ADAPTING RESIDENT EVIL: EXTINCTION

The third and final installment of the $100 milliBesident Evitrilogy,
Resident Evil: Extinctioms again based on the wildly popular video ganmese The
first film established the world of tHeesident Evifilm franchise; the second film,
Resident Evil: Apocalypséund Alice (Milla Jovovich), L.J. (Mike Epps) dra
renegade Umbrella officer named Carlos Olivera (Dehr) escaping Raccoon City and
Umbrella’s plot to extinguish thenResident Evil: Extinctiofinds them loose in the Las
Vegas desert, moving from place to place in an athoonvoy, outrunning and
outgunning the throngs of Undead that lurk in theéeyempty spaces that can no longer
be called civilization.

“I think the strength of th&esident Evimovies is that they’re not just zombie
movies,” says writer/producer Paul W.S. Andersha,dreative force behind the
Resident Evitrilogy. “There are creatures in these films, mitr@n just the Undead.
There are also a lot of science fiction concepthémovies, as well, so they’re bigger
than just a zombie movie.”

Constantin’s Bernd Eichinger, Robert Kulzer and titaloszkowicz who first
envisioned th&esident Evilovie franchise, are once again reunited with D&ies’
Samuel and Victor Hadida and Impact Pictures’ JgrBoit and Paul W.S. Anderson.
“Paul has done something which is very unusuahfgenre movie,” says producer
Robert Kulzer. “It feels like a very epic movieitlwstory arcs that go across several
movies and combine again and get separated agdliof these characters have taken on
lives of their own. He’s so connected with thiarfchise, and these characters and the
world of the game. | think this world really insp$ his imagination.”

Taking the director reins this time is Russell Mallg, who started his career as a
music video director before helming such semirdaidiasHighlanderand its sequel, as
well asThe ShadowndRicochet “For my generation of filmmakerklighlanderwas a
big thing,” says Anderson. “Russell pioneered iy hstinct visual style, a lot of

moving camera and crane work, lots of very fastimgit He’s got a very cool eye and



sees great ways to shoot. His work certainly hadyanfluence on me as a filmmaker
and that’s why | was very excited to work with hom this movie.”

“When we had our first meeting with Russell, herkily came in with a book,”
recalls Kulzer. “He had storyboarded the entirevimoand he took us through it — shot
by shot, scene by scene. We were just blown awdkib.”

“Horror films have always been a great passion ioiennso it's great to get my
hands on such a fantastic script,” says Mulcah¥istfally, Resident Evil: Extinctiors
different from the previous two films. The firsd®@was quite claustrophobic; the next
one was outside on wet night streets, and nowake them out into the desert. It has a
very western feel but is futuristic, crazy and preé

“We took a lot of inspiration from another genrefiths that | grew up with,
which is the post-apocalyptic movie, of couslad MaxandThe Road Warriobeing
the best of them,” Anderson adds. “There’s a wiaoldience of people who don’t know
how cool seeing armored trucks blast through tllesert landscapes can be.”

Where the first two films unfolded in tight, comad spaces, the third film’s large
scale action sequences take place amid post-apticagndscapes in broad daylight.
“What's terrifying is not necessarily that whichegobump in the night, but that which
whispers at mid-day,” says Mulcahy. “In some wagseven more terrifying. We do
have our dark, spooky scenes, but we have a wandestial contrast of this blasted
sand and stormy desert landscape, such as Las Yega®d in sand. And then you go
underground to the Umbrella Corporation, whichlidkie and cold and steel. It's quite
a refreshing and surprising look, a very viscevakl without taking away any elements
of the game, which is very important. We've beempadamant about keeping true to
the spirit of the game.”

As with the previoufRkesident Evifilms, Extinctionresonates with the
contemporary zeitgeist. “In this movie it's veryam about the shortage of oil, the
shortage of supplies, and how the desert has @kemncivilized land,” notes Kulzer.
“Even though it's a science fiction action filmgtie are nuances about it that reflect the

world we know, the one we live in right now.”



Resident Evil: Extinctiors an original story, but one that unfolds in a Midhat
fans of the game will recognize. “It's all parttofing to deliver a movie going
experience that satisfies the fans of the gamalsaotprovides a fun cinematic experience
for a broader audience that has never playedsadent Evigame,” says Anderson.

