Analyse darüber, wie ein 
unglaublich kreatives Team einen Science-Fiction-Thriller 
entwickelte und auf die Leinwand brachte.

A
lthough they were not 
 known as 'robots', 
because  the term was 

not coined until 1920, we find 
examples throughout history in 
which different cultures developed 
stories and real examples of 
artificial beings.

In Ancient Egypt, there were 
more than two thousand divinities 
represented by colossal statues 
made of different materials. 
According to the French 
Egyptologist Gaston Maspero, 
some were 'talking statues', but, in 
reality, the priests, who believed 

that the deities had souls, gave 
them voice and movement. 

In Greek mythology, Cadmus, 
founder of the city of Thebes, 
planted the teeth of a dragon as 
if they were seeds, and soldiers 
grew from the dragon's teeth. The 
legend of Galatea also tells the 
story of that statue that Pygmalion 
created and later fell in love with.

Hephaestus was the only 
deformed god among the beautiful 
immortals for whom he worked. 
In his smithy he was assisted by 
mechanical maidens. Zeus himself 
commissioned Hephaestus to build 

a bronze giant, whom he called 
Talos, to defend Crete from pirates. 
In the East, in the 10th century B.C., 
during the Western Zhou dynasty, 
the craftsman Yan Shi made 
humanoid automatons that could 
sing and dance. It is said that these 
machines possessed real organs, 
such as bones, muscles and joints. 
This is told in the Liezi, a classic 
compilation of Taoist texts. The 
story tells of King Mu of Zhou, who 
asks the master craftsman Yan 
Shi, "What can you do?" The latter 
appears at the royal court with an 
artificial man indistinguishable 

ROBOTS IN THE ANCIENT WORLD
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ARTIFICIAL BEINGS WITH A KEY FUNCTION 

Although modern robots controlled by computer brains are a recent creation, since the origin of 
civilization humans have had a fascination with creating artificial beings, often in their own image 
and likeness. Perhaps it is an attempt to avoid being alone as a rational species? Or an attempt to 
achieve divinity through the creation of a life form?

100 YEARS OF ROBOTS

from a human being which 
performs various tricks for the 
king and his entourage. The king 
is furious when the automaton 
flirts with the ladies present, and 
threatens to execute him. Yan Shi 
then opens the automaton and 
reveals its inner workings. The 
king, fascinated, experiments with 
the automaton, removing different 
organ-like components. Amazed, 
Mu asks himself, "Is it then 
possible for human ability to reach 
as far as that of the Creator?"

HERON OF ALEXANDRIA
Back in the West, when the 
Greeks controlled Egypt, a 
succession of engineers capable 
of building automata settled in 
Alexandria. Beginning with the 
inventor Ctesibius (285-222 B.C.), 
Alexandrian engineers left texts 
detailing functional automata 
driven by hydraulic or steam 
systems. Ctesibius built human-
like automata, which were used 
in religious ceremonies and 
in the worship of deities. One 
of the last great Alexandrian 
engineers, Heron of Alexandria 
(10-70 B.C.) built a theater of 
automaton puppets, in which the 
figurines and sets were moved 
mechanically and he described the 
construction of these automata in 
his great treatise on pneumatics. 
The Alexandrian engineers built 
automata as reverence for the 
apparent dominance of humans 
over nature and as tools for 
priests, but also for entertainment.

MORE AUTOMATA
The first known post-classical 
society to build automata was 

the Byzantine. They inherited the 
knowledge about automata from 
the Alexandrians and developed 
it further. Details of how to build 
automata was also passed on to 
the Arabs. Harun al-Rashid had 
a water clock with complicated 
hydraulic jacks and moving human 
figures. Arab engineers Banu 
Musa and Al-Jazari published a 
treatise on hydraulics and further 
advanced the art of water clocks. 
Al-Jazari built automated moving 

peacocks powered by hydroelectric 
power. Al-Jazari also invented 
a hand-washing automaton 
that incorporated a flushing 
mechanism used in toilets today. 
It featured a female automaton 
standing next to a basin  with 
water. When the user pulled the 
lever, the water drained and the 
female automaton refilled the 
basin. Today's robots are fortunate 
to perform somewhat more 
glamorous tasks. 

A model of a moving theater in Ancient Greece.

The elephant clock of Al-Jazari.

A Crater (large 
vase) showing 
the death of the 
giant Talos
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STEP-BY-STEP ASSEMBLY - 01

This issue assembles the internal structure of the head and outer helmet, an 
essential element of RoboCop, which bears his serial number – OCP Police 001.

NOTE: The parts shown may differ slightly from those included with this issue.

PARTS RECEIVED  

1A Helmet
1B Visor
1C Earpieces (x2)
1D Head (left side)
1E Head (right side)
1F Internal plate
1G Collar
1H Magnet
1I Magnet
1J Magnet holder

Screwdriver

Screws 
EM
AP
QP

THE HELMET

Start by assembling the inner part of the head. Insert the magnet 1I, the internal plate 1F and the collar 1G into 
the corresponding slots in the right side of the head 1E as shown. Then fit the left side 1D and fix the parts 
together with 4 AP screws in the holes indicated.

Continue with helmet 1A. Mount the earpieces 1C on both sides and secure each with a QP screw.

5 4

Als die Ingenieure des Konzerns OCP (Omni Consu
mer Products) das ROBOCOP-Projekt entwickelten, 
hatten sie den menschlichen Geist nicht mit auf  
der Rechnung. Etwas von Alex Murphy existiert 
immer noch in ROBOCOP, und darum bleibt er, was 
er immer war: ein Mensch und ein Polizist. Selbst 
noch als Cyborg dient er der Gerechtigkeit.

»ROBOCOP. WER IST ER? WAS IST ER? 
WO KOMMT ER HER?« JESS PERKINS, TV-REPORTER

ER IST DER ERSTE CYBORG-POLIZIST.

