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Video games and films are no longer mutually exclusive mediums. They constantly borrow an outright steal each other’s techniques to entertain their audiences. The arrival of “survival horror” games into the world of video games has further closed the gap between cinema and digital entertainment. Arguably the true owners of “survival horror” are the creators of the Resident Evil franchise. The team behind Resident Evil was arguably influenced by the “zombie horror” films of George Romero and his contemporaries. In this paper and subsequent presentation we hope to show through historical context, comparisons of visual as well as story elements linking both the Resident Evil series with that of the “zombie horror” subgenre. 

“Survival horror is a prominent video game genre in which the player has to survive an onslaught of opponents, often undead or otherwise supernatural, typically in claustrophobic environments in a third-person perspective. Horror movie elements are used liberally. The player is typically armed, but not nearly as well-armed as the player in a shooter game. The player's goal is generally to escape from an isolated house or town that is inhabited mostly by zombies and monsters through shooting and puzzle solving.” (Wikipedia Dec 2005) This definition encompasses the Resident Evil gameplay as well as the spirit of the “zombie horror” films of George Romero and his colleagues.
Survival Horror in the Movies

By David Bowring

Survival horror as a genre in video games was inspired by a string of movie titles. Directors like George Romero gave birth to a whole series of films and other media with his ground breaking series of “Zombie” movies. Italian Cinema also takes cues from George Romero wit a whole cast of derivative works by their leading horror directors. Japanese horror also follows suit with their own versions of Zombie horror and, from that, Japanese game designers are inspired to create the Survival horror genre of digital games.

George Romero was born, February 1940, in Brooklyn New York. After attending Carnegie Mellon University, George and his friends formed and Image Ten Productions. They then made their first feature film on a budget of $100,000 dollars. Their film, Night of the Living Dead (1968), became a cult classic and an inspiration for many other filmmakers and academic study as well. Interestingly, due to an error by the company who made the prints of the movie for distribution, all copyrights to this classic were lost.  George Romero went on to make an entire series of movies based on “The Dead”. After a string of other acclaimed but not commercially successful titles, including O.J. Simpson: Juice on the Loose (1974), and Season of the Witch (1973), Romero revisits the dead in the movie Dawn of the Dead (1978). Again, Romero hits a home run with another relatively inexpensive and ground breaking film. Dawn is widely regarded to be responsible for the “splatter craze” that seemed to grip horror for years after. After another spate of other films Romero again makes another Zombie film with the Day of the Dead (1985). Although not as popular with critics or fans this film again set a trend in make-up. The film won a Saturn award for best makeup in 1985. Land of the Dead (2005) is George’s latest treatment of the “Dead” series. Although this film is by no means as groundbreaking as his other films it is by far the most commercially successful of all the “Dead” movies. 

Italian horror film directors drew imeadiate inspiration from George Romero and set to work on their own brand of zombie horror. Dario Argento and Lucio Fulchi are two of the most notable examples. 

Dario Argento started his film career in 1969 and made a string of very successful horror films. In 1978, he worked with George Romero to produce the Italian version of Dawn of the Dead. Argento are considered “giallo.” Giallo meaning yellow, this in turn came from the yellow covers of the penny-dreadful horror/thriller paperbacks that were sold in Italy.
Lucio Fulchi is another contempory of Romero who is considered by many to be the best Italian horror director of all time. Also, known as the “Godfather of Gore”, Fulchi, is best known for his elaborate use of make up and, of course, gory effects in his films. His 1979 film, Zombi II, film is considered to be a complete departure for Fulchi and an original “zombie” story. 

Japanese horror also makes it own contribution to the Zombie horror mythos with a film that inspired the resident evil series. This is Kiyoshi Kurosawa’s Suito Homu (Sweet Home). Sweet home is set in a huge mansion that is inhabited by zombie like poltergeists. According to Shinji Mikami, Producer of the resident evil series, Sweet home is his inspiration for that work. 

Finally, Sam Raimi made his own contribution to the Zombie genre with his Evil Dead series. The first of these movies, Evil Dead, featured fast moving and intelligent zombies. Some that had there own one liner! Although these movies are comedy in nature they also made some important contributions to the genre in general - perhaps, most notably, the fast moving, intelligent Zombies, and “Boss” battles.