At the heart of the terror iResident Eviare the ever-present zombies unleashed
through T-Virus mutation. While the concept of thedead remains the same, the stakes
have once again been raised. “The game has psegrasd broadened out, and we
thought we should change as well,” explains Anders&o, we've introduced the Super
Undead, which are a result of Umbrella experimantiith the Undead and attempting to
give them back some of their reasoning power, sointieeir intelligence and a little of
their humanity. Unfortunately, these experimems’dquite work and the side effect is
the Super Undead, which are Undead that are fastenger and more cunning... a
really fearsome foe.”

But mindless flesh-eaters aren’t the only predatoescharacters have to fend off.
“We've also included the Tyrant, which is a big dawe of a lot of fans of the game,”
says Anderson. “It's certainly one of my favorteatures from the game. And we've
brought back some old favorites, like the dogs.’ réViesing the crows properly for the
very first time — there’s an amazing sequencehhatthese mutated crows in it.”

While sticking to the spirit of the games, Ander$@s injected the story with
fresh concepts and Mulcahy has brought the whdkeremse into the light. “To simply
copy the games would not be a good movie goingréxpee because you would know
exactly what’s going to happen and which charactensid live and die,” Anderson
notes. “That’s one of the big challenges: to $tag to the games but also break the rules
a little bit.”

HUMANSVS. UNDEAD:
ABOUT THE STORY

Resident Evil: Extinctiopicks up three years after the second film end#ts
set in the desert, so there are very few buildingsy few people,” comments producer

Jeremy Bolt. “It has an atmosphere of isolatiod desolation. What's most striking



about these landscapes is that there’s just notherg three years after the apocalypse,
apart from our band of survivors, and the evil UetllarCorporation.”

“The third movie is set pretty much after the efi¢he world,” says Anderson.
“The world has been wiped out by the T-Virus anty@small microcosm of humanity
is left. It's kind of the proto-family of the fute — this band of survivors who are part of
an armored convoy that stays on the move contipualltry to stay out of trouble and
stay ahead of the Undead.”

Some of the survivors have now formed a group oghty thirty people,
including adults and children, transported by avogrof vehicles, “which includes a
school bus, an ambulance, a news truck and a glsrtaMulcahy describes. “They
basically go from town to destroyed town tryindital food and water, and just to keep
surviving. But they’re getting desperate.”

Acclaimed actress and one of cinema’s foremost lieetion stars, Milla
Jovovich once again reprises the role of Aliceggperiment of the Umbrella
Corporation whose DNA bonded with the T-Virus, gyiher unprecedented power and
independence. Since her escape from The Hive andd®n City, Alice now answers
only to her will to survive and protect the lasstiges of humanity. “They’re desperate,
and Alice hears radio broadcasts of people inalistrbut she keeps her distance. Her
thought is that whenever she’s near people, pabpleSo, she’s got this standoffish
quality about her.”

“Alice, since the last film, has definitely changediovovich explains. “She's a
loner now. She doesn't really know what is goingwith these new powers and weird
things keep happening to her. If she falls astephas a nightmare, things start
exploding. It's pretty crazy.”

Afraid that her mutations and genetic link to Unilargvill be a liability to the
human survivors she wants to protect, Alice shadibws undetected through the desert.
“It's a pretty lonely position,” says Jovovich. 18 doesn't have anybody to lean on; she's
very much by herself. She's definitely a bit dad,at the same time, she's got a mission
and her priority is to make sure that these peamesafe, and hopefully try and take

down Umbrella at the same time.”



“Umbrella is using her and she knows it,” adds Asda. “She knows that
Umbrella has been tracking her and can potents@é/through her eyes, and use her as a
spy. So, she has isolated herself and stayed fomythe others. She also knows that
she’s infected with the T-Virus and it's causingtations within her. She’s developing
new powers, which we saw at the end of the secamndanbut they have become much
greater now and are out of her control, so shefsiezl of what she can do. She stays
away from the others because she’s scared thahapeause them harm.”

