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In 2002, Paul W.S. Anderson unleashed the first live action Resident
Evil movie to the world. 5 sequels and over $1billion dollars later, the
Anderson saga came to an end with The Final Chapter (only to be
rebooted in 2021).
It is fair to say that the 6 Resident Evil films followed their own rules,
followed their own continuity (sometimes) and diverged further and
further away from the source material. In fact outside of some
recognisable character names, the Anderson films share very little
resemblance to the games of which they are based - and for many fans
that is exactly how it should be.
However, despite the glaring differences between the live action
movies and the games, Capcom have on more than a few occasions it
has to be said, given little nods, easter eggs and hints to the Andersonverse within their franchise.
This is the Resident Evil Podcast’s brief escapade into that world and
the connections to the live action movies you can find in the Resident
Evil games.

First up, this is a bit of fun, a small document that folks can read and
say “oh yeah”. Please take it with the light hearted approach in which
it was intended.
Also, I have created a film version of this editorial if that is more of
your thing and is available on The Resident Evil Podcast YouTube page.
Finally, this is not an editorial looking at the easter eggs and nods to
the games inside the movies. No, it is the other way round. The films of
course have lots of connections as you might expect when these are
based on the videogames themselves. Whether that be characters,
B.O.W.s or even film shots taken directly from the games.
These connections in my opinion are lot more obvious. You do not
need me to tell you that the giant axe wielding creature from Resident
Evil Afterlife is the Executioner Majini from Resident Evil 5. I think that
goes without saying.
No, this editorial will be exclusively looking at when Capcom’s products
and games have directly incorporated or taken clear inspiration from
the Anderson-verse.

Perhaps one of the most striking and consistent part of the Anderson
films was the use of a custom font on all the movie posters (and as
headers in this editorial!). It was bold, stylish and very pointy. Whilst it
shared a resemblance to the NTSC fonts of Resident Evil 2 and 3,
visually it was distinctive and separate to how the games were
presented. Perhaps that was the intent.
Up until this point in 2002 remember,
especially in the PAL region, all the
games had stuck quite religiously to
the famous RE version of the Impact
font. It was only with the release of
the Resident Evil remake in the same
year did we see some variation to the
cover font being used.
In America however, things were very different. The PlayStation 2
releases of a new sub-franchise in the series saw Capcom adopt the
same “Anderson” font from the movies. The series of course was
already a huge seller and did not need to ride on the curtails of
the movie (and indeed, in PAL and Japan regions the usual Impact
font was used), but for whatever reason, the American release of
Resident Evil Outbreak and Resident Evil Outbreak File#2 saw its
covers use the film’s font.
Like the actual font itself, its does not look horrid,
but it was only these two titles that were ever
graced with it suggesting that this was enough brand
association. Even today, these Outbreak covers remain
one of the clearest visual nods to the film franchise.

Typography influences did not end with cover art and in fact the
second example is far more wide ranging than the first. We are talking
about the main antagonist of the entire franchise - the Umbrella
Corporation.
Notorious for their viral weaponry, Umbrella had always been
represented by the famous red and white logo. However, if the name
was ever written out, it looked like this:

The italicised “U” and the double el’s were trademark Umbrella and
something present in the vast majority of the games.
Paul Anderson decided to change this logo slightly. The italics were
gone and in line with the more military based feel of the first film, the
logo is now more regimented, more imposing.
Similar to the cover font, there is nothing overtly wrong with how this
looks. However, by making it different to what we have previously
seen in the game and the use of the word
“corporation”, it meant when subsequent
changes were made they would be obvious.
And that’s exactly what happened.