A Brief History of the Resident Evil series
By Aaron Adams
The Resident Evil series put a label on a kind of gameplay called survival-horror and has been an incredible success for the company in every imaginable way. There is a clear idea of the twisted and convoluted plotline that has spanned numerous games and systems, and we'll take a look at the characters and what roles they have played in the ongoing story. But was Resident Evil the true originator of the survival-horror genre? It's widely accepted that the PC game Alone in the Dark was a source of inspiration, but it's also possible that a Famicom (NES in the US) game called Sweet Home marked the beginning of the genre
The Resident Evil story begins in a typical midwestern US town called Raccoon City, strange reports come in from locals about missing people and unusual sightings of doglike monsters. After the remains of a mangled woman, bearing wounds that seem to have been inflicted by a wolf or grizzly bear are fished out of the river, local police barricade the entrance to the mountain road, and Raccoon City's own STARS (Special Tactics and Rescue Squad) is informed of the situation.

STARS unit Bravo Team is sent to investigate the situation, but a helicopter engine failure leads to all contact being lost with the group. Alpha Team is sent in to investigate the forest area, locate and rescue the members, and bring the situation under control. However, when the team lands, it is suddenly attacked by a pack of monster dogs. Abandoned by their terrified helicopter pilot, the remaining members of Alpha Team are chased to a nearby mansion where the real nightmare begins with the main characters: Chris, Jill, Albert, Barry, Rebecca.

 Following the success of the original Resident Evil on the Plasytation and PC the developers began developing Resident Evil 1.5, as Capcom Research & Development came to call it. As the story goes, Resident Evil 2 (the original sequel) was about 70 percent complete when producer decided to scrap the entire project and start from scratch, because the game just wasn't up to par. The ultra modern concrete and steel buildings that housed much of the Resident Evil 2 action were considerably bland and repetitive looking. Also, in an effort to get more zombies on the screen, Capcom simplified the polygonal models, making the zombies less frightening. 
 Resident Evil 2 held on to the urban setting; however, Raccoon City Police Headquarters became an aging, Western-style building, retaining the spooky atmosphere of Resident Evil 1's sprawling mansion. Also, Capcom nixed motocross racer Elza Walker in favor of Claire Redfield, the younger sister of Resident Evil 1's Chris and friend of rookie cop Leon Kennedy, Resident Evil 2's second protagonist. 
Resident Evil 2 is considered by many to be the best game of the series. The sequel makes substantial improvements on the original in the graphics department, especially in the way of character models and improved animations, such as head tracking.

The series continued with Resident Evil 3: Nemesis, with the first half of the game taking place before the events in Resident Evil 2, and the second half taking place after those events. While Resident Evil 3 complicates the plot of the series tremendously and contains the occasional discrepancy, it helped flesh out the overall story and provides you with a high-strung survival-horror experience all the while. Resident Evil 3 was also shorter than its predecessors, mainly due to it’s having one main character instead of two. This was somewhat balanced by the well-thought-out Mercenaries mini-game. 

Also Resident Evil 3 represented the first major tweaks in the Resident Evil control scheme, not all of which carried over to the next Resident Evil. Some other changes include noticeable improvements in character models and new control tweaks, such as a 180-degree fast turn and a dodge feature, along with an improved auto-aim system.

These tweaks helped to continue the story with main characters: Jill Valentine, Carlos Oliveira, Mikhail Victor, and Nikolai Ginovaef in Raccoon City when it all began. As the G-Virus outbreak wreaks total havoc on the city, Jill struggles to survive along with members of the UBCS (Umbrella Biohazard Countermeasure Service). It's obvious to Jill that the Umbrella Corporation is behind everything, but what is the true purpose behind its research, and exactly how far will it go to contain its secret? A huge, seemingly unstoppable creature known as Nemesis plagues her constant struggle for survival.

The series continued with Resident Evil Code: Veronica. This game harnessed the power of the Dreamcast to produce believable and detailed graphics, with the pre-rendered backgrounds being replaced by beautifully textured polygons that allow dynamic camera movement similar to Capcom's Dino Crisis.

The game also featured truly amazing CG movies that are seamlessly blended with gameplay to create an amazing effect. The story and game play are also up to Resident Evil standards, and the controls have remained largely unchanged from Resident Evil 2, with the addition of a quick 180-degree turn. Once again, there are two main characters, although their adventures are not totally separate.

 Three months after the events in Resident Evil 2, Claire continues to search for her missing brother, Chris. After being captured for trespassing in an Umbrella facility, our hero is flown to a remote island and put into a prison cell. She is soon freed, and yet another struggle for survival begins.
After the demise of the Dreamcast Capcom struck a deal with Nintendo to develop a complete revamp of the original Resident Evil on the Gamecube. This redo told the same story of the original creepy mansion with a complete graphic overhaul. New story elements and bosses were also introduced. The success of this Gamecube original spawned the next game Resident Evil 0.

