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The developers describe the content like this: “This Game may contain content not appropriate for all ages, or may not be appropriate for viewing at work: Frequent Violence or Gore, General Mature Content” Please enter your birth date to continue: 1234567891011 121314 15161718 1920 21 22 23 24 25 26 27 28 29 30 31 January
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2009 2010 2011 2012 2013 2014 2015 2016 2017 2018 2019 2020 2021 2022 2023 2024 2025 Reviews are now live for Resident Evil 4 remake, Capcom's reenvisioned version of its cult-classic survival-horror game. Leon Kennedy's Spanish holiday is so far earning critical acclaim, with several outlets calling it a must-play title that refines the classic
gameplay and knows exactly which areas needed a touch of modernization.Early reviews have praised Resident Evil 4's balance of horror and action, finely-tuned gameplay, and richly detailed world, elements which are all combined to craft a game that celebrates its past and reinvigorates it at the same time. "The remake stands as a re-envisioning of
its past rather than a replication of it," Kurt Indovina wrote in GameSpot's Resident Evil 4 remake review. "In doing this, it raises the bar for what a good remake is and at the same time, preserves Resident Evil 4's legacy as a genre-defining experience and one of the greatest games of all time."Over on GameSpot's sister site Metacritic, Resident Evil
4 has an average score of 93 from 88 reviews. For more on what critics have to say, you can read more below.Resident Evil 4 remakePlatforms: PC, PS5, PS4, Xbox Series X|S, Xbox OneDeveloper: CapcomRelease Date: March 24Price: $60GameSpot - 10/10"Instead of trying to reinvent the wheel a second time, developer Capcom has doubled down on
the brilliance of the original's design--elaborated on it, and finely tuned the experience. The result is a stunning remake that reminds longtime fans like me of its brilliance, while also introducing an all-new generation to a modern classic and one of the most important games of all time." -- Kurt Indovina [Full review]IGN - 10/10"Whether you're a fan of
the original or a newcomer with a hankering for some action-heavy horror of the highest quality, Resident Evil 4 is like a parasite-riddled Spaniard: a total no-brainer. Its combat is friction-free but no less stress-inducing thanks to its ferocious cast of creatures, its story rapidly shuttles through a series of action scenes that are diverse in structure but
uniformly unwavering in intensity, and its world is rich in detail and full of fun and often snarling surprises." -- Tristan Ogilvie [Full review]VG247 - 5/5"I can't stop playing. So much so that my plans for New Game Plus (yes, there's New Game Plus!) are to do the stealthiest run possible using only Leon's knife. I probably won't get that far before
needing to repair it, but I look forward to seeing Resident Evil content creators doing what they do best with this evolved version of Resident Evil 4: madcap runs of the game that this remake has been so consciously shaped to accommodate." -- Kelsey Raynor [Full review]VGC - 5/5"Resident Evil 4 is a careful restoration of what remains one of the
most compelling action games ever made. The core elements which make the original such a compulsive hit all remain, reminding us that sometimes the secret for these big re-releases is knowing where to remake, and where to remaster." -- Andy Robinson [Full review]Game Informer - 9.5/10"The Resident Evil 4 remake is about everything I could've
wanted. But importantly, it doesn't overwrite its predecessor. If anything, this new version reinforces why the original Resident Evil 4 is a game people should still seek out, play, or at least watch and learn about. But as a love letter to one of the greatest games of all time, as a new historical artifact that reinforces why the source material was so
landmark in the first place, this new trek through the Spanish countryside is as good as it gets and makes a great game that much better." -- Blake Hester [Full review]GamesRadar - 9/10"Capcom has delivered a great remake of a classic game, one which captures everything that made it so special to begin with. Resident Evil 4 remake is full of action
and variety that's as exhilarating now as it ever was." -- Leon Hurley [Full review]Destructoid - 75/100"Back in 2005, I liked Resident Evil 4, but I didn't love it. The remake hasn't changed that. Unlike the Resident Evil 2 remake, which was revolutionary, Resident Evil 4's glow-up is more of a faithful recreation rather than an overhaul. It changes just
enough that, if you loved the original, I can't guarantee this will leave you unperturbed. Meanwhile, if you didn't like its first iteration, it's not impossible that this will change your mind. The best I can say is that it is an earnest effort at recapturing the magic, and it's worth checking out. It remains, as it always was, maddeningly inconsistent." -- Zoey
Handley [Full review] Despite a lengthy and troubled development history, Resident Evil 4 took the gaming industry by storm when it hit the GameCube in early 2005. Considered a revolutionary third person action horror experience, Resident Evil 4 went on to influence other similar entries in the genre for years to come. This success was a big win
for Nintendo, as Resident Evil 4 was at the time, part of a deal known as the "Capcom Five". This deal granted Nintendo exclusivity to five big titles from Capcom, which would only be available on the GameCube, with Resident Evil 4 being the most notable of the bunch. However, after its record breaking success and impressive sales numbers,
Capcom wanted to further capitalize on Resident Evil 4 by making it available on other consoles. It shortly thereafter received a release on the PlayStation 2, the most popular console from that generation. Despite the PS2 being graphically inferior to the GameCube, Capcom made up for this by adding extra content into the PS2 version of Resident
Evil 4. The standout inclusions was a brand new side story called "Separate Ways" starring Ada Wong, which would fill in narrative gaps and provide more information on the Resident Evil universe. A quick summary of the plot of Resident Evil 4 is as follows: Leon Kennedy is tasked with venturing into a rural part of Europe to search for the
President's missing daughter. In his search, he discovers a cult, new biological virus, and more horror than he could have possibly imagined. During the game, players occasionally cross paths with Ada Wong, a mysterious spy who is on a mission of her own. Details aren't made completely clear in the base game, but Ada is after a sampel of the Las
Plagas virus, which she will return to an unknown third party. Separate Ways was an appealing addition to Resident Evil 4, because now players could have more clarity on just what Ada was up to. It turns out, Ada was working for Albert Wesker, a longtime antagonist in the franchise. Under Wesker's orders, Ada was to locate and retrieve samples of
the Las Plagas for Wesker, which he would weaponize and use for his own nefarious agenda. Ada travels to many of the same locations that Leon does in the main game, but there are interesting spins on previous scenarios to still keep fans on their toes. As stated above, the most enjoyable aspect of Separate Ways is being able to revisit iconic
moments from the main game but from a different perspective. For example, in the infamous opening village set piece, while controlling Ada, players can see Leon Kennedy running away from Ganados in the background. This also happens later on in Saddler's castle, showing that Ada was never far behind Leon during the course of the adventure.
While it's a shorter experience than Resident Evil 4's main campaign, Separate Ways does include a few extra goodies to reward players and keep them coming back for more. Upon completion, new content is added to "Ada's Report", a list of documents that provide further insight into her true motives and place in the overall story. Furthermore, the
Chicago Typewriter weapon is unlocked to wreak absolute havoc on the enemies in game. Last but not least, some extra costumes are available for Leon and Ashley for another playthrough of the main game. All in all, between a short and sweet adventure, new weapons, and more bonus unlockables, Separate Ways is a solid inclusion to the Resident
Evil 4 experience. Because of its warm reception, Capcom has since included this mode in every subsequent remaster and port of Resident Evil 4 that has come out in the years since. Resident Evil 4 is available now for GameCube, PC, PS2, PS3, PS4, PC, Switch, Wii, Xbox 360, and Xbox One, as well as Android and iOS mobile devices. MORE:
Resident Evil Fan Spots Error in the Remake May 27, 2025 John Papadopoulos 8 Comments TinyBuildGames has announced that the action/strategy sandbox game with thousands of enemies on screen, Kingmakers, will hit Steam Early Access on October 8th. To celebrate this announcement, the publisher shared a new trailer that you can find below.
Continue reading Action/strategy sandbox game with thousands of enemies on screen, Kingmakers, is coming to Steam Early Access on October 8th —» KingmakersRedemption RoadTinyBuildGames May 27, 2025 John Papadopoulos 14 Comments Build A Rocket Boy has released the official gameplay overview trailer for MindsEye. MindsEye is a new
single-player action-adventure thriller that focuses on story, mystery, and high-stakes missions. This trailer packs 6 minutes of gameplay footage from it. So, make sure to watch it. Continue reading MindsEye Gets Official Gameplay Overview Trailer — Build A Rocket BoylO InteractiveMindsEye May 26, 2025 John Papadopoulos 9 Comments Ubisoft
has announced that Title Update 1.0.5 for Assassin’s Creed: Shadows will come out tomorrow and shared its full patch notes. So, let’s see what this new update brings to the table. Continue reading Assassin’s Creed: Shadows Title Update 1.0.5 releases tomorrow and here are its full patch notes — Assassin's Creed ShadowsUbisoft May 26, 2025 John
Papadopoulos 10 Comments This weekend, EA held a big beta testing phase for Battlefield 6. And, although the beta had an NDA, it appears that a new video has been leaked online, showing 33 minutes of gameplay. Continue reading Watch 33 minutes of gameplay from Battlefield 6’s latest beta — Battlefield 6DICEElectronic Arts May 25, 2025 John
Papadopoulos 7 Comments The team behind Skywind, the Morrowind Remake Mod for Skyrim, has released a brand new 20-minute gameplay video for it. So, if you are a fan of these two The Elder Scrolls games, you should definitely check it out. Continue reading Skywind, Morrowind Remake Mod for Skyrim, gets a brand new 20-minute gameplay
video — Skyrim Special EditionThe Elder Scrolls III: Morrowind May 25, 2025 John Papadopoulos 4 Comments Modder ‘3AMt’ has just released a really cool new mod for The Elder Scrolls IV: Oblivion Remastered. This mod adds a true first-person camera, making the game feel much more realistic and immersive. It’s a small change, but it can make a
big difference when exploring the world of Oblivion. Continue reading Oblivion Remastered Just Got a True First Person Camera Mod — modsThe Elder Scrolls IV: Oblivion Remastered May 25, 2025 John Papadopoulos 8 Comments GTAS fans, here is something for you. Modder ‘JohnDiscord’ has brought the amazing Drive V Mod to the Enhanced
Edition of Grand Theft Auto 5. This mod will overhaul the physics of all vehicles, and will bring to the game a more realistic driving system. Continue reading New GTA 5 Enhanced Edition Mod overhauls its driving system and brings realistic physics to all vehicles — Grand Theft Auto Vmods May 23, 2025 John Papadopoulos 62 Comments Great news
for all JRPG fans as Square Enix has removed the Denuvo anti-tamper tech from DRAGON QUEST III HD-2D Remake. As such, you can now buy and support this HD-2D Remake of this classic Dragon Quest game. Continue reading Square Enix has removed Denuvo from DRAGON QUEST III HD-2D Remake — Dragon Quest III HD-2D RemakeSquare
Enix May 23, 2025 John Papadopoulos 22 Comments Tainted Grail: The Fall will leave Early Access and will be fully released later today. And, since Awaken Realms has provided us with a review code, we’ve decided to take a look at its final version. Powered by the Unity Engine, it’s time now to benchmark it and examine its performance on PC.