VERTEIDIGER DES GESETZESVERTEIDIGER DES GESETZES
TOLLE SOUNDEFFEKTE MIT 

ORIGINALSÄTZEN AUS DEM FILM

BEWEGLICHES BEWEGLICHES 
MODELLMODELL

GESICHTSFORM  
AUS SILIKON

REALISTISCHE METALLPISTOLE

ORIGINALGETREU 
NACHGEBILDETE 
GADGETS AUS 
DEM FILM­
KLASSIKER

BEWEGLICHER  
HOLSTER MIT  
HERAUSNEHM- 
BARER WAFFE

TEILE AUS METALL 
UND PLASTIK-
SPRITZGUSS

SORGFÄLTIG AUFGETRAGENE 
FARBE IN METALLISCH-GRAU

TOLLES MODELL MIT HOCHWER­
TIGER OBERFLÄCHENBEHANDLUNG

DAS MODELL IST EINE PRÄZISE 
NACHBILDUNG DER ORIGINALEN 
FIGUR AUS DEM FILM VON 1987

DETAILGETREU AUS FILM-
STANDFOTOS NACHGEBILDET

GRÖSSE

HÖHE: UNGEFÄHR
 62 cm GROSS 

Jede Ausgabe enthält 
genaue bildliche Dar­
stellungen der Teile und 
ihres Zusammenbaus.

SCHRITT FÜR SCHRITT

MONTAGE 
KINDERLEICHT

Um dein ROBOCOP-Modell zusam­
menzubauen, brauchst du nur 
den (der Ausgabe 1 beiliegenden) 
Schraubenzieher und die detaillierten 
Anleitungen in jedem Heft!

Produktionsmodell – die endgültige Version  
kann leicht davon abweichen. RO
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PREMIUM-ANGEBOT PREMIUM-ANGEBOT
EIN SOCKEL ALS PRÄMIE!

ROBOCOP nutzt die Fähigkeiten seines 
Roboterkörpers, um das Gesetz rigoros 
durchzusetzen … aber ist unter all dem 
Metall noch etwas von Alex Murphy übrig, 
tief in seiner Programmierung vergraben?



ERSTE 
DIREKTIVEN:

DIENE DEM GEMEINWOHL
SCHÜTZE DIE 
UNSCHULDIGEN
HALTE DAS GESETZ 
AUFRECHT

Produktionsmodell – die endgültige Version 
kann leicht davon abweichen.

GEHEIM

ROBOCOP 2 ™ & © 1990 Orion Pictures Corporation. © 2021 Metro-Goldwyn-Mayer Studios Inc. All Rights Reserved.

ROBOCOP ™ & © 1987 Orion Pictures Corporation. © 2021 Metro-Goldwyn-Mayer Studios Inc. All Rights Reserved.

ROBOCOP ™ & © 1987 Orion Pictures Corporation. © 2021 Metro-Goldwyn-Mayer Studios Inc. All Rights Reserved.

DIESE EXKLUSIVEN GESCHENKEDIESE EXKLUSIVEN GESCHENKE**Du erhältst

* Die vollständigen Bedingungen stehen unter fanhome.com. Falls diese Geschenke nicht mehr auf Lager sind, werden sie durch andere von gleichem oder höherem Wert ersetzt.

Ein kleines technologisches Juwel, das man sich nicht 
entgehen lassen sollte! Mit dem 2600-mAh-Lithium-Akku, 
im ROBOCOP-Design und mit dem ROBOCOP-Logo kannst 
du all deine Mobilgeräte aufladen! 

Abmessung: ca. 11 x 6,8 x 1 cm.

EXTERNE BATTERIE MIT ROBOCOP-LOGO

4. GESCHENK

Ein hochwertiges T-Shirt, das 
alle ROBOCOP-Fans begeistert. 
Zeige dein Hobby mit Stil!

Größe L. 100 % Baumwolle

ROBOCOP-T-SHIRT
3. GESCHENK

Ein wundervolles 
exklusives Cap mit 
aufgesticktem ROBOCOP-
Logo!

Für jede Größe einstellbar

ROBOCOP-CAP

2. GESCHENK

Drei schöne ROBOCOP-
Original-Filmposter, in 
denen die ganze Spannung 
dieses Filmklassikers 
eingefangen ist! 

Maße: ca. 36 x 24 cm. 

3 ROBOCOP-POSTER

1. GESCHENK

1,50 €
Aufpreis  

pro Ausgabe

NUR

Stelle dein Modell auf diesem 
speziellen, von den Filmen 

inspirierten Sockel zu Schau – 
mit seinen Lichteffekten ist er die 
perfekte Ergänzung zum Modell.

Du erhältst die Teile des Sockels 
während des Abonnements 

und baust ihn Stück für Stück 
zusammen.

BELEUCHTETER SOCKEL

Produktionsmodell. Die endgültige Version kann leicht davon abweichen.                      Der Sockel wird dir innerhalb der Sammlung in 15 Teilen geliefert.

Batterien nicht im Lieferumfang enthalten

DIE LEGENDE VON ROBOCOPDIE LEGENDE VON ROBOCOP
Entdecke ROBOCOP, einen der berühmtesten und einfluss­

reichsten Helden in der Geschichte des Science-Fiction-Kinos!

In der nahen Zukunft ist in der vom Verbrechen 
heimgesuchten Stadt Detroit die Polizei privati
siert und gehört der skrupellosen OCP Corpora
tion. Als der Streifenpolizist Alex Murphy im 
Dienst brutal angegriffen wird, nutzt OCP seinen 
sterbenden Körper, um daraus den ersten 
 Polizei-Cyborg zu erschaffen: ROBOCOP.

Der Film, der seiner 
Zeit voraus war, ist 

eine Dystopie in Form 
eines futuristischen 

Thrillers.