Resident Evil 0 was an attempt by Capcom to create an origin or prequel story that would compliment the Gamecube Resident Evil remake. They added some new tweaks and a great new story to refresh the series. For the first time there are two characters to control at the same time, they need each other for support, to solve puzzle elements and to store inventory. 

The story starts sometime in 1998...Several "unusual" murder cases had occurred in Raccoon City, a suburb in the Midwest. Gravely, Raccoon City police reviewed reports of groups of "people-eating monsters" attacking civilians' houses. The order came down: send in the elite S.T.A.R.S. team to investigate.

S.T.A.R.S. Bravo team is sent in to investigate reports of nasty creatures devouring the residents of Raccoon City. Their chopper goes down en route, and the team starts wandering the forest they've crashed in. Eventually, one of its members, Rebecca Chambers, stumbles upon a military police jeep and a file that leads her to believe that the soldiers who were driving the jeep were escorting a prisoner to his execution. 
Instead of wandering into a mansion, Rebecca stumbles upon a train whose passengers have been killed. Within minutes, Rebecca meets up with the convict Billy Coen, and despite Rebecca's reservations, the two decide to team up and take on the hordes of evil creatures together. 
 Capcom was not satisfied with graphical overhauls and slight story add-ons and decided to completely retool series with Resident Evil 4. The creators of the series broke all the rules on Resident Evil 4, with over the shoulder camera angle, better A.I., and a new aiming system to add a new spin on the series wile still getting the Resident Evil feeling. Capcom removed all of the typical mindless zombies and added something more sinister, with a completely redone inventory system.

The story continues the series with Umbrella being destroyed. Despite their efforts, it came to light that they were to blame for the destruction of Raccoon City. The government proceeded to issue a suspension decree to Umbrella, crashing its stock prices and driving it out of business.

It's been six years since Leon S. Kennedy survived the Raccoon City outbreak. He's spent those years as an agent of the American government, and is now assigned to protect the President's family. However, shortly before Leon was to start his new job, the President's daughter Ashley is kidnapped. American intelligence soon picks up a lead as to where to find Ashley, and Leon's sent to investigate. She was last seen in a small, rural village in Spain...where the new nightmare begins

When the original Resident Evil hit the PlayStation console in 1996 it was thought to be the best 3D adventure game ever. Impressively rendered backgrounds, amazing cinematic quality in graphics and sound, and the rare ability to provide very real tension and genuine scares far outweighed the game's flaws. Borrowing stock horror-movie elements such as flesh-hungry zombies and mutated creatures and featuring a story that changed depending on how the game was played, the game quickly became a favorite of players and lead to the creation of a new genre: survival-horror. 
Story Themes in the Resident Evil and Living Dead Series
By Todd Agnello
George Romero’s Living Dead film series and the Resident Evil games share a similar set of thematic story ideas. Shinji Mikami the father of Resident Evil may not officially acknowledge George Romero’s films as his initial inspiration, but they share undeniable storytelling techniques. Issues concerning large-scale greed, distrust of government, and feminism reside in the fabric of all the aforementioned stories.
Corporate greed and consumerism are tackled in George Romero's films and in the Resident Evil series. Romero applies a more concentrated attack on consumer culture in Dawn of the Dead similarly Shinji Mikami's Resident Evil series deals with the problems of a malevolent corporation. Both the film and game series address the pitfalls of unchecked greed.

George Romero's 1978 film Dawn of the Dead was a critique of consumerism disguised as a horror movie. The heroes create a fortress of solitude in a suburban mall. The zombies shamble around the mall mimicking the dead eyed stare of the mindless consumer. The heroes themselves become engorged and complacent with the excesses and security of the mall, subsequently losing their fortress and almost their lives as well.

   The main villain throughout most of the Resident Evil series has not been an evil genius bent on world destruction as with most stereotypical ‘big bads,’, but a corporation focused on maximizing profits. The Umbrella Corporation and their research team created the T-Virus as a bio-weapon and a cure all drug. When the virus began to mutate the test subjects and cause horrible chaos the company sought to cover it up. 