Continue reading Tainted Grail: The Fall of Avalon PC Performance Analysis - Awaken Realms DigitalQuestlineTainted Grail: The Fall of Avalon May 23, 2025 John Papadopoulos 11 Comments NVIDIA has released a new driver for its graphics cards. According to the release notes, the NVIDIA GeForce 576.52 WHQL driver adds official support for the
NVIDIA GeForce RTX 5060, which came out a couple of days ago. It also offers the best gaming experience in F1 25 and Dune: Awakening. Continue reading NVIDIA GeForce 576.52 WHQL Driver Is Available for Download — Nvidia How do you remake Resident Evil 4, an experience that changed the way action games are made today? It is, at best,
an unfair challenge and, at worst, an impossible task. So, instead of trying to reinvent the wheel a second time, developer Capcom has doubled down on the brilliance of the original's design--elaborated on it, and finely tuned the experience. The result is a stunning remake that reminds longtime fans like me of its brilliance, while also introducing an
all-new generation to a modern classic and one of the most important games of all time.If you're not familiar, the premise of Resident Evil 4 is straightforward: Leon S. Kennedy, the cool and handsome rookie-cop-turned-government-agent who you may remember from his escapades in Resident Evil 2's Raccoon City, has been sent to rural Spain to
track down Ashley Graham, the US President's missing daughter. Yes, it's a "save the princess" trope but, even 18 years later, its juxtaposition against the survival-horror genre serves as an immaculate setup for the game's over-the-top set pieces. In this case, the princess is in another castle, but it's a castle besieged by parasitic infections and mind-
controlled cultists, so you'll have to blast your way from a rundown village to a military island to get her back. While the core pillars of tense, up-close-and-personal action and careful resource management remain welcomingly unchanged, improvements to character development elevate the story as a whole. Now more than ever, Capcom is aware of
the tone and humor of the game after it felt accidental in the original. This time, it feels like Capcom is leaning into it, striking a considered balance between heart-pounding horror and laugh-out-loud cheese. This time, Leon isn't just a cool-looking dude with swoopy hair and a sweet jacket, who says sometimes cool, sometimes corny things, and does
super-cool stuff. He's more than that: Now he's a cool dude with cool hair doing cool stuff who also acts like a human being. This is a Leon who carries the trauma of the Raccoon City incident from Resident Evil 2 remake, which gives more weight to his character and serves as compelling context for his motivation to save Ashley Graham. This time
around, it's not just another assignment for Leon--it's a chance at redemption for the lives he couldn't save in Raccoon City. This narrative continuity is a strong thread that ties the remakes together with emotional heft, making this new era of the franchise feel stronger and more unified than the originals.Those concerned this added layer of humanity
has changed Leon's iconic action hero cheesiness shouldn't worry, as Leon is still an absolute one-liner cornball. In fact, this aspect of his character has been turned up a notch. Through the chaos of blood-soaked battles where he faces down crowds of the parasite-infected Ganados, Leon still takes the time to toss out memorable one-liners. And it's
not just for banter, as these moments are used to ease the nerve-wracking tension of fighting off villagers by cutting through it with some much-needed levity. Narrowly surviving each encounter feels like a relief, but when Leon throws in a casual "bill me for the repairs later" quip after shooting a lantern that erupts into flames, it almost feels
defiantly triumphant. The world of Resident Evil 4 is grimy, filth-covered, and horrific, but it's also one where a government agent trying to save the President's daughter says, "Not bad, right?" to himself after suplexing a Ganado so hard its head pops like a water balloon. Capcom managed to take me to the edge of my seat in a desperate fight for
survival, only to catch me off-guard and make me laugh with some comical quip. Its ability to repeatedly do this without disrupting the overall tone of the game is one of Resident Evil 4 Remake's crowning achievements.Facing off against the Ganado is more stress-inducing and terrifying than ever before. Their frenetic movements, unexpected
lurches, and vicious attacks have all been intensified, making each encounter a panicked waltz of crowd management while fighting for breathing room and hoping you've got enough ammo and health to get you through the skirmish. You'll often be outnumbered on all sides as they juke and duck out of the way of your aim, fumble over each other to
grab you, and push you toward the pitchforks, sickles, and knives wielded by other members of the horde. While the Ganados were similarly tricky in the original game, this time around their movements feel more tangible and weighted, which also makes the potential consequences of being backed into a corner or overwhelmed even more terrifying.
Seeing Dr. Salvador, the chainsaw-wielding potato sack-wearing maniac, stomp through the crowd to try and tear Leon apart, resurfacing a fear that repeated playthroughs of Resident Evil 4 had long since dulled.These scenarios are absolutely heart-pounding and, despite the hair-raising tension, I couldn't get enough of it because combat just feels
so damn good. From blasting a wall of enemies with a shotgun, to a quick parry of a stampeding pitchfork-wielding Ganado, to delivering a sweeping roundhouse kick that pushes back a crowd, the Resident Evil 4 remake's action has a kinetic brutality that feels like controlling chaos in the most satisfying way.Each combat encounter requires constant
adaptation and tactical adjustments on the fly. Sometimes the situation calls for running bravely into a crowd of enemies to thrust a knife into a downed cultist before it stands back up as a much deadlier and more erratic creature. Others require a little creativity, like sticking a well-placed remote mine next to a crowd of enemies before switching to a
shotgun to eliminate an enemy's wooden shield and then watching everyone go boom. Either way, there's a playground-like nature to combat in which you can manipulate the enemy's movements to your advantage, such as luring an enemy into their own bear trap or parrying a Molotov cocktail back at someone, engulfing a crowd in flames. It all feels
punchy, visceral, and badass to pull off. This was the case with the original, but it is further amplified in the remake thanks to a greater variety of enemies--some of which are entirely new--while other returning ones have been reimagined in terrifying new ways. Without spoiling too much, some enemies now change the dynamic of how crowds act,
often pulling the rug out from under my feet just as I had become comfortable in combat, forcing me to contend with a whole new level of stress.Leon has, of course, been given more versatility to take on the more capable and deadly Ganados. Fundamentally, the absence of tank controls means he's much easier to control in the heat of battle, but now
he also has the ability to utilize stealth and his trusty knife-fighting skills. Knives now have durability (a carryover from Resident Evil 2 Remake), with each use slightly damaging it. Knives can now be used to parry nearly every attack by hitting a button just as an enemy strikes, and to instantly break free when being grabbed. These new additions
elevate the tango of violence when dealing with a crowd of enemies by creating a sense of momentum. Each fight can quickly become a dance of maneuvering weapons, managing resources, and executing parries. And being able to cycle back and forth between these actions in quick succession makes it feel like you're fighting as hard to survive as
the Ganados are to Kill you. If your trusty knife breaks, you'll have to scavenge for inferior knives that are considerably less durable until you can repair yours. And even then, you'll need to have the space to store them in your attache case. Naturally, resource management is once again a major pillar of the Resident Evil 4 remake, as is the fiendishly
compelling meta-game of organizing the contents of your case to fit together herbs, gunpowder, weapons, and crafting resources like tetrominoes. For those that would rather skip this, you can also hit a button to have everything automatically arrange itself.[Resident Evil 4] is a stunning remake that reminds longtime fans like me of its brilliance,
while also introducing an all-new generation to a modern classic and one of the most important games of all timeResident Evil 4 Remake is full of smart quality-of-life changes that build on what the original revolutionized, with the strongest example of this being the change in combat capabilities for Ashley Graham. Thankfully, Ashley no longer has a
health bar for you to manage with your own resources as you escort her. Instead, when Ashley is injured, she'll become incapacitated, forcing you to juke around enemies in order to get to her and bring her back to her feet. This is much less punishing on the player than outright failure but maintains the tension of the cooperative dynamic by forcing
you to suddenly shift priorities to save her, while also ensuring enemies don't carry her away by taking them out. While the original game made it very easy (comically so, at times) to trivialize this aspect of gameplay by ordering Ashley to hide in garbage cans while you dealt with crowds of foes, this time around, hiding spots are few and far between.
That's a welcome change, as it makes protecting her much more ingrained into combat, while avoiding the feeling that she's just an object you have to keep safe, which often came off as dehumanizing in the original.Like Leon, Ashley Graham is more fleshed-out and believable. She retains that 20-year-old sensibility and reacts as such, screaming in
horror and shock at the sight of a parasite erupting from a cultist's head, but it's never overstated. Resident Evil 4 has struck a nice balance of allowing Leon and Ashley to communicate from time to time without overstaying its welcome and falling into the protagonist-who-talks-too-much trend that has become prevalent in games in recent years.