Jovovich’s evolution in the skin of the Alice chater has formed the heart of all
the movies. “We put Milla through an awful lottimese films,” says Anderson, “and she
always has a good sense of humor about it and aldelywers. One of the things that
makes the action scenes goodResident Eviis her intention; you see it in her face, she
believes everything. That's really important imavie like this because you can only
believe the horror, and you can only believe th@adf the actor does. If she’s terrified,
so is the audience. And that's what Milla givessth movies — she gives a hundred and
ten percent commitment.”

The convoy is a family, led by Claire Redfield;rearacter from the game. “She’s
basically the general, leading the pack,” says Msiyc

At the core of th&kesident Evifilms are strong female action heroes, and Claire
is no exception. To embody a figure that wouldenthe strength and compassion to lead
a pack of survivors, the filmmaker brought in Aliter, the central figure in the
blockbustefFinal Destinationseries and one of the human superheroes in ti@&/hit
seriesHeroes. “She’s a very committed actress,” says Anders@he‘gives a great
performance and knows how to handle a gun. I"edlyenjoyed working with her.”

“Claire Redfield is the leader of the convoy makits way across the Nevada
desert,” describes Larter. “They travel in a chafitrucks — an ambulance, a Hummer, a
gas truck, a bus where people sleep. Everybodgtsholding on. You can’t stop for too
long. The only things that matter are the basmg$hyou need to survive: food, gas,
water, weapons. So, they're just in a constamé stmotion, trying to stay alive.”

In addition to being the leader, Claire assum#ésréint roles for the survivors in
her convoy, all of whom have lost family, friendsdahe lives they knew. “She’ll be a

mother to someone, a best friend, a buddy, anytimaigher people need,” Larter



explains. “We’re at the end of the earth and shesstrying to be a guiding force to
these people.”

When Alice is driven to join Claire’s convoy, s$ieps into a world in which
Claire is the leader and Alice is only a spectaté\t first people are apprehensive,” says
Anderson. “There are scenes where people likedakdook at Alice, when she’s
wandering in the camp, and start wondering whethets this devil woman. A line in
the script says, ‘The kids talk about you like yeuDracula or something.” Everyone
takes a step back at first.”

Returning from the second film is Carlos Olivgrlyed by Oded Fehr. “Carlos
was very much a corporate guy,” explains Kulzeéfie Ywas part of the Umbrella
Corporation, but at one point, he realized that et is not as good a place as he
thought it was. | think he became doubtful of therality of it when he realized that
Umbrella was ultimately responsible for the denukeivilization.”

“Carlos used to work for the Umbrella Corporati@aahired gun,” says Fehr.
“In the last movie, he realized what he’'d been tawg in and joined forces with the
good guys. So, he’s a soldier and a bit of a losed he’s very much in love with
Alice.”

Though when the film begins, Alice and Carlosseparate, their reunion brings
hidden feelings to the surface. “They have atatspect for each another, and this
attraction,” says Jovovich. “So, when they meeatima@n this film, it's a big relief for
Alice. She’s so strong and so independent, bug thef only one that understands what
she’s been through. He’s not scared or intimidateter. She doesn’t have anybody
like Carlos in her life, and there is a great catio® between the two of them. It was
fun to play with the boundaries between these taracters.”

“The Resident Evifilms, certainly the first two, are very femalead¥n movies,”
comments Anderson. “In the second film, Oded neabe impression when he was on
screen. The third movie brings him even more #&ftieground, so | think for the very
first time, there’s a really strong central malarmcter in &Resident Evimovie. And
Oded brings real strength and wisdom to the role.”

Also returning is L.J., played by Mike Epps, whosgure is to bring light to even
the direst situation. “L.J. started out as jus tbn character who knows his way around



the place,” describes producer Kulzer. “Now, wekgiim up again and he’s become an
intricate part of this survival machine. Peoply @ him. He’s still a funny guy, but
he’s clearly reached a point where he’s a much mespgonsible member of this team.”

For Epps, the opportunity to bring some realneslshamanity to his character
was one the actor relished. “This film is much entiran your typical horror movie,”
says Epps. “The characters are a lot closer #fillmm. There’s more emotion, and you
connect with them.”

Knowing Epps helped Anderson craft an arc in thel thim that would harness
the actor’s natural comic abilities. “Mike Eppgéslly funny,” describes Anderson.