As the Anderson films continued to be box office hits, newer Resident
Evil releases gradually saw this more uniform font creep into the
videogame series.
Starting with Resident Evil: Operation Raccoon
City - players were treated to a reinvention of
Birkin’s lab and in particular a subtle branding
switch.
The Umbrella name now ironically
incorporated a more Impact-style,
losing the iconic italicised branding in the process.
However, this could be dismissed on the basis that
Operation Raccoon City was a non-canon entry. Apologists
however were unable to ignore its subsequent re-use in
Resident Evil Umbrella Corps as shown here in The
Experiment.
It has to be said that the settings for this rebrand are very much in line
with the depictions in the movie. Both Umbrella Corps and Operation
Raccoon City are action heavy, gun wielding shooters. Both of these
games themselves bare very little resemblance to the mainline series,
ditching any attempt to recreate survival horror or tension. As such,
the more militant branding is perhaps not quite as inappropriate as it
could have been.
However, this was just the start. In 2019, Capcom did it - and remade
Resident Evil 2 and later Resident Evil 3. And in doing so took the
opportunity to explicitly and unexpectedly fully utilise the Anderson
Umbrella logo.
Not content with just wrapping the Umbrella logo
all over the place as in the films, when players
arrived at NEST, the movie Umbrella logo was plain
to see. This was supposed to be a famous, iconic
location - the pinnacle and endgame of one of
gamings great adventures and to see the movie
logo combined with a rather sterile and plan
laboratory was jarring.

For many, this change was unforgivable and left a bitter taste in the
mouth - potentially ruining the remake experience. Whilst the
laboratory itself was probably more lifelike than what we saw in
Resident Evil 2 (1998) the atmosphere was lost with its design and the
use of the Anderson Umbrella logo certainly contributed to that feeling.
This trend sadly continued in Resident Evil 3
with the equally sterile NEST2 and branding
on the Nemesis weapon boxes (more on that
later). But it would be the free multi-player
add-on: Resident Evil Resistance where we
would see perhaps the most ironic and
controversial use of the logo.
Resident Evil Resistance never really took off as an asymmetrical
multiplayer experience. Not only did it rely upon a skewed
matchmaking system, but the game also featured the never-popular
loot crates.
And guess what? These crates were plastered with the
Umbrella logo. Again, perhaps this was intentional - who
knows?!
As you can see, the Umbrella logo has now adorned many an item in
the Resident Evil franchise. With the destruction of Umbrella in 2003, it
is a testament to the evil organisation’s popularity that they keep
coming back, even if the classic branding is not being used as freely as
it was before.
The silver lining of this analysis is that outside of a fleeting appearance
in Umbrella Corps the movie branding has only appeared in non-canon
or questionable canon entries. The remakes of the second and third
game and their canonicity remain unclear at the point of drafting so
therefore purists can relax that the italic version remains the definitive
logo.

Resident Evil is the home of iconic costumes. Whether it be the
S.T.A.R.S outfits, the RPD uniform, Claire’s biker denim or even the
riskier get-up worn by Jessica Sherawat. Recreating this on the big
screen was always a tough ask. Work has to be done to ensure game
characters look the part without looking like they are in cosplay.
Paul Anderson had a mixed bag here. His version of Ada Wong and Jill
Valentine were extremely faithful and worked well on screen. Leon S.
Kennedy and Chris Redfield? Nope. That was a big error.
What he could claim some credit for is the look of his main original
character, Alice and her now famous red dress. First worn by Alice in
the 2002 film, the dress was reused in future films over and over again
as part of the Project: Alice cloning program.
It was even used as part of the promotional material for Resident Evil
Extinction at its première.

Perhaps one of the most surprising aspects, when considering the
success of the Resident Evil movies is that Alice herself has never
appeared in the games, either as a skin for someone else, or in one of
the multiplayer experiences. But what has appeared, albeit in a hidden
capacity is this red dress.
For this we have to once again go back to Resident Evil Outbreak.
Outbreak playable character, Alyssa Ashcroft - intrepid journalist and
all round good egg had this very distinctive hidden costume available
in the game. The influence is quite clear - a plain red dress.
The dress can be unlocked by locating the SP
items in the game. The actual red dress is
hidden in the entrance hall of the university in
Decision Decisions on any difficulty setting.
The red heels are in the Outbreak scenario in
the liquor store with the red rouge in the locker
room in the Hive Scenario on the Hard or Very
Hard difficulty setting.
This was not to be the only homage to the films
with the costume department.
Heading back over to the Resident Evil Resistance multiplayer
experience, an update post release saw a very explicit reference to the
movies. One one hand the update included the playable character of
Jill Valentine, but on the other - we get this.
Jill’s “Retribution” costume.

It’s certainly striking but is a clear homage or easter egg to
Alice’s attire from the film of the same name. There has
been some slight tweaks made by Capcom, but you can see
the similarities to Alice.
The black leather is obvious, with the only change really
being the placement of the silver belt buckles on the waist
moving from the
front with Alice to
the side with Jill.
And remember, the
costume is called
“Retribution” as well.