Instead, they'll check in on one another after fights to ask if they're doing alright. Ashley will compliment Leon with a, "Wow, that was a nice shot" after you pop the head of a cultist with a sniper rifle. There are little extra added conversations that allow the friendship between them to develop, but it never distracts from the core of the gameplay or
undermines the tension of the game.Across the board, characters are no longer the one-note plot devices they were in the original. Luis Serra, for example, is given a little extra screen time that better establishes his stakes in the overarching plot. And don't worry: Like Leon, his suave charm and "hey, gotta smoke" quips remain intact. He's still a
leather jacket-wearing lady killer who slings one-liners and wields pistols like he's a cowboy out of a spaghetti western. Even Krauser, the '80s action movie archetypal antagonist who seemed to walk right out of movies like Commando, feels more well-rounded thanks to further context around his stakes and presence in the narrative.Some characters,
however, have been given more flavor than depth--specifically the Merchant. His iconic voice has changed, but this is a new version of the Merchant who is iconic in his own right and stands as one of the most memorable characters in the franchise, despite only being a walking and talking pawn shop. He remains a mysterious figure you'll find
throughout the world, but now with a few extra lines in his arsenal that you'll be saying as much as you said, "What're ya buyin'?"--I've been repeating, "Remember, fun rhymes with gun for a reason!" to myself non-stop.When you're not covering yourself "with the stench of battle," as the Merchant likes to say, you'll have the opportunity to go off the
beaten path to track down treasure, as well as complete requests that the Merchant has placed around the environment for you to find. Some are scavenger hunts like finding a gold chicken egg, while others entail hunting down fiercer and more unruly enemies that require a little backtracking to get to. In exchange for completing these requests,
you'll receive spinel gems that you can trade for treasure maps, special item upgrades, and more resources.The requests create more incentive to explore the world but never interrupt the flow and pacing of the game, as they often lead you back down familiar paths with newly gained items like special keys to unlock cabinets and devices that hold
treasure. These side missions don't feel like chores or checklists to complete, as the requests are naturally paced along with the game's narrative and given a little story flavor to ground them in the world. I welcomed them, as they only prolonged my chance to wander around in a world I love spending time in, even if that meant trudging through
decrepit villages or the fog-covered floors of a gothic horror castle again.Even as Leon's mission takes him to some of the less visually interesting areas in the latter chapters of the game (a carryover from the original Resident Evil 4), the remake still manages to retain a remarkable balance of bombastic action intensity and nail-biting combat
scenarios. Where the original game started to lose its steam, the remake manages to keep the experience on track by considerably changing what I had come to know so well from the original. Some sections of the original game have been honed, trimmed down, and reorganized to fit better into the flow and also within the environment. The first
encounter with the blind, giant-blade-wielding Garrador, for example, has been better contextualized to fit in the torturous depths of the castle. As a result, the scene is even scarier and more stressful than before--it all feels turned up to 11.There are also returning boss fights, some of which are slightly tweaked, while others have received a welcome,
more significant overhaul. For nearly all of them, I had a smile plastered across my face despite the dozens of times I've faced them in the past. I applauded when I was caught off-guard by new additions and audibly cheered when I found some of Leon's most iconic lines were still in the game alongside new ones I'll be repeating for years to come.
There's a remarkably judicious approach to respecting what Resident Evil 4 was by preserving vital elements of the original, and realizing the potential of what it can be by introducing new ones.On the other hand, some sections have been cut entirely, but it is evident that this has been done with careful consideration and a deft touch. For everything
taken out of the game, something new has been introduced to take its place. Capcom has clearly paid close attention to how these decisions impact Resident Evil 4's masterful pacing, and the delicate balance of combat, exploration, and some additional puzzle-solving that's light and approachable.Writing this review has involved putting the controller
down and stepping away from playing the Resident Evil 4 remake, and as hyperbolic as it sounds, that is much easier said than done. At the time of writing, I have finished the campaign, started a New Game+ on Hardcore, and also begun an additional playthrough on Professional mode, and I know this is only the beginning of many more
playthroughs to come. Resident Evil 4 remake is the re-envisioning I wanted, but also not the one I expected to get. As a Resident Evil 4 purist, I feared that messing with the magic of an all-time classic would spell disaster. Instead, the Resident Evil 4 remake deviates from the original in many significant ways, but never compromises anything that
made it revolutionary. It preserves that, recontextualizes it, and rejuvenates it in a game that is designed to keep veteran players constantly on edge, toying with what they remember to create fear through subversion. Although I have an intimate knowledge of the original game, the slight tweaks and unexpected additions kept me from ever reaching
a comfort zone--I was never fully at ease, even with my knowledge of the original game. Capcom's strategy of using my knowledge of the original against me was a huge success. I won't not go into details, and some of these moments are more subtle than others, but every one of them felt clever and considered.Capcom has masterfully created a new
version of a beloved game and continues to blaze a trail with its Resident Evil remakes. Like the Resident Evil 2 remake before it, the studio has used advancements in technology and design to modernize an iconic survival-horror and action game by placing emphasis on capturing the spirit of the original, and respectfully evoking the same sense of
atmosphere and tone that the original developers aspired to. At the same time, it empowers the player with thrilling new mechanics and places challenges in their way to test their mastery of them. In that respect, the remake stands as a re-envisioning of its past rather than a replication of it. In doing this, it raises the bar for what a good remake is
and at the same time, preserves Resident Evil 4's legacy as a genre-defining experience and one of the greatest games of all time. HowLongToBeatResident Evil 4 [2005] NewsLoad More In 2005, Resident Evil 4 on the Nintendo GameCube was rightfully lauded as one of the best action adventure games ever released, thanks to stunning visuals and
white-knuckle action sequences that ranked amongst the best in gaming. Later that year, PlayStation 2 owners were blessed with their own version of the game, featuring more missions and some other unlockable goodies. And now you can play Resident Evil 4 on your PC for a mere $20. It's too bad that PC gamers have been inflicted with a lazy port
that does as little as possible to cater to the platform. Forget mouse support, forget tailoring the visuals to your own preferences, and don't even think about any PC-only goodies: this is a direct transfer of the PlayStation 2 version. If you can get past all these problems, RE4 is still an intense, thrilling ride that will keep your heart pounding. But if you
still haven't played Resident Evil 4, this version should be your last resort. There's nothing like fresh calamari. In case you haven't gotten wind of what the game is all about, you play as Leon S. Kennedy, a secret agent in charge of recovering the president's kidnapped daughter. His search leads to a creepy Spanish village where the residents are,
well, not quite lucid. The story drops the occasional cliché, but for the most part, it avoids the usual horror pratfalls to deliver an interesting and intense narrative with a number of fascinating characters. It's also genuinely creepy, leading you through abandoned farmhouses, dank churches, and dripping caves, all the while throwing progressively
weirder and stronger enemies at you. Like the PS2 version, it also includes a side story called Separate Ways, where you take control of spy Ada Wong and explore some of the same storyline from her perspective. The success of a survival horror game has a lot to do with its atmosphere, and this version of Resident Evil 4 features plenty of it. But that
isn't to say that it looks superior to the GameCube and PS2 versions. Character models and environments are beautifully designed. They were also obviously created with deliberate care and detail. Of particular note are the boss characters, which get more vulgar and imposing as you progress. But a lot of ambiance has been lost in the translation.
Because the grainy fog is gone, everything looks clearer but less sinister than before. It also means that you notice a lot of low-resolution textures that greatly contrast with the more remarkable aspects of the visuals. However, the cutscenes are the biggest graphical drawback. While the GameCube version of the game rendered the cinematics in real
time, this one borrows the prerendered scenes from the PS2. They are blurry and badly compressed on the PC, as well as a little unsightly. Additionally, you cannot tailor any visual settings, aside from the display resolution. Thankfully, the audio doesn't suffer much, if at all. Resident Evil 4 is a sonic spookfest, from the creepy minimalist soundtrack to
the outstanding weapon effects. In fact, the most memorable aspects of the game are accompanied by equally thrilling audio, such as the roar of the gigantic bosses or the disturbing murmurs of villagers as they infiltrate your personal space. For what it's worth, Pro-Logic II technology is supported while true Dolby 5.1 is not, yet it's not likely to
impact your experience much, particularly if you use a decent set of speakers. The biggest oversight amongst all these porting issues is that of controls. Resident Evil 4 doesn't support mouse controls, though it does offer a mildly clumsy keyboard-only scheme. Plenty of console-centric games play better with a gamepad, but there wasn't even an
attempt to implement decent PC controls here. To experience the game the way it's meant to be played, you need to plug in a gamepad. Whichever method you choose, the controls present an issue during the famous context-sensitive moments that require a few split-second button presses. If you end up using the keyboard controls, make sure to
memorize which key is button 1, which key is button 2, and so on. The same issue exists with a controller, though it's a bit easier to get the button presses right because the in-game diagrams are tailored toward gamepad users. Once you get past all these issues and plug in your controller, you'll find this is the same Resident Evil 4 that multitudes of
players have grown to appreciate. It's a carefully paced, often breathtaking action game that keeps you on the edge of your seat with lumbering almost-zombies, chanting cultists, and challenging fights against gargantuan bosses. You view the action from a third-person view, and when you ready a weapon, the camera zooms in close. Once you've
drawn your weapon, you can't move, but you can aim. It all feels very deliberate, but it's perfectly countered by the measured speed at which your enemies approach you. However, you shouldn't take this to mean that the action is any less exciting than in a traditional shooter. These are dangerous foes, and you've got to pump them full of lead before
they fall. The fundamental combat is where the game shines most. Your arsenal consists of pistols, shotguns, rifles and more, with every weapon producing credible results. Popping pitchfork-wielding villagers will cause them to drop their weapons. Or you can shoot them in the knees to make them momentarily fall to the ground. Because ammunition
is not terribly plentiful, being able to handle a crowd of shambling psychopaths with as few shots as possible is a main priority. You've always got a knife as a last resort, but unless you want to take a chunk of damage, it's better to keep your distance. The cutscenes are blurrier than a Barbara Walters special. Contextual actions also contribute to the
general sense of urgency. Don't expect to sit back and snooze during the cutscenes because many of them require interaction in the form of a couple of button presses. If you're sleeping at the wheel, Leon will be crushed by a boulder or strangled by a hulking foe, and you'll be treated to a game-over screen. Other context-sensitive actions allow you to
jump from a window, catch a companion from above, use a grappling hook, and more, depending on the onscreen action. There's a lot of gameplay to be had here, with close to 30 hours of high-quality action and a few good reasons to head back once you're done. It's a shame that the PC got shafted with such a lazy port. It's also hard not to wonder
why Capcom and Ubisoft even bothered with it. The PS2 version is unchanged in the sloppy transition to PC, so if you have no other way of experiencing Resident Evil 4 and own a gamepad, the core gameplay and budget price are enough reason to pick it up. Otherwise, pick up a different version and hope that the developers show a little more
respect for the platform next time around. 6 years have passed since the biological disaster in Raccoon City. Leon S. Kennedy, one of the survivors of the incident, has been recruited as an agent reporting directly to the president of the United States. With the experience of multiple missions on his back, Leon is sent to rescue the president's
kidnapped daughter. He tracks her to a secluded European village, where there is something terribly wrong with the villagers. And the curtain rises on this story of daring rescue and grueling horror. Have you ever wondered what a PSX/32-bit version of Resident Evil 4 would look like? Well, time to find out. Rustic Games BR has just released the first
version of this demake that you can play for yourselves on PC. According to the team, this first version has a lot of bugs. Still, it will give you an idea of how the game plays. Additionally, and in case you don’t want to download it, you can watch a brief gameplay video below. Resident Evil 4 PSX Demake uses fixed camera angles and “tank” controls.