“He does a lot of improv on-set. No two takesthgesame with him. Having worked
with him on the second movie, | really got a chatacerite his character with his voice
in my mind, as opposed to casting him in the rslé @d on the first film. So, I think
he’s really going to shine in this movie. ”

Anderson also wrote a character specifically foaator whom he had worked
with on his first American filmMortal Kombat Linden Ashby plays Chase. “Linden
Ashby was the lead iNortal Kombat,and I've wanted to work with him again ever
since,” says Anderson. “He’s a cowboy — he livesaganch and has horses, so when |
was writing this movie | brought him in as a fakrfL.J., because Mike Epps is so urban,
and to put him alongside Linden was perfect. Theracter of Chase has been a real
revelation in the movie. It's just been really fierwork with Johnny Cage again.”

The convoy also bears two young women in its rankisirse Betty, played by
musical artist and actress Ashanti, and a 14 ylhteogh kid named K-Mart, played by
up-and-coming actress Spencer Locke.

Ashanti, a fan of genre films, jumped at the cleatacstep into the environment of
the film. “Resident Evils about survival,” she says. “Our group is statid in Las
Vegas, which is where the survival of the fittestied up. They’re running low on food,
and they've picked up a lot of kids along the waurse Betty is there to help anyone
who gets hurt, especially if they get bit by ondlef Undead. She’s definitely tough, and

walks around with her bullets and her pack and mdsd. She’s all about business.”



K-Mart, says Locke, contributes a sense of hogbegeople of the convoy. “K-
Mart makes wire bracelets, which are like her glw# charm,” says the 14-year-old. “I
got to pick what bracelets she makes, which wascoo

While the survivors fight to stay alive on thefsige, they must always stay on the
move, searching for fuel and supplies while fendffgeverything from the Undead to a
virulent breed of crows who have mutated by eaiieginfected Undead. “You go
through barren landscapes to strange TV statiorsenthey find people who are not
zombies or Undeads; but they're backwards andtgighg,” describes Mulcahy. “And
we have a very potent attack by the crows thakésHiitchcock notched up ten times.”

But beneath the blasted desert surface is a coatpldifferent world. “The only
place that is still up and running are these urmderyd hives of Umbrella,” says
Jovovich.

“You’re outside the old, beaten-down weather stgtwhich is all caged with ten
thousand Undead trying to get in,” describes MuwcalAnd you come down to the
Umbrella Corporation, which is the metal blue, veh#trese scientists are living. So,
there’s this great contrast visually of going up @own between these two worlds that
exist parallel to each other.”

Running the Nevada station but subject to theaityhof the Umbrella Chairman
is Dr. Isaacs, a returning character once agayedlay lain Glen. Dr. Isaacs is obsessed
with recreating Alice from a series of clones fadhe glass tubes within the complex.
“He is responsible for trying to recover the sitoatbecause the T-Virus has wrecked the
human population,” says Glen. “And he thinks hews how to find the key to
unraveling it using Alice’s blood to form an antidoDr. Isaacs is a very arrogant man,
and when he is overruled by the powers above hengdldesn’t much like it, so he decides
to go off on his own to find Alice, whom they akleve is dead.”

So, while Alice has the Undead above-ground tdezmhwith, her most
formidable foe is underground in the lab. “Shetalthg with quite a keen intelligence
and he has a certain power over her,” says Gleie Khows her well - in some ways, he
created her -- so it’s a different sort of enemy.”

Dodging the ever-watchful eye of the Umbrella bigés, Alice pledges her help

to the convoy when they find a diary which poirdstpossible safe haven far north of



them, in Alaska. With most of the gas stationthmmdesert dry as a bone, they realize
their best hope lies within the sand-covered remafrLas Vegas.

But when Dr. Isaacs spots Alice among the contrmgy find themselves
hopelessly in Umbrella’s sightlines and must fitfteir way through a new breed of
Super Undead to stay alive.

“We try and play with the conventions of the geanel set up a scene that
everyone’s familiar with and then pull the rug framderneath them a little bit,”
Anderson explains. “I think then you can take pedqgy surprise and deliver some really
satisfying and exciting action scenes. Peoplelelshocked at how this story plays out,
and what happens to the characters they have gottarow in these films. We wanted
to keep things in the realm of the unexpected,ldhihk this film really delivers in

turning some genre conventions upside down.”