Overall, this easter egg I would say, is probably one the most explicit
Capcom have ever done. Whilst we have had the same fonts being
used in box art, this directly wink winks at the name of one of the
movies - something that had never happened before.

There is however one more attire link that is not as
well known but this time involves Ali Larter’s take
on Claire Redfield. The character would later sport
Claire’s outfit from Resident Evil Revelations 2 in the
last film, but if we rewind to Resident Evil Afterlife
Claire wore this maroon vest and jeans combination
to battle the undead.
It was cool look and one that Claire would later
adopt in the Resident Evil manga - Heavenly Island.

Not widely distributed (and not officially in English),
Resident Evil Heavenly Island takes place between
Resident Evil 6 and Resident Evil 7 and has a rather unique
storyline on a Caribbean island and the release of a new tVirus strain, the Kodoku Virus.
During the story, Claire Redfield and a returning Parker
Luciani investigate the experiments of Dirk Miller and Alex
Wesker and to do that she is wearing a near-identical
outfit to Ali Larter’s take on the famous Redfield sibling.
This is probably the least known easter egg in this
editorial but quite a neat one I think you will agree!

A brief link here and one most Resident Evil fans probably saw coming.
Going back to Outbreak once again, one of the scenarios the survivors
can play is called The Hive. Viewers of the first and last Resident Evil
movie will know that “The Hive” is the name of the laboratory built
deep underneath Raccoon City and where the t-Virus was released
from.

The Hive itself is loosely based on Birkin’s laboratory from Resident Evil
2 but is modernised considerably and as such is very much its own
creation.
The Hive chapter in Resident Evil Outbreak however is purely the name
given for Raccoon City General Hospital and its infestation of leeches thus creating a hive or nest for the creature. Ironically the semantics
here would be later used in Resident Evil 2 & 3 Remake.
The link here is purely the name, there are no other real similarities
but an interesting one nonetheless.

The entirety of the Umbrella Caucasus Laboratory in Russia is basically
a homage to the live action films. (The big reference appears later in
this editorial) but there are a few other less-spotted easter eggs worth
noting here.
Schematics
An absolute mainstay of many a Resident Evil films Paul Anderson liked
to use CGI schematics of the Hive and other locations to direct the
audience to different parts of the laboratory. It was quite a clever
mechanic that despite using multiple different looking sets, cutting to
different 3D maps enabled the viewer to follow the heroes through the

depth of the location. This also saved production costs as well and
worked well, especially for the first movie. As with a lot of things
however, it was over-used and lost its impact/appeal.
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With this template, the same idea was used in the Russian base for
Chris Redfield and Jill Valentine. As they continue their battle against
armies of B.O.Ws, the pair activate a large Umbrella elevator which
descends into further madness.
As they do, the scene cuts to 3D CGI map, very much in the mood and
style of the live action movies. It’s only used once and as you can see
has a green hue as opposed to the preferred blue tint adopted by the
movies.

The Train
Occurring at the same sort of time, Albert Wesker also infiltrates the
facility although from a nearby output which connected to the main
laboratory via train. It is this train that is the connection here - taking
inspiration from the first Resident Evil movie.
Now, I am sure many will straight point out that the train from the first
movie (the Alexi-5000) is in itself a homage to the train Leon and Claire
escape Raccoon City in Resident Evil 2 (the Galaxie-5000). This is 100%
true, however, when playing the Dark Legacy chapter, you really get
the impression both internally and externally it has more in common
with what we see in the film.

Umbrella Chronicles
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Whilst there is a distinction here, we also have to remember the
purpose of the Umbrella Chronicles train. It is a transport train to get
into the laboratory - exactly the same idea used by One and his USS
Team in the movie.
The centre headlight too is a big similarity that the Galaxie-5000 is
missing comparatively. Internally as well, although its a little more
tenuous - also looks akin to the movie train as the shots below can
testify.

Although the colour scheme is different, the Umbrella Chronicles train
does have the mesh flooring in the middle indicative of the false floor
Alice uses to fry the Licker.