    Umbrella's unethical research methods and lack of corporate responsibility make it the perfect villain for the story. They have deep pockets and deep connections that keep them coming back game after game. In fighting Umbrella's various incarnations of zombies, killer plants, and giant spiders, the player is fighting the effects of a corporation out of control. They are fighting rampant corporate greed.
In the film world of Romero's Living Dead movies and the digital world of the Resident Evil series governments fail the citizens they are sworn to protect. Romero's films show a society thrown into chaos by a strange disease that makes the dead walk. The citizens must fend for themselves as the government's attempt to handle the nationwide epidemic are ineffectual. In Resident Evil, a megalomaniacal corporation is unregulated, allowed to unleash a horrific bio-weapon on the innocent people of Raccoon City. All the while, an inept government reacts with brute force, killing millions in the process. These stories point to a critic of governments in times of crisis.
The government becomes an accomplice in the problems that arise out of the Umbrella Corporation’s mischief in the Resident Evil games. Umbrella’s work on a military contract to develop the ultimate weapon results in the unleashing of the T-Virus onto the world. 

The military in Resident Evil is largely seen as a bumbling group of idiots who blindly attacked a threat they knew little about .The commandos and other special forces are viewed in cut-scenes as the primary food-source for the hungry undead. As a member of S.T.A.R.S. your character is a highly trained member of the police force, an agent outside of formal government control. The message created by this is that the individual operative and not the large government ruled fighting force could be trusted to save the day. 

The government’s inaction against Umbrella and its inept approaches against combating the effects of the T-virus, push the state to commit the unthinkable and nuke the city. The government fails the citizens of Raccoon City; therefore, it has to kill them all to fix the problem.
In Romero’s world of the undead, the government also cannot keep up with the zombie plague. In all of the movies, our heroes are trapped in various locales, fending for themselves against the undead and other desperate people. In Night of the Living Dead, a group of people barricade themselves in a farmhouse. In Dawn of the Dead the heroes try to take over a shopping mall. In Day of the Dead the characters are holed up in a large bunker. In all of these cases the heroes are factions of individuals taking this chaotic world into their own hands, without local official’s support, or government help.
The Living Dead franchise and Resident Evil franchise also share common ground in their exploration of women characters. Both the games and the films rely heavily on women to drive their narrative structure. Women are often the victims in the horror genre of film and games, yet both of these franchises have created complex and assertive female characters to convey their stories. 
The Resident Evil games and the Living Dead movies contain decidedly strong women that fight the zombie masses. Shinji Mikami and the developers clearly borrowed George Romero's ideas of strong female characters fighting side by side with men to battle the undead. In the digital world as well as the movie world, everyone has an equal stake in surviving the horror.

Women in George Romero's zombie films are complex and for the most part assertive female characters. In Dawn of the Dead, Fran helps defend the mall while dealing with approaching motherhood. In Day of the Dead, the scientist Sara fights for her fellow survivor’s humanity as she fights the onslaught of zombies. Romero's remake of the original Night of the Living Dead revitalizes the character of Barbara, giving her the fortitude to survive the zombies as well as the bickering fights for male dominance.

The Resident Evil titles were some of the most successful examples of games that allowed for story variations based on characters chosen. Most games in the series a choice between the male and female leads created a different variation of the game with different endings. The Resident Evil series was one of the first games to give the player the chance to play as a strong, yet feminine protagonist. From the groundbreaking Jill Valentine of the first Resident Evil, to the mysterious Ada Wong in Resident Evil 4, strong women characters are perhaps the driving narrative force of the Resident Evil franchise.

Just as there are prominent female heroes in these movies and games, women are additionally employed as monsters. George Romero and the designers of Resident Evil do not shy away from including women as zombies and other horrors. They realize the narrative power that comes from the destruction of traditional female roles and what that means for expanding and entertaining audiences.

In Romero's Living Dead films, female zombies are the cause of as much mayhem as male zombies. Steven Harper explains:

“Romero's female zombies are not only undead but virtually un-gendered; for instance, they are responsible for as many acts of violence as their male counterparts. In their apparent immunity to ideologies of gender (except in the outward form of their clothing), Romero's female zombies are excellent vehicles for the subversion of gender roles. The scandalous brutality of these un-gendered “female” monsters makes for uncomfortable viewing from a patriarchal perspective, but it crucially prepares the audience for representations of human women as active and even violent agents (Harper 2003).” 
Harper makes the point that by bringing into play both genders as aggressors, Romero has opened up the possibilities for both genders to participate in dispatching them.
The zombies and monsters of the Resident Evil franchise are of equal gender. Analogous to the Romero films, the zombies are portrayed as a sexless lot of shambling death, however Resident Evil adds to this by offering additional monsters, some of the most terrifying being female. In her article in the Escapist, Bonnie Ruberg explains the power of the females as monsters in games:

“Here in front of the player is a woman, a symbol of comfort and submissiveness. Yet she bears claws, fangs, rotting flesh. Suddenly, that femininity which culture has taught him should be beautiful comes before him as unrelentingly, unapologetically ugly… That femininity which society has told him to protect, he must kill - not peacefully, respectfully, but in the most violent of manners, one befitting the slaughter of an animal (Ruberg 2005, p.16).”