TERROR IN BROAD DAYLIGHT:
ABOUT THE PRODUCTION

To realize the expansive visionRésident Evil: Extinctiorproduction ventured
south of the border to Mexicali, Mexico, where la@igetches of empty desert provided
the ideal canvas for the daylight-set terror infilme. “We wanted to take it out into the
desert, have these awesome desert landscapeseatel @l as Vegas that’'s buried in the
desert sands,” Anderson describes.

Acclaimed production designer Eugenio Caballerop warned an Oscar® for his
work onPan’s Labyrinthwas charged with creating a number of weatheredasiul-
sand-blasted environments in the desert that wowidrast the sleek inner workings of
Umbrella’s underground labs.

“For me, it was a very new thing to make a zombaim in the daylight,” says
Caballero. “That’'s a huge opportunity for desigeduse you can play with textures and
colors you don’t usually see in this kind of film.”

Working in Mexicali, where temperatures soaredwerd.30 degrees Fahrenheit,
Caballero supervised a crew that would need to pageautions to offset the effects of

such extreme heat and winds not only on his cremobuhe sets themselves. The



construction crew was required to carry emergetisyf@r dehydration and heat effects,
and also worked very early mornings and late aftens to avoid the hottest hours of the
day. “In Mexicali, we had great locations, andwamnted to incorporate the elements of
those landscapes into our designs,” he commeist Working there, the sun and the
temperatures were amazing. We also faced theectyalof keeping those sets in place
against the wind, so we made huge scaffolding &tres to hold the sets in place.”

One of the most exciting sets for the productios tee post-apocalyptic Las
Vegas that the desert sands had reclaimed, whashsit in Algodonez. “You've got a
bit of the Statue of Liberty sticking out; you'vetgabandoned casinos sticking out of the
desert,” Anderson describes. “Eugenio he has darextraordinary job on the sets.”

“We physically built part of a Realto Ponte, a bifatiarchitecture piece,”
Caballero says. “Also, part of the Eiffel Toweidasome exteriors of casinos, so these
are all the images you see on the Strip emergong the sand.”

“Seeing something like Las Vegas destroyed andbhaikd in sand, it’s just so
epic,” comments Milla Jovovich. “It's bigger théife. The crew worked so hard to
make it real, so it was pretty inspiring.”

This very real practical location was further endehthrough visual effects.
“Everywhere you look you want to see a casino,” ownts visual effects supervisor
Evan Jacobs. “You're in the middle of this canydiuildings. So, using the *hero’
structures built on-set we were able to add todkatg the natural ‘blue screen’ of the
desert sky, which was always blue. So, we were t@bput casinos at the tops of these
sand dunes.”

An 80 X 40 foot miniature of the post-apocalypt@&sLVegas Strip was created by
New Deal Studios in Los Angeles. “Then we did @fiotion control pullback on that
set and ultimately used it for backgrounds for ofhieces of the scenes,” Jacobs adds.

Another sequence involved a motel in the middlthefdesert with a gas pump in
the front. “We built everything because to give #ense that these huge sand dunes
were moving little by little to cover our sets,’ysaCaballero.

The third important set involved the weather statimat is constantly swarmed
just outside the reinforced fence by Undead. Galmatet his sights on a natural dry lake
bed called La Pintata. “It's a beautiful black mtain with a flat line of sand along the



bottom,” Caballero describes. “It's a very magj@most lunar landscape. It was like
being on Mars.”

To create the interiors for the underground Unlarkicility, production found an
ideal home at Mexico City's sprawling Churubuscodsds. The underground complex
as designed by Caballero is bigger and more contpbax The Hive depicted in the first
Resident Evifilm. “They’re some of the biggest soundstagesg Bwver seen in the
world,” says Russell Mulcahy, “so I'm really pledsthat we're shooting here because it
has allowed us to build these very big, very elatesets.”

In designing the labs, Caballero took some refageiirom the first two films but
worked with the filmmakers to integrate a new aethinto the design to represent the
progression of the corporation underground. “Weakt to go with concrete walls to
look like a bunker,” he describes. “They're praileg themselves from what's happening
on the surface in this bunker. And we played waitbt of shiny surfaces, with glass,
with aluminum and incorporated light into the atebture. The idea was to make this
interior world high tech but soulless.”