Moreover, it uses pixelated graphics and has a classic inventory system. Now obviously this first version does not demake the whole game. So yeah, don’t expect to be playing the entire game. In fact, and similarly to the Bloodborne PSX Demake, only a small fraction of the game will be available in it. Still, I believe that a lot of Resident Evil fans will
find it cool. You can download this first version of Resident Evil 4 PSX Demake from here. Have fun! Resident evil 4 - PS1 - Gameplay test John is the founder and Editor in Chief at DSOGaming. He is a PC gaming fan and highly supports the modding and indie communities. Before creating DSOGaming, John worked on numerous gaming websites.
While he is a die-hard PC gamer, his gaming roots can be found on consoles. John loved - and still does - the 16-bit consoles, and considers SNES to be one of the best consoles. Still, the PC platform won him over consoles. That was mainly due to 3DFX and its iconic dedicated 3D accelerator graphics card, Voodoo 2. John has also written a higher
degree thesis on the “The Evolution of PC graphics cards.” Contact: Email 2005 video game This article is about the 2005 video game. For the 2023 remake, see Resident Evil 4 (2023 video game). "RE4" redirects here. For other uses, see RE4 (disambiguation). 2005 video gameResident Evil 4North American cover artDeveloper(s)Capcom Production
Studio 4[a]Publisher(s) Capcom Windows]P: CapcomNA/PAL: UbisoftOculus Quest 2WW: Oculus Studios Director(s)Shinji MikamiProducer(s)Hiroyuki KobayashiDesigner(s)Hiroshi ShibataKouji KakaeShigenori NishikawaProgrammer(s)Kiyohiko SakataWriter(s)Shinji MikamiComposer(s)Misao SenbongiShusaku UchiyamaSeriesResident
EvilPlatform(s) GameCube PlayStation 2WindowsWiiiOSZeeboPlayStation 3Xbox 360AndroidPlayStation 4Xbox OneNintendo SwitchOculus Quest 2 Release January 11, 2005 GameCubeNA: January 11, 2005]JP: January 27, 2005PAL: March 18, 2005PlayStation 2NA: October 25, 2005EU: November 4, 2005AU: November 9, 2005JP: December 1,
2005WindowsAU: March 1, 2007EU: March 2, 2007NA: May 15, 2007]P: June 7, 2007WW: February 27, 2014 (HD)WiiJP: May 31, 2007NA: June 19, 2007EU: June 29, 2007AU: July 5, 2007iOSNA: July 27, 2009]JP: July 28, 2009NA: April 3, 2010 (iPad)JP: May 21, 2010 (iPad)ZeeboBR: August 11, 2009PlayStation 3, Xbox 360JP: September 8, 2011 NA:
September 20, 2011EU: September 21, 2011AndroidJP: January 23, 2013WW: April 23, 2013 (Samsung)PlayStation 4, Xbox OneWW: August 30, 2016Nintendo SwitchWW: May 21, 2019]JP: May 23, 20190culus Quest 2WW: October 21, 2021 Genre(s)Survival horror, third-person shooterMode(s)Single-player Resident Evil 4[b] is a 2005 survival horror
game developed and published by Capcom for the GameCube. Players control the special agent Leon S. Kennedy on a mission to rescue the US president's daughter, Ashley Graham, who has been kidnapped by a religious cult in rural Spain. Leon fights hordes of enemies infected by a mind-controlling parasite and reunites with the spy Ada Wong. In a
departure from the fixed camera angles and slower gameplay of previous Resident Evil games, Resident Evil 4 features a dynamic camera system and action-oriented gameplay. Development on Resident Evil 4 began for the PlayStation 2 in 1999. Four proposed versions were discarded; the first was directed by Hideki Kamiya, but series creator Shinji
Mikami felt it was too great a departure from the previous games, so it was spun off as Devil May Cry (2001). Other versions were scrapped until Mikami took directorial duties for what became the final version. The game was announced as part of the Capcom Five, a collaboration between Capcom and Nintendo to create five exclusives for the
GameCube. Resident Evil 4 garnered acclaim for its story, gameplay, graphics, voice acting, and characters, and is cited as one of the best video games of all time, winning multiple Game of the Year awards in 2005. It was ported to numerous formats, and became a cross-platform hit, selling 12.3 million units by December 2022. It influenced the
evolution of the survival horror and third-person genres, popularizing the "over-the-shoulder" third-person view used in games such as Gears of War, Dead Space, and The Last of Us. Its successor, Resident Evil 5, was released in 2009. A remake of Resident Evil 4 was released in 2023.[1] The player controls the protagonist, Leon S. Kennedy, from a
third-person perspective. Departing significantly from the series' previous games, the gameplay focuses on action and shootouts with fewer survival horror elements. The camera is placed behind Leon and zooms in for an over-the-shoulder view when aiming a weapon, or a first-person view when aiming with a sniper rifle.[2] There is no crosshair for
firearms; instead, every firearm has a laser sight. Unlike previous games where players can only shoot straight, up, or down, players have more options. For example, shots to the feet can cause enemies to stumble, and shots to the arms can make them drop their weapons. Players can also shoot down projectiles like thrown axes or scythes.[3] Leon
fighting a group of Ganados. Unlike previous entries in the series, Resident Evil 4 has the camera following directly behind the character. The laser sight enables the player to target key zones on enemies.[3] Resident Evil 4 adds context-sensitive controls. Based on the situation, players can interact with the environment: kicking down a ladder,
jumping out of a window, dodging an attack or executing a "finishing move" on weakened enemies. There are also quick time events, in which the player must press buttons indicated on-screen to execute actions such as dodging a falling boulder or wrestling an enemy to stay alive. These are often incorporated into the game's many boss fights, in
which the player must avoid instant-kill attacks.[4] The main enemies are violent villagers referred to as Los Ganados ("The Cattle" in Spanish). They can dodge, wield melee and projectile weapons, and are capable of working collectively and communicating with each other. Once simple farmers until becoming the product of an infestation of Las
Plagas ("The Plague" in Spanish), Los Ganados can gain the ability to cause mutated parasites to sprout from their heads.[5] The inventory system features a grid system, represented by an attaché case, that has each item take up a certain number of spaces. The case can be upgraded several times, allowing for more space. Weapons, ammunition, and
healing items are kept in the case, while key items and treasures are kept in a separate menu. Items may be bought from and sold to a merchant that appears in various locations. He sells first aid sprays, weapons, allows for weapons to be upgraded and buys various treasures that Leon finds. The various weapons each have their own advantages and
disadvantages.[6][7] Capcom added content for the PlayStation 2 version, which was later incorporated into the PC and Wii releases. The largest addition is "Separate Ways", a side story which focuses on Ada Wong's involvement in Resident Evil 4 and her connection to the series' villain Albert Wesker.[8] "Ada's Report", a five-part documentary,
analyzes Ada's relationship with Wesker and his role in the plot.[9] Other unlockable content in all versions includes the minigame "The Mercenaries" and short scenario "Assignment Ada" (using Ada to retrieve Las Plagas samples), new costumes for Leon and Ashley, new weapons, and a cutscene browser.[10] In 2004, U.S. government agent Leon S.
Kennedy (Paul Mercier) is on a mission to rescue Ashley Graham (Carolyn Lawrence), the U.S. President's daughter, who has been abducted by a mysterious cult.[11] He travels to an unnamed rural village in Spain,[12] where he encounters a group of hostile villagers who pledge their lives to Los Iluminados, the cult that kidnapped Ashley. The
villagers were once simple farmers until becoming infected by a mind-controlling parasite known as Las Plagas.[13] While in the village, Leon is captured by its chief, Bitores Mendez, and injected with Las Plagas.[14] He finds himself held captive with Luis Sera (Rino Romano), a former police officer in Madrid, and former Los Iluminados researcher.