An interesting link this one. What I mean here are specific moves that
Alice has used against the undead that have also been copied and
pasted into the game series.
If you flip the question the other way of course, we are all reminded of
Claire’s handgun drop move from Resident Evil Code: Veronica that is
replicated by Alice in Resident Evil Apocalypse. But videogame
characters performing an Alice move? Yep, there have been two.
Thigh Neckbreaker
First used by Alice in the sewers of
The Hive, she wraps her legs around
a zombie’s head before inflicting a
devastating twist, breaking the neck
as a result.
Whether such a injury could actually
be inflicted in a real life situation
remains unclear.

The same move however, is
then pulled off by none other
than Jill Valentine in Resident
Evil: The Umbrella Chronicles
during the re-imagining of her
last escape.
Pretty much the entire move is
replicated shot for shot and is
clear homage to the wrestlingstyle takedown used by Alice

in the first live action movie.

Mid-Air Kick
The second re-used move also originates from the first live-action
movie - the mid air kick against the Zombie Dogs. During the movie,
Alice is beginning to remember her training and abilities and is
confronted by a Zombie Dog. With no ammo, Alice takes it upon
herself to give a brutal kick to the
head, ending the canine’s life.
It’s a cool looking move and
something Milla Jovovich was proud
of in the audio commentary.

This move is then replicated again in Resident Evil: The Darkside
Chronicles but this time by super spy Ada Wong during her Death’s
Door scenario.
Also confronted by a pack of Zombie
Dogs in the RPD parking lot, Ada is
forced to use close combat to dispatch
the undead dog in a very similar
fashion to that of Alice. Quite an
introduction to the lady calling herself

Ada Wong.
That’s the only two known scenes we can think of that have been first
seen in the films and then shown in a future released game.

This particular connection sort of works both ways. As many fans may
know director Paul W.S. Anderson’s idea when writing the first live
action film was to replicate the themes of the book: Alice in
Wonderland. This is why Alice is given that name and why in the movie,
she is forcibly dragged from her world in an apocalyptic wonderland.
And at the heart of that fantasy land is the Red Queen AI. Again,
referencing the sinister Red Queen from the novel, here the computer
controls everything in the Hive. We are also told that the A.I is based
on the head programmer’s daughter - which we later learn in the
sequel to be Angie Ashford.
Players of Resident Evil Code: Veronica will know that Alexia Ashford
also unofficially adopts a Red Queen status (with Alfred being the Blue
King) through their jewellery - but the title is never explicitly displayed,
so was a tenuous link at best.
However, Capcom clearly liked the idea of an Umbrella A.I and would
later adopt both the Red and White Queen computer programmes we
see in the first and third Resident Evil movies.

Only one game has used the Red and White Queen and even in that,
only the Red Queen is utilised. That game is Resident Evil: The
Umbrella Chronicles which retells some of the big events in the series
franchise with Albert Wesker narrating.
In the game’s opening cutscene you can see how the “umbrella
chronicles” are accessed and it is here we see the only reference to the
White Queen. It remains unclear as to the White Queen’s function
within the videogame world.

This is not the case with the Red Queen. Despite the use of the Red
Queen name, there are big differences between the videogame and
film version. There is no child hologram in the games and no evil
overtone either. Instead the Red Queen in Resident Evil: The Umbrella

Chronicles is purely an internal A.I that actively monitors and oversees
Umbrella facilities.
This function is seen in the Arklay Laboratory and then as part of the
the Caucasus Laboratory - but we can safely assume the A.I is also
present in some of the other labs we see in the games. The Red
Queen’s main function and one that is activated in the game is to back
up Umbrella’s crucial data to the U.M.F-13.
Wesker attempts to obtain this data upon his resurrection in the Arklay
Mansion but fails to do so quickly enough. This places him at a
disadvantage when selling himself to the Rival Company as he had
promised them the data of the T-002 Tyrant.
Fast-forward to 2003, Wesker eventually gets his revenge and obtains
the data off the Red Queen, but not before we see the perfect synergy
between the A.I and B.O.W.
A long term goal of Umbrella was
always to use A.I to control their
creations. We see an early attempt
of this in Resident Evil Outbreak
File #2 with the modified T-103
Tyrant. This version could be
controlled using MO-discs to
fluctuating success. However, with
the ultimate Tyrant - T-ALOS, this
objective was fulfilled.
After months of combat training, the Red Queen successfully bonded
with T-ALOS and in doing so created, in theory, the ultimate and
adaptable Bio-Organic Weapon. T-ALOS was able to monitor it’s
environment and change tactics or strategies to suit any eventuality. TALOS was supposed to be Umbrella’s saving grace, it’s return to the
forefront of bio-engineering, but due to the collective efforts of Chris
Redfield and Jill Valentine, the creature was destroyed. To compound
the issue, Wesker obtains the Red Queen data which is ultimately used
to bring down the corporation once and for all.