Because of its origins, Caballero worked with fimamakers to integrate “easter
eggs” for fans of the game and the previous filnte the design for the labs. “For
example, instead of having jars full of fluids, meat things like red herbs and green herbs
in the set dressing of the laboratory,” commentsallaro.

A fun aspect of the production design was cnggitne vehicles themselves,
which would need to function together like a moviagress for the band of survivors.
“We had a lot of fun making the cars,” Caballermesnbers. “It's one thing to draw
them, but when we were making them, we really esgay.”

The first consideration would be what the convayuld need — water, protection
from the weather, defenses from the Undead, oo the extreme rusty decadence of
the exterior to the high tech materials on theriats, we wanted to give the idea that
these vehicles belong to this world but are patebhgdther from different aspects of it,”
he says.

Referencing the script, Caballero created desidgrnishwhe supplied to the
transportation coordinator. “He did a great joktigg cars that were similar to the ones |

designed,” says the production designer. “So,verg short time, | had a very good



team working really hard to custom-make those clraas like being in a huge
warehouse with lots of toys to play with.”

With the commencement of production, cast and get\a taste of the extreme
conditions experienced by the construction creMeaxicali. “You're taking a bunch of
people on an adventure, to achieve a certain godltherefore, the harder the
environment, the more adventures you're likelyavdy” says producer Bolt. “So, it's
more interesting. We have the greatest respethéMexican crew who shoot in this
environment regularly. We have an internationaicon this film, and they all definitely
became closer and bonded because of the harsHrtegsshooting environment.”

Everyone in the company participated in poolsidééeues and bonded as a
result of the difficult conditions. “In the filnyou’'ve got people that have more of a
connection to each other because they supporta@behand love each other,” comments
Jovovich. “All of us in the cast and crew expeded some form of that kind of bonding.
It was a tough shoot, but we all believed so muacivhiat we were doing. | think our
experience off-set really found its way into thefpemances.”

“It's one of the hottest places in the world,” s#\sLarter. “And people gave
one hundred and ten percent. | think it helpedasan actor because you don’t have to
pretend. You're totally feeling it.”

“During pre-production, | was always wary of hove tthemistry was going to
work off-camera, but everyone seemed to get alsrggteam and just bunker down and
get on with it,” says Mulcahy. “They've been veyyod at that. | had a fantastic cast
and crew, who just worked their tails off. As s@mwe arrived, we were shooting
within fifteen minutes and we just blast.”

In a film with heavy, non-stop action and a naiati& aesthetic, the challenge of
stunt coordinator Rick Forsayeth was to build stuhat would be believable in the sci-fi
setting of the film yet reflect tangible, viscerahlity. “There’s a lot of wire work,” says
Mulcahy. “There’s crashing and bashing and bulietsugh heads and heads chopping
off. Rick has been terrific. He’s an actor aslwslbeing a stunt guy, and we used him
to play three different characters in this film.”

Forsayeth, and his associate David Harcourt, drdameequences that would

benefit from wirework — to reflect the superhumapabilities of Alice and some of the



Super Undead she would combat. Working with areastlike Jovovich, with so much
stunt experience already under her belt, was apftea“What was amazing to all of us
was how quickly she could pick up and adapt to d¢hiciy,” comments Forsayeth, “while
also throwing in her own ideas, which you also havienplement. It just makes the
whole experience so much smoother because it'syalest to use the actor as much as
possible.”

“Rick was awesome to work with,” comments Jovovi¢He gave me the
opportunity to do some really great wirework anallgecool stunts that are believable.
There is a bit of realism to this; you can imaginat it's really happening. It's very
vicious fighting.”

“Rick said to me, ‘You know what? Milla stops bgian actor and can become a
stuntwoman any time she wants,” adds Andersonre f¥es blocking fight scenes with
her because for him it's just like working withtaist performer, and that really helps the
scenes. It makes them very convincing because oblyidf you have to use too many
stunt doubles, you get locked into using tight elaps of the actor, wide shots of the
stunt double and you can tell the difference. Bwben it's not important, even when we
could get away with using a stunt performer, itstg often Milla because she insists on
doing it.”