[15] The two work together to escape, but soon go their separate ways. Leon finds out Ashley is being held in a church and rescues her.[16] They both escape from the church after Osmund Saddler (Michael Gough), leader of the cult, reveals his plan to use the parasite they injected into Ashley to manipulate her into injecting the president of the
United States with a "sample" once she returns home, allowing Saddler to begin his conquest of the world.[17] After killing Mendez, Leon and Ashley try to take refuge in a castle but are attacked by more Iluminados under the command of Ramon Salazar (Rene Mujica), another of Saddler's henchmen who owns the castle,[14] and the two become
separated by Salazar's traps. Meanwhile, Luis searches for pills that will slow Leon and Ashley's infection, as well as a sample of Las Plagas. He brings the two items to Leon but is killed by Saddler, who takes the sample, while the pills to suppress the infection remain in Leon's hands.[18] While in the castle, Leon briefly encounters Ada Wong (Sally
Cahill), a woman from his past who supports him during his mission. He battles his way through the castle before killing Salazar.[19] Afterward, Leon travels to a nearby island research facility, where he continues the search for Ashley. He discovers that one of his former training comrades, Jack Krauser (Jim Ward), who was believed to have been
killed in a helicopter crash two years prior, is responsible for her kidnapping in an attempt to get close enough to Saddler to steal his new Plagas sample.[20] Ada and Krauser are working with Albert Wesker (Richard Waugh), for whom both intend to secure a Plagas sample, though Krauser is suspicious of Ada.[21] Suspicious of the mercenary's
intentions, Saddler orders Krauser to kill Leon, believing that no matter which one dies, he will benefit.[22] After Krauser's defeat, Leon rescues Ashley, and they remove the Plagas from their bodies using a specialized radiotherapeutic device. Leon confronts Saddler, and with Ada's help, manages to kill him. However, Ada takes the sample from Leon
at gunpoint before escaping in a helicopter,[23] leaving Leon and Ashley to escape via her jet-ski as the island explodes.[24] In 1999, producer Shinji Mikami said a Resident Evil sequel was in development for PlayStation 2.[25] Resident Evil 4 underwent a lengthy development, during which at least four versions of the game were discarded.[26] The
first version was directed by Hideki Kamiya.[27] Around the turn of the millennium,[28] Resident Evil 2 writer Noboru Sugimura created a story for the game,[29] based on Kamiya's idea to make a "cool" and "stylish" action game.[30] The story was based on unraveling the mystery surrounding the body of the protagonist, Tony,[31] an invincible man
with skills and an intellect exceeding that of normal people, with his superhuman abilities explained with biotechnology.[28] As Kamiya felt the playable character did not look brave and heroic enough in battles from a fixed angle, he decided to drop the prerendered backgrounds from previous installments and use a dynamic camera system.[27] The
team spent 11 days in the United Kingdom and Spain, photographing objects such as Gothic statues, bricks, and stone pavements for use in textures.[32][33] Though the developers tried to make the "coolness" theme fit into the world of Resident Evil,[34] Mikami felt it strayed too far from the series' survival horror roots and gradually convinced the
staff to make an independent game. This became a new Capcom franchise, Devil May Cry, released for the PlayStation 2 in August 2001.[35] Development on Resident Evil 4 restarted at the end of 2001.[36] The first announcement was made in November 2002, as one of five games developed exclusively for the GameCube by Capcom Production
Studio 4, the Capcom Five.[37][38] This revision, commonly dubbed the "fog version", was directed by Hiroshi Shibata[39] and was 40 percent finished at that time.[40] The game saw Leon S. Kennedy struggling to survive[39] after having infiltrated Umbrella's castle-like main headquarters located in Europe and featured traditional Resident Evil
monsters such as zombies.[26][41][42] During the course of the new story which was again written by Sugimura's scenario creation company Flagship,[43] Leon became infected with the Progenitor Virus and possessed a hidden power in his left hand.[26][44]1[45] The producer of the final version also pointed out that Ashley did not appear back then,
though there was a different girl who was never revealed to the public.[26] The game was to feature some first-person elements.[46] This screenshot of a cancelled version depicts Leon fighting the hook man. Though this earlier revision still used fixed camera angles while exploring environments, the battles already employed the over-the-shoulder
view seen in the final build. At E3 2003, Capcom showcased a version widely known as the "hook man version".[47] It was later titled Maboroshi no Biohazard 4 (£J® ")\ #/\tf— k4, , lit. "The Phantom Biohazard 4") on the Biohazard 4 Secret DVD. During Mikami's introduction of the trailer, he assured that development was proceeding smoothly
and claimed the game was scarier than ever before.[47] The story was set in a haunted building where Leon contracted a bizarre disease and fought paranormal enemies, such as animated suits of armor, living dolls, and a ghostlike man armed with a large hook.[41][47] The game had an otherworldly feel to it, containing elements like flashbacks and
hallucinations that were marked by a bluish tint and a shaking camera.[26] It also displayed various gameplay mechanics that carried over to the final release, like the over-the-shoulder camera, a laser sight for aiming in battles and quick time events.[47] Other features, such as dialogue choices, were removed later.[26] Five minutes of gameplay
footage were released on the Biohazard 4 Secret DVD, a Japanese pre-order bonus given out in January 2005.[48] The Hallucination version had only a basic story concept, having dropped the previous scenario penned by Noboru Sugimura of Flagship. In 2012, Resident Evil 3: Nemesis scenario writer Yasuhisa Kawamura said he was responsible for
this version, as he wanted to make Biohazard 4 scarier "and suggested using a particular scene from the film Lost Souls, where the main character [...] suddenly finds herself in a derelict building with a killer on the loose. An arranged version of this idea eventually turned into Hook Man. The idea went through several iterations as Mr. Sugimura and I
carefully refined this world (which, I have to say, was very romantic). Leon infiltrates the castle of Spencer seeking the truth, while inside a laboratory located deep within, a young girl wakes up. Accompanied by a B.O.W. [an abbreviation for "Bio Organic Weapon" in the series' lore] dog, the two start to make their way up the castle. Unfortunately,
there were many obstacles that needed to be overcome and the cost of development was deemed too expensive." Kawamura added he was very sorry and "even ashamed" that Mikami had to step in and scrap this version.[49] After this attempt, the last cancelled revision featured classic zombies again. However, it was discontinued after a few months,
and before it was ever shown to the public, as the developers felt it was too formulaic.[26] The story of the Progenitor Virus was eventually covered in Resident Evil 5 and the Spencer Estate became the setting for Resident Evil 5's downloadable content (DLC) pack "Lost in Nightmares" (featuring Chris Redfield and Jill Valentine).[50] It was decided
to reinvent the series.[41] Mikami took over directorial duties from Shibata and began working on the version that was released.[51] In an interview with Game Informer, Mikami explained his decision to shift to a new gameplay system is due to the feeling that the older system is "more of the same" after playing Resident Evil Zero. He says that he
only felt nervous once more when playing with the newer system.[52] Speaking for the team, game producer Hiroyuki Kobayashi[51] mentioned how the staff was "tired of the same thing"[53] and how some got bored and moved on to other projects.[54] In addition to that, the producer also felt that the older format was "stuck in a cookie cutter mold"
and described it as "shackles holding us down".[55] However, some of the staff members disagreed about changing the gameplay system. These members felt depressed and were hard to motivate after the game's focus shifted to be more action-oriented.[36] Although Mikami demanded the camera system be revised, the team had reservations about
making big changes to the series he had created.[56] Eventually, he intervened, explained his proposed changes, and wrote a new story that, unlike previous installments, was not centered on the company Umbrella.[56][57][58] Mikami wrote the entire story in just three weeks due to time constraints.[59] Inspired by Onimusha 3: Demon Siege, a
game Mikami had enjoyed playing but felt could have been better with a different view, he decided to place the camera behind the playable character.[60] To go along with the new gameplay and story, a new type of enemy called "Ganado" was created, as opposed to using the undead creatures from previous Resident Evil games.[58] Furthermore,
producers expended additional detail to modify and update characters that had previously appeared in the series. In a documentary explaining the conception of the characters, Kamiya stated he intended to make Leon Kennedy "look tougher, but also cool".[61] Kobayashi was responsible for the design of some of the final game's enemies, such as the
Regenerators.[62] Kobayashi described the creatures' origins within universe lore as byproducts of Los [luminados' research into bio organic weapons, malformed creations implanted with multiple Plaga parasites during the experimentation process.[63] Regenerators are designed to take distinct heavy breaths before they are seen, which alerts the
player to their presence. When encountered, often in small confined spaces, they would walk slowly towards the player character. The Regenerator is capable of continuously regenerating itself and cannot easily be dispatched unless the player is able to find the Plaga parasites within its body, which can only be seen with the infrared scope, and
specifically target them first.[64][65][66]1[67] During an interview with Famitsu, Mikami explained that elements like the Regenerators help maintain the survival horror aspect of Resident Evil 4 as a balance between a "scary kind of gameplay and the challenge of overcoming that fear", with the goal of giving players a sense of achievement when they
manage to overcome the monster.[68] The English voice actors recorded their parts in four sessions, over three to four months.[69] Capcom assigned Shinsaku Ohara as script translator and voice over coordinator.[70] Carolyn Lawrence, who provided the voice for Ashley Graham, described her character as "vulnerable, because Leon has to come to
her rescue all the time".[69] She also described Kennedy's character as "more brawn, perhaps, than brain".[69] In addition to the voice acting, the game's designer detailed each cinematic sequence so that each character's facial expressions matched the tone of their voice actor.[61] Along with Resident Evil: Dead Aim and Resident Evil Outbreak, two
side story games that did not fall under the exclusive policy, it was announced on October 31, 2004 that Resident Evil 4 would come to the PlayStation 2 in 2005, citing increased profit, changing market conditions, and increased consumer satisfaction as the key reasons. The PlayStation 2 version included new features, primarily a new sub-game
featuring Ada Wong. On February 1, 2006, Ubisoft announced that they would be publishing the game on the PC for Windows.[71] On April 4, 2007, a Wii version was announced and was launched later in the year. The game features all of the extras in the PS2 version, along with other additions, including a trailer for Resident Evil: The Umbrella
Chronicles.[72][73] The original version for the GameCube featured two different collector's editions. The first was available as a pre-order that included the game, the Prologue art book, and a T-shirt. GameStop offered another limited edition that was packaged in a tin box with the art book, a cel of Leon, and a soundtrack CD.[74] Australia received
an exclusive collector's edition that came with the game and a bonus disc with interviews and creator's footage.[75] Nintendo handled marketing sales and distribution of the title in Europe and Australia.[76] Resident Evil 4 was ported to the PlayStation 2 after Capcom stated that it did not fall under the exclusivity deal with Nintendo. It was released



in North America on October 25, 2005. The largest addition is "Separate Ways", a new scenario for Ada written by Haruo Murata.[70] According to producer Masachika Kawata, the Separate Ways campaign was something thought up by the PS2 porting team and was added after getting approval from Shinji Mikami.[77] The PlayStation 2 version
featured two standard and collector's bundles from pre-orders. The standard package included the game and a T-shirt, while the collector's bundle also included a figurine of Leon, and the soundtrack Biohazard Sound Chronicle Best Track Box. This quickly sold out, and a second pressing was released that included an Ada figurine. Another, called the
Resident Evil 4: Premium Edition, was packaged in a SteelBook media case, along with the art book, a documentary DVD, and a cel art of Ada.[78] A PC port of Resident Evil 4 developed by Sourcenext was released in Hong Kong on February 1, 2007, published by Typhoon Games. It was released in Europe, North America, and Australia in March
2007 and was published by Ubisoft. The port contains the bonus features from the PS2 version, such as "Separate Ways", the P.R.L. 412 laser cannon and a second set of unlockable costumes for Leon and Ashley, as well as an Easy difficulty level. It also supports multiple widescreen resolutions.[79] The shadow and lighting problems were fixed in the
only patch, Version 1.10.[80] Resident Evil 4: Wii Edition was released for the Wii on May 31, 2007 in Japan and on June 19, 2007 in the United States. It features updated controls that utilize the pointing and motion-sensing abilities of the Wii Remote and Nunchuk, though both the GameCube controller and the Classic Controller are also supported.