DIE GESCHICHTE VON ROBOCOP

11

A lthough the concept of transhumanism 
is inherent to the development and evolution of the human being, as a movement it took off in the 1960s, parallel to the emergence of new technologies applied to the improvement of humanity.This social and philosophical movement aims to research technology that can replace damaged organs and become part of the human body itself, instead of seeking biological solutions or prostheses for 

certain human disabilities. In the face of criticism, proponents of this movement argue that this is not an alteration of the human body, but an improvement similar to the evolution that human beings have undergone over the years. This yearning for human enhancement has historically followed two paths: eugenics, based on biological (genetic) enhancement, and transhumanism, based on technological improvement.In both cases, the argument is to take control of natural 

evolution, and to overcome its current limits. The idea of directed (purposeful) evolution has profound ethical and also practical implications, because who decides what humanity should evolve towards? What is the ultimate purpose of that evolution and what is the method to achieve it? 

IMPROVEMENTS  FOR HUMANS
The adoption of technology within the human body is nothing new: from a pacemaker 

to correct coronary problems to dentures to compensate for wear and tear due to age, from an insulin pump for a diabetic to a knee prosthesis that restores mobility to a leg. All these examples are improvements to the condition of a human being who was suffering from deficiencies. Even so, much more striking recently are the practical cases of cybernetics that have been given for the compensation of disabilities with sophisticated prostheses: robotic hands such as Bebionic (2010) or Luke (2014), so named as a tribute to Luke 

Skywalker; or the use of TMR (Targeted Muscle Reinnervation) technology that allows prostheses to be controlled with the brain, and which has existed since 2003, although it was not until 2012 that it could be applied to a leg. All of the above ultimately have something in common: cybernetics does not drive a human forward, but stops them from 'falling behind'. It corrects  but does not improve, and this is not the essence of transhumanism. When we create voluntary technological improvements for the human 

body that endow us with new or above-average capabilities that we are entering the realm of practical transhumanism.

PUSHING THE LIMITSAmong the most prominent advocates of cyborg culture are Neil Harbisson, the artist who had a cranial antenna implanted that allows him to detect colors, something that was impossible for him since he suffers from achromatopsia (colour blindness); or the dancer Moon Ribas, who developed and had seismic sensors implanted 

TRANSHUMANSTHE ROAD TO IMMORTALITYTranshuman culture aims to leave behind the biological limitations, both physical and intellectual, 

of the average human being. While the realization of these aspirations remains in the future, the 

ethical debate about 'augmented humans' and the dream of cyber-immortality is already unfolding. 

Competition with machines or legitimate human aspiration?

AVATAR 2045Devised by Russian tycoon Dmitry Itskov, this plan proposes that consciousness as 

algorithms can be embodied in holographic or silicon supports. If the body can die but  

the mind lives on in another medium, this would be a new interpretation of 

reincarnation. The phases of Avatar 2045 are as follows:
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Imaginary cyborg 
with implants for 3D navigation.

2015-2020

Robotic copy of a human 
body remotely controlled by means of a 

brain-machine interface (BCI).

AVATAR A

2020-2025

Avatar to which a human brain is transplanted from a 
deceased 
person.

AVATAR B

2030-2035

Avatar with an artificial brain into which 
the human 
personality 
of a deceased person will be transferred.

AVATAR C

2040-2045

Avatar to be a hologram.

AVATAR D
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Erkunde die aktuelle Forschung, die die 
Grenzen der Technik immer weiter treibt: von 
künstlichen Körperglieder und Kryogenik bis 
zu Metamaterialien und Nanotechnologie. Finde 
heraus, wie viel Zukunft schon jetzt rund um 
uns herum vorhanden ist!

TOPMODERNE TECHNIK

In jeder Ausgabe gibt’s detaillierte Anleitungen zum leichten Zusammenbau deiner 
ROBOCOP-Figur, verbunden mit bildlichen Darstellungen der Teile und ihrer Montage.

BAUANLEITUNG SCHRITT FÜR SCHRITT

Roboter, Androiden, Cyborgs, 
Automaten, Exoskelette und digitale 
Avatare: Erfahre alles über sie in 
einer faszinierenden Analyse der 
künstlichen Wesen in der realen Welt, 
in Kunst, Literatur und Film.

100 JAHRE ROBOTER

DIE MAGAZINE

4433

55

1H

1J

1A

1A

EM

AP

1A

1J

1B

Place the magnet holder 1J inside the helmet 1A. To check that 
the orientation is correct, ensure that the arrow marked on 1J is 
in the same direction as the larger one inside the helmet. Fix 1J in 
place with 2 EM screws. Then place the magnet 1H in the holder 
1J, located on the inside of the hull 1A. Fasten it with a screw AP.

Slide the visor 1B into the slots on the 
inside of the helmet and press it in 
place securely.

Finish the assembly of this stage by fixing the helmet onto the head frame.
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STEP 4

STEP 1
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FINISHED MODEL
Your RoboCop model 

is a meticulous 
reproduction of  

the character as seen on 
screen, and accurate in 

every detail.

SIDE VIEW

76

ROBOCOP FILES
ROBOCOP FILES

I n the mid-1980s, fantastic cinema was in a golden age: a new generation of young talent brought a fascinating vision of a world on the verge of radical change. These were filmmakers who had lived under the threat of the Cold War and been involved in the counterculture. They kicked against the ideas of the previous generation, and created visions of a dystopian future in films of boundless imagination.