In this film, Alice wields a pair of highly shatpades called Kukris that would
require a separate training regimen for her tonléew to handle them. Kukris are the
national knife of Nepal, an ancient, superior bltdte can be used both as a combat
weapon and as a tool.

“These are real weapons that were used by thelds&p&urkhas against the
British at the turn of the century,” enthuses Jagloy“but they only used one, where |
use two, which is pretty cool because they're bagpons and very vicious-looking. |
had done some training in the past with weapong,gasn’t that difficult for me to
assimilate these knives.”

A number of sequences in the film, most challenlgingthe Weather Station
assault, scores of extras would be required to dderap like zombies surging from
every direction through the blowing sands. “Tharacters are living right on the edge

of survival,” says Anderson. “It's a really diftitt life for them. And I think filming in



really difficult conditions has helped that. Ibsen tough making this movie but the life
of these survivors is tough, and | think that igalihas found its way onto the screen.”

One of the most challenging elements for specidaup effects designer Patrick
Tatopoulos — the acclaimed veteran of such largeegroductions as Robot,
Independence DagndPitch Black— was designing and creating prosthetics for the
desert Undead, desiccated creatures subsistingrgriittle in the unforgiving wastes of
the desert. Multiply that by 300 extras and ayeiof a highly trained and productive
makeup crew emerges. To maintain continuity, Taetdgs and his team kept an album
full of Polaroid photos of the creatures which firamakers could constantly refer back
to. “Bruce [Spaulding Fuller] and Richard [Redtsi§ my two key makeup artists on-
set, had to deal with sometimes hundreds of desetead, and we used every traditional
technique,” comments Tatopoulos. “You actuallyateemaybe half-dozen different
faces, chest pieces, and parts of the body thatygiu a patchwork of elements that you
can play with. It allows the director on set tarm@up with some creative take on
whichever Undead he wants to see at a given moiment.

Working with Mulcahy and Anderson, Tatopoulos sdugidesign creatures that
would keep with the general vision of the first tlilmis but deviate in strange and
exciting ways. “There are two types of Undeadhis film,” he explains. “The desert
Undead and the Super Undead. The desert Undeadvesr shriveled, more like
mummies. And the Super Undead are extremely poWwanid very fast. They are the
new generation of Undead, if you will, and are mdeéned, glistening creatures. So, it
was fun to create these two classes of Undead.”

For physically embody the desert Undead, Tatopowtor&ed with a crew of
stunt people, dancers and actors to achieve tlofisgpaovement styles and looks they
required. “You have to create a look of someom¢'shruly emaciated,” Tatopoulos
explains. “So, you'd start by having an actor thas thin as you can get, you emphasize
all the bone structure and create a look that gyeesa sense that the skin has been
tightened against the body. Beyond that, obvioysly can use CG effects to enhance it

even more.”



Some sequences involved only a handful of Undeatdfdo the huge Weather
Station sequence, involving 300 dressed extrasetllin extreme heat, Tatopoulos and
his team had their work cut out for them.

“People sweat, and after a couple of hours of shgothe sweat disconnected the
glue from the appliances,” he remarks. “So, weenmmstantly touching them up and
making sure the director was getting what he wahted

To magnify this sequence in terms of sheer numbesal effects supervisor
Jacobs worked with Tatopoulos and Mulcahy to magloidigital enhancement these
mass-Undead sequences would need. “We have thasiaad thousands of CG Undead
outside the rim of that compound,” says Jacobs, &8 top of the 300 practical Undead,
it would be that much more overwhelming.”

The same technique applied for the sequences imgohaurderous, infected
crows. On-set, the production had four live, tegircrows, and Tatopoulos created a
number of artificial crows using taxidermy birdsthvere either mechanized or fitted
with rods which his team of puppeteers could maateLas they interacted with the
actors. “What you see in extreme close-up weregwactically,” he says. “But in the
foreground and background you have this overwhejrimimage of thousands of flying
birds, so our mechanical birds became excellehtihg and movement references for the
CG birds that were added later.”

Once again using the natural blue screen of thertsky, Jacobs and his team at
the Canadian effects house Mr. X, were able tokbart the skies with birds on
practically shot plates. “We shot a lot of crosug on location in the sky, so we got as
many elements as we could that way,” Jacobs exgldind then we went to our
computer-generated crows to create these hugesffaskfilling up the sky. And we
used artificial intelligence simulations to giveeth some individuality in their actions.”