Therefore, it can said that the videogame version of the Red Queen is a
more stripped back version of what we see in the film and I think this is
to its credit. Whilst the obvious nod to the movies is plain to see, an A.I
that backs up Umbrella’s data and then can be used to control a Tyrant
is strangely more realistic than the “homicidal bitch” programme of the
movie franchise.

It was only a matter of time before Paul Anderson got his grubby little
hands on everyone’s favourite parasite empowered Tyrant T-103.
Arguably the most famous monster from the series, the Nemesis was
the titular B.O.W for the third game and has subsequently turned up in
many spin offs and remakes since.
After the success of the first Resident Evil movie, a
sequel was inevitable and with the film leaving
viewers on tender-hooks with the startling revelation
that Matt had been captured and was going to be
used in the “Nemesis Program”, the actual
appearance of the creature in Resident Evil
Apocalypse was inevitable.
For the purposes of this editorial we are looking at
Anderson’s take on the NE-Alpha and what unique traits of that
version has been carried into the games.
Sadly, there are a few.
The first influence the movies have had on subsequent Nemesis
appearances in the games has been the range of weaponary the
creature has at its disposal. In the original Resident Evil 3 this was
limited to the rocket launcher. An excellent weapon that could take
out Jill Valentine from a distance.
The rocket launcher of course was seen in Resident

Evil
Apocalypse to almost comedic standard, but it was a fairly faithful
adaptation. However, the Nemesis’s first major appearer in the film is
when he approaches a building shielding the remaining S.T.A.R.S
members. Here, the Nemesis has access to a minigun type weapon,
showering the building and S.T.A.R.S members with bullets until noone was left standing (LJ aside of course).
This was a new addition to the Nemesis arsenal and one that was then
used in Resident Evil: Operation Raccoon City. In this re-imagined world
of the Raccoon City outbreak, the Nemesis was also deployed with the
minigun only adding to the ferocity of the creature - but somehow
making him less scary than he was before. Quite an achievement.

Fans questioned whether upon the announcement of Resident Evil 3
(Remake) that Capcom would also be tempted to provide him with the
minigun?
The finished product shows that the minigun was absent, but Nemesis
did obtain a flamethrower instead for one particular showdown.
However, in beta artwork for the game, as you can see, the minigun
was certainly considered.

One element of the movie Nemesis that Resident Evil 3 (Remake) did
utilise however was the idea of the weapon drop. In the second film
after Nemesis is released, weapon crates are dropped into the warzone
that he can access. This included his minigun. In the remake, in one
cutscene we see the Nemesis slam down a weapon crate and this gives
him access to his slightly more futuristic rocket launcher that we have
seen before.
Weapon crates for Nemesis were also seen in Resident Evil: Operation
Raccoon City but this was hardly surprising as a lot of the game was
heavily influenced by the second film.
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The last image from Operation Raccoon City leads nicely onto the final
re-used idea of the Nemesis from the movie - the use of the head up
display (HUD).
Prior to Resident Evil Apocalypse showing us something completely
different, recording of B.O.W combat data was presumably completed
with CCTV and other observations. Further, programming a B.O.W was
also a bit of mystery. Anderson’s take was to explicitly show both of
these processes and the result was a far more robotic affair.
Commands were literally typed into the Nemesis who would then
execute them. In short - Nemesis was more like the Terminator rather
than a bio-organic mutation.
And keeping in with the Terminator similarity - Anderson’s Nemesis
has a built in camera unit/HUD that can be viewed by Umbrella HQ. It
was an awful idea in the movie and one of the worst ideas to be
brought forward into the games.