THE INSPIRATIONIn the spring of 1981, near the office of young Edward Neumeier at Columbia Pictures Studios, a film called Blade Runner was being made by Warner Bros. As the two film companies shared sets, the young man took the opportunity to sneak onto the set of Blade Runner, which would be released a year later and would 

become a cult film. 
After several very 
hard days' work, Ed 
Neumeier had an idea: what would happen if a man were transformed into a robot? He called the idea RoboCop, and from that moment on he began to dream of making his own movie.
While at UCLA, Michael Miner was showing intense creativity as a cinematographer and shooting short films and music videos. Miner was not only a militant anti-establishment activist, but also a fan of science fiction, and a connoisseur of the works of Philip K. Dick, Jorge Luis Borges and William Burroughs. 

At first he thought of creating a film 
adaptation of Philip K. 

THE BIRTH OF A GREAT IDEAIn the 1980s, a film student named Michael Miner conceived a 
story he called SuperCop. Ed Neumeier, a screenwriter, later 
came up with a story he called RoboCop. The two would 
merge their ideas to give life to a legendary adventure.

"WHO IS ROBOCOP? WHAT IS HE? WHERE DOES  HE COME FROM? HE'S  THE OCP'S NEW SOLDIER IN THEIR REVOLUTIONARY CRIME CONTROL PROGRAM."
JESS PERKINS, ROBOCOP (1987)
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Ein Blick hinter die Kulissen einer der größten Filmlegenden 
der 1980er-Jahre: Erfahre alle Produktionsgeheimnisse 
über Drehbuch und Regie, die Besetzung, das Design und die 
visuellen Effekte. Die detailreichste Analyse darüber, wie ein 
unglaublich kreatives Team einen Science-Fiction-Thriller 
entwickelte und auf die Leinwand brachte.

Although they were not 
 known as 'robots', 
because  the term was 

not coined until 1920, we find 
examples throughout history in 
which different cultures developed 
stories and real examples of 
artificial beings.

In Ancient Egypt, there were 
more than two thousand divinities 
represented by colossal statues 
made of different materials. 
According to the French 
Egyptologist Gaston Maspero, 
some were 'talking statues', but, in 
reality, the priests, who believed 

that the deities had souls, gave 
them voice and movement. 

In Greek mythology, Cadmus, 
founder of the city of Thebes, 
planted the teeth of a dragon as 
if they were seeds, and soldiers 
grew from the dragon's teeth. The 
legend of Galatea also tells the 
story of that statue that Pygmalion 
created and later fell in love with.

Hephaestus was the only 
deformed god among the beautiful 
immortals for whom he worked. 
In his smithy he was assisted by 
mechanical maidens. Zeus himself 
commissioned Hephaestus to build 

a bronze giant, whom he called 
Talos, to defend Crete from pirates. 
In the East, in the 10th century B.C., 
during the Western Zhou dynasty, 
the craftsman Yan Shi made 
humanoid automatons that could 
sing and dance. It is said that these 
machines possessed real organs, 
such as bones, muscles and joints. 
This is told in the Liezi, a classic 
compilation of Taoist texts. The 
story tells of King Mu of Zhou, who 
asks the master craftsman Yan 
Shi, "What can you do?" The latter 
appears at the royal court with an 
artificial man indistinguishable 

ROBOTS IN THE ANCIENT WORLD
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ARTIFICIAL BEINGS WITH A KEY FUNCTION 

Although modern robots controlled by computer brains are a recent creation, since the origin of 
civilization humans have had a fascination with creating artificial beings, often in their own image 
and likeness. Perhaps it is an attempt to avoid being alone as a rational species? Or an attempt to 
achieve divinity through the creation of a life form?

100 YEARS OF ROBOTS

from a human being which 
performs various tricks for the 
king and his entourage. The king 
is furious when the automaton 
flirts with the ladies present, and 
threatens to execute him. Yan Shi 
then opens the automaton and 
reveals its inner workings. The 
king, fascinated, experiments with 
the automaton, removing different 
organ-like components. Amazed, 
Mu asks himself, "Is it then 
possible for human ability to reach 
as far as that of the Creator?"

HERON OF ALEXANDRIA
Back in the West, when the 
Greeks controlled Egypt, a 
succession of engineers capable 
of building automata settled in 
Alexandria. Beginning with the 
inventor Ctesibius (285-222 B.C.), 
Alexandrian engineers left texts 
detailing functional automata 
driven by hydraulic or steam 
systems. Ctesibius built human-
like automata, which were used 
in religious ceremonies and 
in the worship of deities. One 
of the last great Alexandrian 
engineers, Heron of Alexandria 
(10-70 B.C.) built a theater of 
automaton puppets, in which the 
figurines and sets were moved 
mechanically and he described the 
construction of these automata in 
his great treatise on pneumatics. 
The Alexandrian engineers built 
automata as reverence for the 
apparent dominance of humans 
over nature and as tools for 
priests, but also for entertainment.

MORE AUTOMATA
The first known post-classical 
society to build automata was 

the Byzantine. They inherited the 
knowledge about automata from 
the Alexandrians and developed 
it further. Details of how to build 
automata was also passed on to 
the Arabs. Harun al-Rashid had 
a water clock with complicated 
hydraulic jacks and moving human 
figures. Arab engineers Banu 
Musa and Al-Jazari published a 
treatise on hydraulics and further 
advanced the art of water clocks. 
Al-Jazari built automated moving 

peacocks powered by hydroelectric 
power. Al-Jazari also invented 
a hand-washing automaton 
that incorporated a flushing 
mechanism used in toilets today. 
It featured a female automaton 
standing next to a basin  with 
water. When the user pulled the 
lever, the water drained and the 
female automaton refilled the 
basin. Today's robots are fortunate 
to perform somewhat more 
glamorous tasks. 

A model of a moving theater in Ancient Greece.

The elephant clock of Al-Jazari.

A Crater (large 
vase) showing 
the death of the 
giant Talos
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STEP-BY-STEP ASSEMBLY - 01

This issue assembles the internal structure of the head and outer helmet, an 
essential element of RoboCop, which bears his serial number – OCP Police 001.