One of theResident Evifranchise’s most memorable and menacing foeshare t
Undead dogs, which have been present in eachlmstal in the trilogy. FoExtinction,
the filmmakers deviated from the Doberman Pinsch&féms past and brought in the
highly trainable breed of Belgian Malinois. “Theg’a whole new breed this time,”

comments Jacobs. “Belgian Malinois are great, eggive dogs that are extremely



trainable. They'd sit there like the nicest pugpyeu’d ever met. Snap your fingers and
they would just go really hard.”

Tatopoulos created special prosthetics that wowiel the dogs the Undead look
without affecting their natural comfort or equililsm. “The suits were leggings and
chest pieces,” he describes. “And we had the dags them for a month prior to
shooting so they could get used to it. Most oflilgemass of the body was created as a
sculpted piece glued onto a spandex suit thatdige dore. We also worked on a little
extra make-up for the face, but nothing that waltdr their movement. You'll see a lot
of ribcage and bone when they run.”

But perhaps the most exciting effects challengetivagreature called the Tyrant
— Alice’s final enemy (or “boss” in game-speak) kigh would continuously morph
throughout its sequences. These ambitious visualdd require a close collaboration
between Mulcahy, Tatopoulos, Jacobs and the aatarstuntmen that would embody
the creature. “He is an expanded crazy versidgheBuper Undead,” Tatopoulos
explains. “The whole concept was that this creatwas coming from inside the person
and bursting out. Every time they showed the areatsome part of his body would
expand and change. The wounds would open andltenduld come out of it and
resolve themselves.”

For his part, Tatopoulos created one general suthk creature and additional
add-on pieces that were sculpted separately tttdbehad as the Tyrant changed. The
transitions would need to be partially practicall gart CG. “These weird tendrils that
would come out and shove themselves together, thoa&l be moments of extreme
CG,” Tatopoulos explains. “And then it hardens] #mt would be an appliance. This
effect was a good mix for CG and practical wheeettho worlds create something
interesting, but the actors have something to amtewith during production.”

Despite the difficulty of working on-the-fly, as ppsed to having everything laid
out in advance, the effects team relished the &eedf Mulcahy’s off-the-cuff style of
creative decisions. “He’s an extremely creativecdor, and sometimes we’d want to see
something different,” says Tatopoulos. “So, weajshad to be ready with different

pieces to accommodate what he wanted for a givemest



Jacobs echoes the sentiment, “Russell’s styldrofifeking is to have multiple
cameras running at any given time. He always vhigget a lot of energy in the shot,
which means the visual effects had to roll witantd provide him with a lot of flexibility
in the filmmaking.”

Throughout the production process, the companyda@uhearty and enthusiastic
leader in director Mulcahy. “Russell has a vergmsg vision of how this movie should
look,” says Jovovich. “He’s really captured thexy spooky, creepy quality in the
daylight. When the dailies started coming bacthete incredible shots, we were blown
away. There’s so much happening in every shotd eis like this little fireball on set.
His passion and his enthusiasm are extraordinang he’s so much fun to work with.”

“He’s unlike any director I've ever worked with,tds lain Glen. “He’s got a
brilliant visual eye and a wonderful energy. He &aul have got different strengths and
styles, but they combine brilliantly.”

For his part, Mulcahy feels the film deliversttwe promise of the first two
Resident Evifilms but ratchets everything up a notch. “Expedbe surprised, to be
shocked, to be thrilled,” says Mulcahy. “The fibrfull of scares and action. It's very
fast, and it's got a whole lot of new dynamicshistone, which | think make it quite
original. It's a great ride.”

Completing the final film in the trilogy is partiarly satisfying for Anderson.
“I've been very lucky in seeing my vision of tResident Evifilms come to fruition,” he
comments. “In six years we’'ve made three moviest's been great to see such a broad
vision come to the screen. These are very diftdegriscapes that the characters have
moved through — from the tight claustrophobia ehamber piece horror to the broad
expanse of a movie set in a darkened city to tipamses of the desert. It has been
tremendously exciting for me to experience asnarfibker, and as a fan of zombie

movies as well.”
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