[73] The Wii Remote is able to aim and shoot anywhere on the screen with a reticle that replaces the laser sight found in the other versions, and motion-based gestures are used to perform some context-sensitive actions, such as dodging or slashing. The Wii Edition also includes the extra content from the PS2 and PC versions, and a trailer for
Resident Evil: The Umbrella Chronicles.[72] The Wii Edition became available for download from the Wii U's Nintendo eShop in Europe on October 29, 2015.[81][82] Resident Evil 4: Mobile Edition was released in Japan for au's BREW 4.0 on February 1, 2008. It was announced by Capcom at TGS 2007.[83] Differences from the original include
changing the flow of the story from being continuous to being divided into sections such as "Village", "Ravene", "Fortress" and "Subterranean Tunnel". There is also a more challenging Mercenary Mode.[84]1[85] The game uses the MascotCapsule eruption engine[86] and was adapted to the Zeebo and iOS platforms.[87]1[88] On July 13, 2009, without
any formal announcement, Resident Evil 4: Mobile Edition was released by Capcom for the iOS platform via the App Store in Japan, but was quickly removed,[89][90] though some players were able to purchase and download it. The game has since been released in Japan and North America.[88] Later, Capcom made an update that had different
difficulty levels and high scores. Capcom released a new separate version called Resident Evil 4 for Beginners, which offers the first two levels (three counting a training level) of both Story Mode and Mercenary Mode. However, the rest of the levels are available for purchase in-game as downloadable content. Due to the release of the iPad, Capcom
recreated the iPhone version of Resident Evil 4: Mobile Edition and updated it to HD graphics as Resident Evil 4: iPad Edition.[91] On March 23, 2011, high-definition remastered versions of both Resident Evil - Code: Veronica and Resident Evil 4 were announced to be in development for the Xbox 360 and PlayStation 3, as part of the Resident Evil:
Revival Selection series.[92] The ports feature all the bonus content from the previous releases, including "Separate Ways". On July 23, 2011, Capcom announced at Comic-Con 2011 that Resident Evil 4 would be released on September 20, 2011[93] for the PlayStation Network and Xbox Live Games on Demand.[94] In Japan, Resident Evil 4 and
Resident Evil - Code: Veronica were released on a single disc with the title Biohazard Revival Selection on September 8, 2011.[95] For North America and Europe, both games, including Resident Evil 4 HD, were only released as downloads on Xbox Live Games on Demand and PlayStation Network.[96] On February 27, 2014, Capcom released
Resident Evil 4 Ultimate HD Edition for Windows. The port features improved graphics and many other enhancements that were included in Resident Evil 4 HD. Resident Evil 4 was re-released on PlayStation 4 and Xbox One on August 30, 2016. In April 2013, Resident Evil 4 was released on Android, but outside of Japan, it is exclusive to Samsung
through Samsung Galaxy Store.[97] Capcom announced in October 2018 that Resident Evil 4 would be published for the Nintendo Switch sometime in 2019, along with releases of Resident Evil and Resident Evil Zero.[98] In October 2021, Capcom released a virtual reality (VR) version of Resident Evil 4 for the Oculus Quest 2. Developed by the
American Armature Studio,[99] many elements of gameplay like combat and inventory management were changed to accommodate VR.[100] This version, which runs on Unreal Engine 4, also includes redesigned textures with increased resolution.[100] The developers and executive producer Tom Ivey stated that there were changes made to "update
the game for a modern audience", and a number of in-game animations (such as the animation triggered when players attempted to look up Ashley's skirt), dialogue and flirtatious banter between characters were removed.[101][102][103] Biohazard 4 Original Soundtrack was released in Japan on December 22, 2005. It contains 62 compositions from
the game and the 48-page Visual Booklet with liner notes from composers Shusaku Uchiyama and Misao Senbongi.[104] Other merchandise included figures by McFarlane Toys,[105][106] NECA[107] and Hot Toys.[108] Agatsuma Entertainment has also created various miniature collectibles based on several main characters and enemies from
Resident Evil 4.[109] Two special controllers designed to resemble chainsaws were designed by NubyTech for use with the GameCube and PlayStation 2 versions.[110] ReceptionAggregate scoreAggregatorScoreMetacriticNGC: 96/100[111]PC: 76/100[112]PC (Ultimate HD Edition): 79/100[113]PS2: 96/100[114]PS3: 84/100[115]Wii:
91/100[116]X360: 84/100[117]Review scoresPublicationScore1lUp.comNGC: A[118]PC: A[119]Wii: B4+[120]EdgeNGC: 9/10[121]FamitsuWii: 38/40[122]GameSpotNGC: 9.6/10[123]PC: 7.8/10[124]PS2: 9.3/10[125]Wii: 9.1/10[126]GameSpyNGC: 5/5[127]PC: 3.5/5[128]PS2: 5/5[129]Wii: 5/5[130]JIGNNGC: 9.8/10[131]PC: 7.7/10[132]PS2: 9.5/10[133]PS3:
8.5/10[134]Wii: 9/10[135]Nintendo PowerNGC: 10/10[136]Official Xbox Magazine (US)X360: 9/10[137]PC Gamer (US)PC: 85/100[138] The GameCube and PlayStation 2 versions of Resident Evil 4 have a score of 96/100 on Metacritic, indicating "universal acclaim".[111][114] These versions have the top ranking on Metacritic's list of the Best Video
Games for 2005.[139] In addition to the gameplay, the characters and story received positive commentary, leading to the finished product being deemed by most as one of the best video games ever made. GameSpot's Greg Kasavin praised the voice acting, but claimed that it was betrayed by "some uncharacteristically goofy dialogue".[123] Yahoo!