NOTE: The parts shown may differ slightly from those included with this issue.

PARTS RECEIVED  

1A Helmet
1B Visor
1C Earpieces (x2)
1D Head (left side)
1E Head (right side)
1F Internal plate
1G Collar
1H Magnet
1I Magnet
1J Magnet holder

Screwdriver

Screws 
EM
AP
QP

THE HELMET

Start by assembling the inner part of the head. Insert the magnet 1I, the internal plate 1F and the collar 1G into 
the corresponding slots in the right side of the head 1E as shown. Then fit the left side 1D and fix the parts 
together with 4 AP screws in the holes indicated.

Continue with helmet 1A. Mount the earpieces 1C on both sides and secure each with a QP screw.
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Als die Ingenieure des Konzerns OCP (Omni Consu
mer Products) das ROBOCOP-Projekt entwickelten, 
hatten sie den menschlichen Geist nicht mit auf  
der Rechnung. Etwas von Alex Murphy existiert 
immer noch in ROBOCOP, und darum bleibt er, was 
er immer war: ein Mensch und ein Polizist. Selbst 
noch als Cyborg dient er der Gerechtigkeit.

»ROBOCOP. WER IST ER? WAS IST ER? 
WO KOMMT ER HER?« JESS PERKINS, TV-REPORTER

ER IST DER ERSTE CYBORG-POLIZIST.

VERTEIDIGER DES GESETZES VERTEIDIGER DES GESETZES
TOLLE SOUNDEFFEKTE MIT 

ORIGINALSÄTZEN AUS DEM FILM

BEWEGLICHES BEWEGLICHES 
MODELL MODELL

GESICHTSFORM  
AUS SILIKON

REALISTISCHE METALLPISTOLE

ORIGINALGETREU 
NACHGEBILDETE 
GADGETS AUS 
DEM FILM­
KLASSIKER

BEWEGLICHER  
HOLSTER MIT  
HERAUSNEHM- 
BARER WAFFE

TEILE AUS METALL 
UND PLASTIK-
SPRITZGUSS

SORGFÄLTIG AUFGETRAGENE 
FARBE IN METALLISCH-GRAU

TOLLES MODELL MIT HOCHWER­
TIGER OBERFLÄCHENBEHANDLUNG

DAS MODELL IST EINE PRÄZISE 
NACHBILDUNG DER ORIGINALEN 
FIGUR AUS DEM FILM VON 1987

DETAILGETREU AUS FILM-
STANDFOTOS NACHGEBILDET

GRÖSSE

HÖHE: UNGEFÄHR
 62 cm GROSS 

Jede Ausgabe enthält 
genaue bildliche Dar­
stellungen der Teile und 
ihres Zusammenbaus.

SCHRITT FÜR SCHRITT

MONTAGE 
KINDERLEICHT

Um dein ROBOCOP-Modell zusam­
menzubauen, brauchst du nur 
den (der Ausgabe 1 beiliegenden) 
Schraubenzieher und die detaillierten 
Anleitungen in jedem Heft!

Produktionsmodell – die endgültige Version  
kann leicht davon abweichen.ROBOCOP – ROBOCOP 3 ©

 1987-1992 Orion Pictures Corporation. ROBOCOP is a tradem
ark of Orion Pictures Corporation. ©

 2023 M
etro-Goldwyn-M

ayer Studios Inc. All Rights Reserved. 	
Licensed by Rocket Licensing Ltd.

PREMIUM-ANGEBOTPREMIUM-ANGEBOT
EIN SOCKEL ALS PRÄMIE!

ROBOCOP nutzt die Fähigkeiten seines 
Roboterkörpers, um das Gesetz rigoros 
durchzusetzen … aber ist unter all dem 
Metall noch etwas von Alex Murphy übrig, 
tief in seiner Programmierung vergraben?



ERSTE 
DIREKTIVEN:

DIENE DEM GEMEINWOHL
SCHÜTZE DIE 
UNSCHULDIGEN
HALTE DAS GESETZ 
AUFRECHT

Produktionsmodell – die endgültige Version 
kann leicht davon abweichen.

GEHEIM

ROBOCOP 2 ™ & © 1990 Orion Pictures Corporation. © 2021 Metro-Goldwyn-Mayer Studios Inc. All Rights Reserved.

ROBOCOP ™ & © 1987 Orion Pictures Corporation. © 2021 Metro-Goldwyn-Mayer Studios Inc. All Rights Reserved.

ROBOCOP ™ & © 1987 Orion Pictures Corporation. © 2021 Metro-Goldwyn-Mayer Studios Inc. All Rights Reserved.

DIESE EXKLUSIVEN GESCHENKEDIESE EXKLUSIVEN GESCHENKE**Du erhältst

* Die vollständigen Bedingungen stehen unter fanhome.com. Falls diese Geschenke nicht mehr auf Lager sind, werden sie durch andere von gleichem oder höherem Wert ersetzt.

Ein kleines technologisches Juwel, das man sich nicht 
entgehen lassen sollte! Mit dem 2600-mAh-Lithium-Akku, 
im ROBOCOP-Design und mit dem ROBOCOP-Logo kannst 
du all deine Mobilgeräte aufladen! 

Abmessung: ca. 11 x 6,8 x 1 cm.

EXTERNE BATTERIE MIT ROBOCOP-LOGO

4. GESCHENK

Ein hochwertiges T-Shirt, das 
alle ROBOCOP-Fans begeistert. 
Zeige dein Hobby mit Stil!

Größe L. 100 % Baumwolle

ROBOCOP-T-SHIRT
3. GESCHENK

Ein wundervolles 
exklusives Cap mit 
aufgesticktem ROBOCOP-
Logo!

Für jede Größe einstellbar

ROBOCOP-CAP

2. GESCHENK

Drei schöne ROBOCOP-
Original-Filmposter, in 
denen die ganze Spannung 
dieses Filmklassikers 
eingefangen ist! 