One example illustrating Ruberg’s posited complexity of feelings a player may have when fighting a female monster can be found in the Alexia Ashford character in the game Resident Evil Code Veronica. She is injected with the Code Veronica strain of the T-Virus and mutates into a ‘boss’ the player must battle. Before she transforms she is an attractive, if however a creepy young woman. She is also a tragic figure who was manipulated by her sadistic father and mentally unstable twin brother, which may also elicit player empathy. 
The horror genre in both film and games has presented more than scares in blood drench surroundings. They have also put forward reality-based themes with which the audience may identify. Anti-corporate stances, government ineptitude, and feministic ideas are all artfully embedded in mediums and environments that are normally considered to be vacuous entertainment.

Visual Comparison of the Resident Evil games and the 
Living Dead films 
By John Silvey
George Romero’s early film Night of the Living Dead established a foundation for the modern horror films that precedes it.  The zombies George Romero had created in this film were “true monsters” their soul purpose was to hunt the living, to feed on them until there is no one left.  They were driven by instinct and they served no one.  The zombies in Romero’s films were generally living humans that became crippled by a disease that would cause their bodies to reanimate after death and feed on humans.  There is common thread in George Romero’s films of science out of control. The walking dead are a product of man’s tampering in nature’s complex balance. The dead in their own way seem to be seeking revenge on the living blaming them for their current situation.  

Aside from the storyline in George Romero’s films, there are visual elements as well that are consistently evident throughout all of his films and even through the modern horror films.  These visual themes can also be noticed throughout the Resident Evil series created by Capcom.  Comparing and contrasting these visual elements throughout the evolution of George Romero’s horror films and the Resident Evil survival horror games, will shows us the innovations of the horror genre and the basic founding elements that have remained consistent through the progression of horror.  It is important to look at the visual elements of all the films and all of the Resident Evil games as a whole to understand which elements are consistent throughout history and which visual elements have evolved through time. 

George Romero created Night of the Living Dead (1968), Dawn of the Dead (1978), Day of the Dead (1985), and Land of the Dead (2005).   Shinji Mikami was the producer of the early Resident Evil games and Capcom developed Resident Evil 0, Resident Evil 1, Resident 2, Resident Evil 3, Resident Evil 4, Resident Evil Code Veronica, and the Resident Evil Outbreak series.  There are very apparent similarities between the George Romero films and the Resident Evil game series visually.

All of these films and games have zombies in them, which we defined as reanimated humans with the killer instinct to feed on the living.  Zombies are humans with skin deformations, scars, burns, rotting bodies, and can have dismembered body parts.  The essence of a zombie is that the human is already dead, so the physical integrity of muscle tissue and neurological functions of a human body no longer matters.  

The camera angles in the movies and the Resident Evil game games are extremely restrictive.  The audience is left in fear, panic, and paranoia because of the things they do not see oppose to the common gory images that they could see.  The unknown, the incomplete information, scares an audience more then just showing them a zombie up-close.  Darkness, fog, atmospheric effects and restrictive point of view camera work along with restrictive third person views are all consistent visual elements through out the George Romero films and the Resident Evil games.  Darkness, fog and restrictive camera views leaves one without the sense of sight which can be disorienting and make the audience rely on sounds more then vision.  When having to rely only on sounds it becomes a very scary, uneasy, emotional response for the audience.  Hearing what lurks in the night getting closer and closer to you is not only frightening but has a very helpless feeling attached to it.  You can’t physically fight what you cannot see.

Conclusion

Resident Evil 4 built on decades of work of prominent and not so prominent filmmakers and artists. Visual themes that have evolved into and out of games and movies are a part of our societal consciousness. Movies such as, Land of the Dead, continue to push the idea we have of the proper “Zomibe”. The challenge to the next generation of Survival Horror games will be to push our conception of what that means. So far, artists have been able to bridge the gap between Digital entertainment and Film.  Continuing to pick up on the ever present themes of Technology VS Society and Mans struggle vs. nature - the real challenge will be to pick up on trends that have not yet been explored. What will be next?
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