Without a shadow of doubt, the most iconic element to stem from the
live action movies has been the double helix T-Virus vials. Blue for the
virus, green for the anti-virus.
The visual appeal of these samples is clear and transcends the films as
this google image search shows.

Has this T-virus sample appeared in the games? The answer (as you
may have worked out) is yes, but it is a blink-and-you-will-miss it
moment!
We once again return to the world of Resident Evil: Operation Raccoon
City and in particular, the failed attempt to acquire the G-virus by the
USS.
It may be subtle, but you can clearly
see the double helix design being
utilised in the vial sample.
Additionally, Operation Raccoon City
uses the same colour of the T-virus that

the movie does - blue. Traditionally, the T-Virus has been shown as a
green colour both in Resident Evil 2 and the Wesker’s Report II
supplemental material.
This little change was very much a hidden easter egg to the movies.
The last on however - well, that’s as blatant as they come.

You knew it was coming! The famous laser corridor sequence from the
first Resident Evil movie was brutal and shocking at the same time halving the cast list in one go.
The idea of killer lasers were frequently used in the sequels and would
later be adopted, quite literally in the games as we shall show.
However, it may surprise you to learn that there was a killer laser in a
Resident Evil game before the 2002 movie.
To see this we must head dangerously over to Rockfort Island, but not
to Resident Evil Code: Veronica but the often forgotten Resident Evil
Survivor 2: Code: Veronica.
Buried deep in level 5 of the Vs. Roach Mode minigame, we see a killer
laser traverse up and down a bug infested room that players need to
dodge to survive. Admittedly it bears little resemblance to what we see
in the movies, but was a precursor.

Heading into the mainline series of the videogames, the first well know
use of a laser corridor was in Resident Evil 4 . In what was a rather
over-the-top entry, the use of lasers and backflip certainly epitomised
the action route the soft reboot was going for.
In what can only be described as utterly
ridiculous, it takes the relatively
“realistic” moves adopted by Alice and
One in the first Resident Evil movie and
turns it up a notch or two.
This was a clear nod to the movie with a
defined killer laser corridor. It felt very
off to the tone of the games and fans had hoped that this was the last
we would see of it. But no, Resident Evil: The Umbrella Chronicles had
to go one better.
During the Umbrella’s End campaign, players take control of either Jill
Valentine or Chris Redfield looking to take down Umbrella once and for
all in rural Russia. Deep in the underground laboratory the industrious
pair suddenly find themselves in a very, very familiar looking corridor.

The Umbrella Chronicles
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Same mirrored walls, exactly the same door and as the sequences
progresses, the same sort of killer laser defence program. There are
differences - we do not get the famous hexagonal final blow from the
Red Queen in the videogame but we do see Jill and Chris perform some
nonsensical flips and dives to avoid the lasers.
The reference is so on the nose its painful. Whilst I do not particular
mind the sequence in the movie, it is so overplayed in the subsequent
sequels and for it be rehashed again in the game was really jarring.

Combined with moves that we would not expect Jill and Chris to
perform either, the entire sequence left a bad taste in the mouth especially when it was completely pointless in the game as well!
The pair are trying to get to the end of the corridor after all when faced
with these lasers. After disabling them, they go to open the door only
to find them locked. They must then turn back the way they came!
Capcom did not even bother to make the laser corridor an essential
route for our heroes to travel. It was completely superfluous and
clearly added as a homage to the Paul Anderson films.
And for me, this really is quite insulting. I don’t mind some of the
easter eggs if they add something. But this was wholly unnecessary
within the context of the game itself. Completely pointless and very
high in the cringe factor too.

So, there we have it - the major influences the Paul Anderson movies
have had on the videogame franchise. Quite a few to digest and
perhaps a few you did not notice before.
It should also be said that these movies also coincided with the shift in
the series from the traditional survival horror style to the action
orientated approach. How much general influence Anderson has had
on the series is unclear, but to say he has had no influence I think
would be wrong.
Anderson himself has suggested that the use of the desert setting in
Resident Evil Extinction was the basis for Resident Evil 5. This is of
course nonsense, but I do think his weapon heavy, action orientated
approach to Resident Evil played its part in many titles we saw
released around the same time as the movies.
With the imminent release of the rebooted film Resident Evil: Welcome
to Raccoon City who knows what new influences these will bring to
future Resident Evil videogames…