Maße: ca. 36 x 24 cm. 

3 ROBOCOP-POSTER

1. GESCHENK

1,50 €
Aufpreis  

pro Ausgabe

NUR

Stelle dein Modell auf diesem 
speziellen, von den Filmen 

inspirierten Sockel zu Schau – 
mit seinen Lichteffekten ist er die 
perfekte Ergänzung zum Modell.

Du erhältst die Teile des Sockels 
während des Abonnements 

und baust ihn Stück für Stück 
zusammen.

BELEUCHTETER SOCKEL

Produktionsmodell. Die endgültige Version kann leicht davon abweichen.                      Der Sockel wird dir innerhalb der Sammlung in 15 Teilen geliefert.

Batterien nicht im Lieferumfang enthalten

DIE LEGENDE VON ROBOCOPDIE LEGENDE VON ROBOCOP
Entdecke ROBOCOP, einen der berühmtesten und einfluss­

reichsten Helden in der Geschichte des Science-Fiction-Kinos!

In der nahen Zukunft ist in der vom Verbrechen 
heimgesuchten Stadt Detroit die Polizei privati
siert und gehört der skrupellosen OCP Corpora
tion. Als der Streifenpolizist Alex Murphy im 
Dienst brutal angegriffen wird, nutzt OCP seinen 
sterbenden Körper, um daraus den ersten 
 Polizei-Cyborg zu erschaffen: ROBOCOP.

Der Film, der seiner 
Zeit voraus war, ist 

eine Dystopie in Form 
eines futuristischen 

Thrillers.

DIE GESCHICHTE VON ROBOCOP
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A lthough the concept of transhumanism 
is inherent to the development and evolution of the human being, as a movement it took off in the 1960s, parallel to the emergence of new technologies applied to the improvement of humanity.This social and philosophical movement aims to research technology that can replace damaged organs and become part of the human body itself, instead of seeking biological solutions or prostheses for 

certain human disabilities. In the face of criticism, proponents of this movement argue that this is not an alteration of the human body, but an improvement similar to the evolution that human beings have undergone over the years. This yearning for human enhancement has historically followed two paths: eugenics, based on biological (genetic) enhancement, and transhumanism, based on technological improvement.In both cases, the argument is to take control of natural 

evolution, and to overcome its current limits. The idea of directed (purposeful) evolution has profound ethical and also practical implications, because who decides what humanity should evolve towards? What is the ultimate purpose of that evolution and what is the method to achieve it? 

IMPROVEMENTS  FOR HUMANS
The adoption of technology within the human body is nothing new: from a pacemaker 

to correct coronary problems to dentures to compensate for wear and tear due to age, from an insulin pump for a diabetic to a knee prosthesis that restores mobility to a leg. All these examples are improvements to the condition of a human being who was suffering from deficiencies. Even so, much more striking recently are the practical cases of cybernetics that have been given for the compensation of disabilities with sophisticated prostheses: robotic hands such as Bebionic (2010) or Luke (2014), so named as a tribute to Luke 

Skywalker; or the use of TMR (Targeted Muscle Reinnervation) technology that allows prostheses to be controlled with the brain, and which has existed since 2003, although it was not until 2012 that it could be applied to a leg. All of the above ultimately have something in common: cybernetics does not drive a human forward, but stops them from 'falling behind'. It corrects  but does not improve, and this is not the essence of transhumanism. When we create voluntary technological improvements for the human 

body that endow us with new or above-average capabilities that we are entering the realm of practical transhumanism.

PUSHING THE LIMITSAmong the most prominent advocates of cyborg culture are Neil Harbisson, the artist who had a cranial antenna implanted that allows him to detect colors, something that was impossible for him since he suffers from achromatopsia (colour blindness); or the dancer Moon Ribas, who developed and had seismic sensors implanted 

TRANSHUMANSTHE ROAD TO IMMORTALITYTranshuman culture aims to leave behind the biological limitations, both physical and intellectual, 

of the average human being. While the realization of these aspirations remains in the future, the 

ethical debate about 'augmented humans' and the dream of cyber-immortality is already unfolding. 

Competition with machines or legitimate human aspiration?

AVATAR 2045Devised by Russian tycoon Dmitry Itskov, this plan proposes that consciousness as 

algorithms can be embodied in holographic or silicon supports. If the body can die but  

the mind lives on in another medium, this would be a new interpretation of 

reincarnation. The phases of Avatar 2045 are as follows:
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Imaginary cyborg 
with implants for 3D navigation.

2015-2020

Robotic copy of a human 
body remotely controlled by means of a 

brain-machine interface (BCI).

AVATAR A

2020-2025

Avatar to which a human brain is transplanted from a 
deceased 
person.

AVATAR B

2030-2035

Avatar with an artificial brain into which 
the human 
personality 
of a deceased person will be transferred.

AVATAR C

2040-2045

Avatar to be a hologram.

AVATAR D
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Erkunde die aktuelle Forschung, die die 
Grenzen der Technik immer weiter treibt: von 
künstlichen Körperglieder und Kryogenik bis 
zu Metamaterialien und Nanotechnologie. Finde 
heraus, wie viel Zukunft schon jetzt rund um 
uns herum vorhanden ist!

TOPMODERNE TECHNIK

In jeder Ausgabe gibt’s detaillierte Anleitungen zum leichten Zusammenbau deiner 
ROBOCOP-Figur, verbunden mit bildlichen Darstellungen der Teile und ihrer Montage.

BAUANLEITUNG SCHRITT FÜR SCHRITT

Roboter, Androiden, Cyborgs, 
Automaten, Exoskelette und digitale 
Avatare: Erfahre alles über sie in 
einer faszinierenden Analyse der 
künstlichen Wesen in der realen Welt, 
in Kunst, Literatur und Film.