Games' Adam Pavlacka and GameSpot's Kevin VanOrd acclaimed Capcom for adding great amounts of detail to the characters.[126][140] IGN's Matt Casamassina went into further detail in his review for Resident Evil 4, praising not only the detailed character design but also the fight choreography and three-dimensional modeling within cinematic
sequences.[131] Casamassina also complimented the voice actors, especially Paul Mercier (Leon), commenting, "For once, the characters are believable because Capcom has hired competent actors to supply their voices. Leon in particular is very well produced".[131] IGN and Nintendo Power specifically recognized Resident Evil 4's character design
and voice acting. The increased variety of weapons has been praised by gaming publications such as GamePro[141] and Game Over Online.[142] G4 TV show X-Play gave it a 5 out of 5, for introducing a new style of gameplay for the series as well as incorporating moments where the player would have to interact with the cut scenes. Not long after, it
was awarded as the best game ever reviewed on the show.[143] The makers of Resident Evil 4 worked on various innovations associated with the use and inventory of weapons.[144] Game Over stated that players can use the vast array of weapons to "go for headshots now".[142] Game Informer stated that ammunition is more plentiful in Resident
Evil 4 than in other games in the series, making it more action-oriented.[145] The ratings of the PC port, along with the Ultimate HD Edition release, were not as high as for the other versions. The original PC port was criticized for no mouse support and frustrating keyboard controls, low-quality FMV cut scenes, and choppy lightning graphics
rendering. Despite these problems, it received generally positive reviews from critics,[112] including IGN and GameSpot, which praised the gameplay, character models and environments, and sound design.[124][132] GameRevolution referred to the game's Ultimate HD Edition as "a bare-bones port of a nonetheless spectacular game", noting "minor
superficial alterations" similar to the 2007 PC port and asserting that the true "Ultimate Edition" of Resident Evil 4 is the Wii version.[146] Japanese game magazine Famitsu reviewed the Wii version, with two editors giving it a perfect 10 score, and the remaining pair giving it a 9, resulting in a score of 38 out of 40. The reviewers felt that the new
controls offer something fresh. Multiple reviewers agreed that even those who own the original will find something fun and enjoyable in this version.[122] British magazine NGamer gave the Wii Edition a score of 96%,[116] slightly lower than the 97% given to the GameCube version. They praised the visuals, controls, and features and commented on
the fact that such an "exceptional package" was on sale for a low price; however, when writing about the Wii controls, they said, "if you've played the GC version this won't be as special". Official Nintendo Magazine gave the Wii version 94%, 3% less than the original due to it simply not having the same impact it did back then.[147] In 2009, they went
on to place the game 9th on a list of the greatest Nintendo games of all time.[148] IGN praised the Wii version, stating it is the superior edition, but does not push the Wii like it did with GameCube and PS2.[135] GameSpot praised the new controls of the Wii Edition but commented on the lack of exclusive Wii features.[126] Hyper's Jonti Davies
commended Resident Evil 4: Wii Edition for its "visual improvements" but criticized it for having "no new content".[149] The PS3 version of Resident Evil 4 HD received a score of 9.0 from Destructoid, which called it "a hallmark of excellence".[150] In their October 2013 issue, Edge retroactively awarded it ten out of ten.[151] Resident Evil 4 was
named Game of the Year by multiple publications, including Edge,[152] Electronic Gaming Monthly,[153] GameTrailers,[154] Game Informer,[155] GamePro, GameRevolution, Chicago Tribune, and Pittsburgh Post-Gazette. The game was also included in lists of the best games of 2005 by various media outlets, including Play, Associated Press,
Universal Press Syndicate, The Mercury News, Maxim, Sound & Vision, The News Tribune, Hartford Courant, and The Oregonian.[156] GameSpy labeled it the GameCube Game of the Year,[157] the second PlayStation 2 Game of the Year (behind God of War)[158] and the second Game of the Year (behind Civilization IV).[159] PSM also labeled it the
second Game of the Year, in addition to Best Graphics and Most Improved Sequel.[160] At the GameSpot's Best of 2005 Awards, Resident Evil 4 was chosen Game of the Year,[161] Best GameCube Game,[162] Best Action Adventure Game,[163] and Most Improved Sequel.[164] It won Game of the Year, Best Action Game, Best Graphics Technology,
Best Artistic Design, Best Original Score, and Best Use of Sound in the GameCube division of IGN's The Best of 2005 Awards,[165] where it also won Overall - Best Graphics Technology award,[166] as well as being a runner-up in the Overall - Game of the Year and Overall - Best Action Game categories.[167][168] The game was 1UP Awards' Game of
the Year and Best Action Game winner.[169] It went on to win Game of the Year 2005,[170] Best Horror Game of the Year 2005,[171] GameCube Game of the Year 2005,[172] and GameCube Action Game of the Year 2005 awards,[173] and was a runner-up in PlayStation 2 Game of the Year 2005[174] and PlayStation 2 Action Game of the Year 2005
classifications[175] at GameZone's Game of the Year Awards. Nintendo Power awarded Resident Evil 4 Game of the Year, Best Adventure Game, Game of the Year - GameCube, Best Graphics - GameCube, Best Sound / Voice Acting at its awards show.[176] During the Nintendojo's Best of 2005 Awards, the game received recognition as the runner-up
for Best Gameplay Innovation[177] and Most Engrossing Game.[178] Additionally, it emerged victorious in the categories of Best Game, Period.,[179] Best GameCube Visuals, Best GameCube Gameplay, and Best GameCube Overall.[180] At the PALGN Awards, the game achieved success by securing the titles of Action Game of the Year for 2005 and
GameCube Game of the Year for 2005, while also attaining the title of Overall Game of the Year for 2005. In the category of PlayStation 2 Game of the Year for 2005, the game earned the recognition of a runner-up position.[181] The virtual reality port of Resident Evil 4 was named VR/AR Game of the Year at The Game Awards 2021,[182] and was
also named XR Game of the Year at the SXSW Gaming Awards.[183] At the 11th New York Game Awards, the game won Best AR/VR Game and Best Remake.[184] Resident Evil 4 VR was nominated for Immersive Reality Game of the Year and Immersive Reality Technical Achievement at the 25th Annual D.I.C.E. Awards.[185] Year Award Category
Result Ref(s). 2004 CESA Game Awards Future Award for Excellence Won [186] Game Critics Awards Best Console Game Nominated [187] Best Action/Adventure Game Nominated Golden Joystick Awards Most Wanted Game For 2005 Runner-up [188] 2005 CESA Game Awards Award for Excellence Won [189] Golden Joystick Awards GameCube
Game of the Year Won [190][191] Editor's Game of the Year Won Best Film-Based Game of 2005 Won Spike Video Game Awards Game of the Year Won [192] Action Game of the Year Nominated Best Graphics Won 2006 Annie Awards Best Animated Video Game Nominated [193][194] Famitsu Awards Grand Prize Won[c] [195] Game Developers
Choice Awards Visual Arts Nominated [196][197][198] Golden Joystick Awards Playstation Game of the Year Won [199][200] Ultimate Game of 2006 Nominated Saturn Awards Best Video Game Release: Horror Won [201][202] The GameCube version sold over 320,000 copies in North America during the first twenty days. The European release sold its
entire 200,000 copies during the first month. By December 2005, 3 million copies of the GameCube and PlayStation 2 versions had been shipped worldwide.[203][204] According to January 17, 2007 sales figures provided by Capcom, the GameCube version of Resident Evil 4 had sold a total of 1.6 million copies worldwide, while the PS2 version had
sold over 2 million copies.[205] As of December 2022, Resident Evil 4 has sold 12.3 million units when combining all versions.[206] It is the second best-selling Resident Evil game,[207] and holds the record for "Best-Selling Survival Horror Game" in the 2012 Guinness World Records Gamer's Edition.[208] Resident Evil 4 is considered one of the best
video games of all time. It is included in the 1001 Video Games You Must Play Before You Die book.[209] Nintendo Power ranked it as number one in their list of the top 25 best GameCube games of all time in 2005[136] and also ranked it second on their list of the best games of the 2000s in 2010.[210] In 2008, Resident Evil 4 was ranked first place in
the list of the best video games of all time according to the readers of IGN,[211] and sixth place in the list of the best PlayStation 2 games of all time according to the IGN staff.[212] In 2021, IGN ranked the game as the 40th best game of all time.[213] In 2009, Game Informer ranked Resident Evil 4 number one on their list of top GameCube
games[214] and number three on their list of top PlayStation 2 games.[215] In 2022, Complex magazine named it the tenth-best PlayStation 2 game of all time.[216] GamePro ranked it as the second best game for the PS2.[217] In 2010, the readers of PlayStation Official Magazine voted it the 10th greatest PlayStation game.[218] In 2007, Edge
ranked the game at second place in its list of top games of all time, behind only The Legend of Zelda: Ocarina of Time.[219] That same year, G4 named it the 21st top video game of all time, calling it "a modern horror masterpiece."[220] In 2015, it placed 7th on USgamer's The 15 Best Games Since 2000 list.[221] In early 2006, in their 200th issue,
Nintendo Power ranked it in second place in their Top 200 Games of all-time list, also behind only The Legend of Zelda: Ocarina of Time.[222] Resident Evil 4 is regarded as one of the most influential games of the 2000s, particularly due to its influence in redefining the third-person shooter genre[223] by introducing offset camera angles that do not
obscure action.[224] The new gameplay alterations and immersive style appealed to many not previously familiar with the series.[225] The over-the-shoulder viewpoint introduced in Resident Evil 4 has later become standard in third-person shooters and action games, including titles ranging from Gears of War to Batman: Arkham Asylum.[223] It has
also become a standard "precision aim" feature for third-person action games in general, with examples including Dead Space, Grand Theft Auto, Ratchet & Clank Future, Fallout,[226] Uncharted, Mass Effect and The Last of Us.[227] In 2019, Game Informer called Resident Evil 4 "the most important third-person shooter ever" and said it "innovated
two genres", inspiring developers of both survival horror and shooter games.[228] Resident Evil 4 redefined the survival horror genre by emphasizing reflexes and precision aiming,[229] thus broadening the gameplay of the series with elements from the wider action game genre.[230] However, this also led some reviewers to suggest that the
Resident Evil series had abandoned the survival horror genre,[231][232] by demolishing the genre conventions that it had established.[233] Other major survival horror series followed suit, by developing their combat systems to feature more action, such as Silent Hill: Homecoming[231] and the 2008 version of Alone in the Dark.[234] These changes
represent an overall trend among console games shifting towards visceral action gameplay.[235] While working on The Last of Us, Naughty Dog took cues from Resident Evil 4, particularly the tension and action.[236] Dead Space designers Ben Wanat and Wright Bagwell stated that their game was originally intended to be System Shock 3 before the
release of Resident Evil 4 inspired them to go back to the drawing board.[237] BioShock was also influenced by Resident Evil 4, including its approach to the environments, combat, and tools, its game design and tactical elements, its "gameplay fuelled storytelling" and inventory system, and its opening village level in terms of how it "handled the
sandbox nature of the combat" and in terms of "the environment."[238] Cory Barlog cited Resident Evil 4 as an influence on the God of War series, including God of War II (2007) and particularly God of War (2018), which was influenced by Resident Evil 4's "combination of poised camera exploration and scavenging".[239] Uncharted director Bruce
Straley called the Resident Evil 4 village sequence the best opening fight in a video game.[240] Resident Evil Village is heavily influenced by Resident Evil 4 with its own director stating, "If Resident Evil 7 was like a reboot that inherited the DNA of the original Resident Evil, then you could say that this time we're doing the same for Resident Evil 4.