100 JAHRE ROBOTER

DIE MAGAZINE
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1H

1J

1A

1A

EM

AP

1A

1J

1B

Place the magnet holder 1J inside the helmet 1A. To check that 
the orientation is correct, ensure that the arrow marked on 1J is 
in the same direction as the larger one inside the helmet. Fix 1J in 
place with 2 EM screws. Then place the magnet 1H in the holder 
1J, located on the inside of the hull 1A. Fasten it with a screw AP.

Slide the visor 1B into the slots on the 
inside of the helmet and press it in 
place securely.

Finish the assembly of this stage by fixing the helmet onto the head frame.
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STEP 4

STEP 1
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FINISHED MODEL
Your RoboCop model 

is a meticulous 
reproduction of  

the character as seen on 
screen, and accurate in 

every detail.

SIDE VIEW

76

ROBOCOP FILES
ROBOCOP FILES

I n the mid-1980s, fantastic cinema was in a golden age: a new generation of young talent brought a fascinating vision of a world on the verge of radical change. These were filmmakers who had lived under the threat of the Cold War and been involved in the counterculture. They kicked against the ideas of the previous generation, and created visions of a dystopian future in films of boundless imagination.

THE INSPIRATIONIn the spring of 1981, near the office of young Edward Neumeier at Columbia Pictures Studios, a film called Blade Runner was being made by Warner Bros. As the two film companies shared sets, the young man took the opportunity to sneak onto the set of Blade Runner, which would be released a year later and would 

become a cult film. 
After several very 
hard days' work, Ed 
Neumeier had an idea: what would happen if a man were transformed into a robot? He called the idea RoboCop, and from that moment on he began to dream of making his own movie.
While at UCLA, Michael Miner was showing intense creativity as a cinematographer and shooting short films and music videos. Miner was not only a militant anti-establishment activist, but also a fan of science fiction, and a connoisseur of the works of Philip K. Dick, Jorge Luis Borges and William Burroughs. 

At first he thought of creating a film 
adaptation of Philip K. 

THE BIRTH OF A GREAT IDEAIn the 1980s, a film student named Michael Miner conceived a 
story he called SuperCop. Ed Neumeier, a screenwriter, later 
came up with a story he called RoboCop. The two would 
merge their ideas to give life to a legendary adventure.

"WHO IS ROBOCOP? WHAT IS HE? WHERE DOES  HE COME FROM? HE'S  THE OCP'S NEW SOLDIER IN THEIR REVOLUTIONARY CRIME CONTROL PROGRAM."
JESS PERKINS, ROBOCOP (1987)
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Ein Blick hinter die Kulissen einer der größten Filmlegenden 
der 1980er-Jahre: Erfahre alle Produktionsgeheimnisse 
über Drehbuch und Regie, die Besetzung, das Design und die 
visuellen Effekte. Die detailreichste Analyse darüber, wie ein 
unglaublich kreatives Team einen Science-Fiction-Thriller 
entwickelte und auf die Leinwand brachte.

Although they were not 
 known as 'robots', 
because  the term was 

not coined until 1920, we find 
examples throughout history in 
which different cultures developed 
stories and real examples of 
artificial beings.

In Ancient Egypt, there were 
more than two thousand divinities 
represented by colossal statues 
made of different materials. 
According to the French 
Egyptologist Gaston Maspero, 
some were 'talking statues', but, in 
reality, the priests, who believed 

that the deities had souls, gave 
them voice and movement. 

In Greek mythology, Cadmus, 
founder of the city of Thebes, 
planted the teeth of a dragon as 
if they were seeds, and soldiers 
grew from the dragon's teeth. The 
legend of Galatea also tells the 
story of that statue that Pygmalion 
created and later fell in love with.

Hephaestus was the only 
deformed god among the beautiful 
immortals for whom he worked. 
In his smithy he was assisted by 
mechanical maidens. Zeus himself 
commissioned Hephaestus to build 

a bronze giant, whom he called 
Talos, to defend Crete from pirates. 
In the East, in the 10th century B.C., 
during the Western Zhou dynasty, 
the craftsman Yan Shi made 
humanoid automatons that could 
sing and dance. It is said that these 
machines possessed real organs, 
such as bones, muscles and joints. 
This is told in the Liezi, a classic 
compilation of Taoist texts. The 
story tells of King Mu of Zhou, who 
asks the master craftsman Yan 
Shi, "What can you do?" The latter 
appears at the royal court with an 
artificial man indistinguishable 

ROBOTS IN THE ANCIENT WORLD
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ARTIFICIAL BEINGS WITH A KEY FUNCTION 

Although modern robots controlled by computer brains are a recent creation, since the origin of 
civilization humans have had a fascination with creating artificial beings, often in their own image 
and likeness. Perhaps it is an attempt to avoid being alone as a rational species? Or an attempt to 
achieve divinity through the creation of a life form?

100 YEARS OF ROBOTS

from a human being which 
performs various tricks for the 
king and his entourage. The king 
is furious when the automaton 
flirts with the ladies present, and 
threatens to execute him. Yan Shi 
then opens the automaton and 
reveals its inner workings. The 
king, fascinated, experiments with 
the automaton, removing different 
organ-like components. Amazed, 
Mu asks himself, "Is it then 
possible for human ability to reach 
as far as that of the Creator?"

HERON OF ALEXANDRIA
Back in the West, when the 
Greeks controlled Egypt, a 
succession of engineers capable 
of building automata settled in 
Alexandria. Beginning with the 
inventor Ctesibius (285-222 B.C.), 
Alexandrian engineers left texts 
detailing functional automata 
driven by hydraulic or steam 
systems. Ctesibius built human-
like automata, which were used 
in religious ceremonies and 
in the worship of deities. One 
of the last great Alexandrian 
engineers, Heron of Alexandria 
(10-70 B.C.) built a theater of 
automaton puppets, in which the 
figurines and sets were moved 
mechanically and he described the 
construction of these automata in 
his great treatise on pneumatics. 
The Alexandrian engineers built 
automata as reverence for the 
apparent dominance of humans 
over nature and as tools for 
priests, but also for entertainment.

MORE AUTOMATA
The first known post-classical 
society to build automata was 

the Byzantine. They inherited the 
knowledge about automata from 
the Alexandrians and developed 
it further. Details of how to build 
automata was also passed on to 
the Arabs. Harun al-Rashid had 
a water clock with complicated 
hydraulic jacks and moving human 
figures. Arab engineers Banu 
Musa and Al-Jazari published a 
treatise on hydraulics and further 
advanced the art of water clocks. 
Al-Jazari built automated moving 

peacocks powered by hydroelectric 
power. Al-Jazari also invented 
a hand-washing automaton 
that incorporated a flushing 
mechanism used in toilets today. 
It featured a female automaton 
standing next to a basin  with 
water. When the user pulled the 
lever, the water drained and the 
female automaton refilled the 
basin. Today's robots are fortunate 
to perform somewhat more 
glamorous tasks. 

A model of a moving theater in Ancient Greece.

The elephant clock of Al-Jazari.

A Crater (large 
vase) showing 
the death of the 
giant Talos
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STEP-BY-STEP ASSEMBLY - 01

This issue assembles the internal structure of the head and outer helmet, an 
essential element of RoboCop, which bears his serial number – OCP Police 001.

NOTE: The parts shown may differ slightly from those included with this issue.

PARTS RECEIVED  

1A Helmet
1B Visor
1C Earpieces (x2)
1D Head (left side)
1E Head (right side)
1F Internal plate
1G Collar
1H Magnet
1I Magnet
1J Magnet holder

Screwdriver

Screws 
EM
AP
QP

THE HELMET

Start by assembling the inner part of the head. Insert the magnet 1I, the internal plate 1F and the collar 1G into 
the corresponding slots in the right side of the head 1E as shown. Then fit the left side 1D and fix the parts 
together with 4 AP screws in the holes indicated.

Continue with helmet 1A. Mount the earpieces 1C on both sides and secure each with a QP screw.

54

Als die Ingenieure des Konzerns OCP (Omni Consu
mer Products) das ROBOCOP-Projekt entwickelten, 
hatten sie den menschlichen Geist nicht mit auf  
der Rechnung. Etwas von Alex Murphy existiert 
immer noch in ROBOCOP, und darum bleibt er, was 
er immer war: ein Mensch und ein Polizist. Selbst 
noch als Cyborg dient er der Gerechtigkeit.

»ROBOCOP. WER IST ER? WAS IST ER? 
WO KOMMT ER HER?« JESS PERKINS, TV-REPORTER

ER IST DER ERSTE CYBORG-POLIZIST.

VERTEIDIGER DES GESETZES VERTEIDIGER DES GESETZES
TOLLE SOUNDEFFEKTE MIT 

ORIGINALSÄTZEN AUS DEM FILM

BEWEGLICHES BEWEGLICHES 
MODELL MODELL

GESICHTSFORM  
AUS SILIKON

REALISTISCHE METALLPISTOLE

ORIGINALGETREU 
NACHGEBILDETE 
GADGETS AUS 
DEM FILM­
KLASSIKER

BEWEGLICHER  
HOLSTER MIT  
HERAUSNEHM- 
BARER WAFFE

TEILE AUS METALL 
UND PLASTIK-
SPRITZGUSS

SORGFÄLTIG AUFGETRAGENE 
FARBE IN METALLISCH-GRAU

TOLLES MODELL MIT HOCHWER­
TIGER OBERFLÄCHENBEHANDLUNG

DAS MODELL IST EINE PRÄZISE 
NACHBILDUNG DER ORIGINALEN 
FIGUR AUS DEM FILM VON 1987

DETAILGETREU AUS FILM-
STANDFOTOS NACHGEBILDET

GRÖSSE

HÖHE: UNGEFÄHR
 62 cm GROSS 

Jede Ausgabe enthält 
genaue bildliche Dar­
stellungen der Teile und 
ihres Zusammenbaus.

SCHRITT FÜR SCHRITT

MONTAGE 
KINDERLEICHT

Um dein ROBOCOP-Modell zusam­
menzubauen, brauchst du nur 
den (der Ausgabe 1 beiliegenden) 
Schraubenzieher und die detaillierten 
Anleitungen in jedem Heft!

Produktionsmodell – die endgültige Version  
kann leicht davon abweichen.ROBOCOP – ROBOCOP 3 ©

 1987-1992 Orion Pictures Corporation. ROBOCOP is a tradem
ark of Orion Pictures Corporation. ©

 2023 M
etro-Goldwyn-M

ayer Studios Inc. All Rights Reserved. 	
Licensed by Rocket Licensing Ltd.

PREMIUM-ANGEBOTPREMIUM-ANGEBOT
EIN SOCKEL ALS PRÄMIE!

ROBOCOP nutzt die Fähigkeiten seines 
Roboterkörpers, um das Gesetz rigoros 
durchzusetzen … aber ist unter all dem 
Metall noch etwas von Alex Murphy übrig, 
tief in seiner Programmierung vergraben?



ROBOCOP – ROBOCOP 3 © 1987–1992 Orion Pictures Corporation. 
ROBOCOP is a trademark of  Orion Pictures Corporation. 
METRO-GOLDWYN-MAYER is a trademark of  Metro-Goldwyn-Mayer Lion Corp. 
© 2023 Metro-Goldwyn-Mayer Studios Inc. All Rights Reserved. 

Licensed by Rocket Licensing Ltd.
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