We've designed the game and its structure with Resident Evil 4's essence in mind".[241] VentureBeat credits Resident Evil 4 as an early example of HD video game remasters.[227] A remake of Resident Evil 4 was released on March 24, 2023 on PlayStation 4, PlayStation 5, Windows, and Xbox Series X/S.[1][242] The remake was also announced for
the iPhone 15 Pro, to be released between late 2023 to early 2024.[243] In June 2021, the photographer and author Judy Juracek launched legal proceedings against Capcom for allegedly using images from her book Surfaces: Visual Research for Artists, Architects, and Designers without her permission to create textures for multiple games, including
Resident Evil 4 and Devil May Cry.[244][245] The parties reached an undisclosed settlement outside of court in February 2022.[246] Capcom and Juracek have amicably resolved their dispute concerning the alleged use of her photos in Capcom's games. A dismissal was filed on February 7, 2022 with the District of Connecticut to end the lawsuit.[247]
~ Original Windows version developed by Sourcenext; Oculus Quest 2 version developed by Armature Studio. ™~ Known in Japan as Biohazard 4 (Japanese: /\- & /\t— 4, Hepburn: Baiohazado 4) ~ Shared with Kingdom Hearts IT ~ a b McWhertor, Michael (June 2, 2022). "Resident Evil 4 remake announced, coming March 2023". Polygon. Archived
from the original on June 2, 2022. Retrieved June 2, 2022. ©~ Stanescu, Alexandru (February 1, 2007). "Resident Evil 4". Softpedia. Archived from the original on October 22, 2012. Retrieved September 1, 2011. The camera problems have been finally solved thanks to a very useful over-the-shoulder and behind the player camera that makes the whole
aiming process really easy. © a b "Resident Evil 4 - Gamecube Preview at IGN". IGN. March 17, 2004. p. 2. Archived from the original on March 20, 2012. Retrieved September 1, 2011. ©~ "Resident Evil 4 Secrets Revealed". IGN. March 23, 2004. p. 1. Archived from the original on March 20, 2012. Retrieved September 3, 2011. ©~ Schedeen, Jesse
(February 26, 2009). "Resident Evil: The Many Looks of the Infected". IGN. p. 7. Archived from the original on April 23, 2012. Retrieved September 3, 2011. ©~ Mike, Major (October 5, 2005). "Feature: Resident Evil 4 - Weapons of Mass Destruction Guide". GamePro. Archived from the original on June 7, 2011. Retrieved September 5, 2011. ©
Stratton, Stephen (2007). "Weapons and Items". Resident Evil 4 (Wii version): Prima Official Game Guide. Prima Games. ISBN 978-0-7615-5701-2. ~ "Resident Evil 4: Separate Ways". IGN. September 26, 2005. Archived from the original on October 15, 2007. Retrieved September 3, 2011. ~ Williams, Bryn (September 26, 2005). "Previews: Resident
Evil 4". GameSpy. Archived from the original on March 4, 2016. Retrieved September 3, 2011. ™ Drake, Audrey (September 21, 2011). "Resident Evil 4 HD Review - PlayStation 3 Review at IGN". IGN. Archived from the original on June 3, 2012. Retrieved October 20, 2011. ~ Capcom Production Studio 4 (October 25, 2005). Resident Evil 4
(PlayStation 2). Capcom. Leon: It was right before I was to take on my duties of protecting the President's daughter when she was abducted. That's the ultimate reason I'm in this lonely and rural part of Europe. According to our intelligence, there's reliable information of a sighting of a girl that looks very similar to the President's daughter.
Apparently, she's being withheld by some unidentified group of people. Who would have thought my first job would be a rescue mission?{{cite book}}: CS1 maint: numeric names: authors list (link) ~ Pham, Alex (February 12, 2009). "Racism in Resident Evil 5? Capcom, two black actors respond". LA Times. Archived from the original on January 31,
2019. Retrieved August 20, 2019. ™ Schedeen, Jesse (February 26, 2009). "Resident Evil: The Many Looks of the Infected". IGN. p. 7. Archived from the original on April 23, 2012. Retrieved September 3, 2011. ©~ a b Capcom Production (October 25, 2005). Resident Evil 4 (PlayStation 2). Capcom. Leon: We decided to lay low in a castle, but it looks
like it was a bad move. / Hunnigan: Meaning? / Leon: Well it appears that this castle's also connected with the Los I[luminados. They must not get many visitors cuz they're giving me one hell of a welcome. / ... / Saddler: Oh, I believe I forgot to tell you that we gave you the same gift. / Leon: (When I was unconscious.) ©~ Capcom Production Studio 4
(October 25, 2005). Resident Evil 4 (PlayStation 2). Capcom. Sera: That is the incident with the viral outbreak right? I think I might have seen a sample of the virus in the lab at my department.{{cite book}}: CS1 maint: numeric names: authors list (link) ©~ Capcom Production Studio 4 (October 25, 2005). Resident Evil 4 (PlayStation 2). Capcom. Leon:
Calm down. Everything's going to be just fine. My name's Leon, I'm under the President's order to rescue you. / Ashley: What? My father? / Leon: That's right, and have to get you out of here. Come with me.{{cite book}}: CS1 maint: numeric names: authors list (link) ~ Capcom Production (October 25, 2005). Resident Evil 4 (PlayStation 2). Capcom.
Saddler: If you must know, my name is Osmund Saddler, the master of this fine...religious community. / Leon: What do you want? / Saddler: To demonstrate to the whole world, our astounding power, of course. No longer will the United States think they can police the world forever. So we kidnapped the President's daughter, in order to give her our
power, and then send her back. ©~ Capcom Production Studio 4 (October 25, 2005). Resident Evil 4 (PlayStation 2). Capcom. 'Saddler: Now that I have the sample, you serve me no purpose. / Leon: Saddler! / Saddler: My boy Salazar will make sure you follow the same fate. / Leon: Stay with me, Luis. / Sera: I am a researcher...hired by Saddler. He
found out what I was up to. / Leon: Don't talk. / Sera: Here. It should suppress the growth of the parasite. The sample...Saddler took it. You have to get it back.{{cite book} }: CS1 maint: numeric names: authors list (link) ™ Capcom Production Studio 4 (October 25, 2005). Resident Evil 4 (PlayStation 2). Capcom. Leon: You, working with Wesker. / Ada:
I see you've been doing your homework.{ {cite book}}: CS1 maint: numeric names: authors list (link) ©~ Capcom Production Studio 4 (October 25, 2005). Resident Evil 4 (PlayStation 2). Capcom. Krauser: I died in the crash two years ago. Is that what they told you? / Leon: You're the one who kidnapped Ashley! / Krauser: You catch on quick. That's
expected. After all, both you and I know where we come from. / Leon: What do you want? / Krauser: Hmph. The sample Saddler developed, that's all.{ {cite book}}: CS1 maint: numeric names: authors list (link) ©~ Capcom Production Studio 4 (October 25, 2005). Resident Evil 4 (PlayStation 2). Capcom. Krauser: Saddler's got it. It seems he's sniffed
out our little game. / Ada: Perfect. / Krauser: Just so we understand each other clearly, I don't trust you. Nor does Wesker. If you try to do anything clever, I will kill you. / Ada: Is that so? You know, I met Wesker long before you.{{cite book}}: CS1 maint: numeric names: authors list (link) ©~ Capcom Production Studio 4 (October 25, 2005). Resident
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folks' major malfunctions that cause them to want to murder Leon by any means necessary, and without any concern for their own safety? The game's humanoid enemies seem much more unsettling than your typical zombies, since they show basic signs of intelligence, yet their hatred for Leon far eclipses their own survival instinct. Still, it'll take just
one slash of a sickle or one pitchfork gouging to teach you to terminate these savages without hesitation. They're creepy, memorable foes. And, without spoiling anything, they're just the tip of the iceberg. Despite Resident Evil 4's unique controls and perspective, it's easy to come to grips with how the game is played. In fact, it might leave you
wondering why it took someone so long to pull off a game in this fashion, because the controls and perspective work so well. Resident Evil 4 is presented in cinematic widescreen, so if you have a standard television set, you'll view the action in letterbox format. This not only contributes to the game's movielike feel, but it also gives you some much-
needed peripheral vision of your surroundings. You view the action from behind Leon, and the perspective zooms in to a close, over-the-shoulder view when you ready a weapon, which you can easily aim using its laser sight. Realistically, Leon doesn't have a perfectly steady hand when aiming, but since most of the combat occurs in brutal close
quarters, you don't usually need pinpoint accuracy to get the job done. You cannot move and fire at the same time, nor can you strafe from side to side as you can in a typical shooter, though Resident Evil 4 plays very much like a shooter otherwise. The zoomed view while aiming works great for drawing a bead on your enemies, but you naturally lose
some of your situational awareness in the process, because you can see more of your periphery when you're not aiming at what's in front of you. Exquisitely detailed environments and some unforgettable foes await. This dynamic has an exceptional way of heightening tension, since your foes love trying to surround you. They move and behave with
frightening realism in the context of the game, and overall, the enemy design in Resident Evil 4 is truly outstanding. There are many things that look terribly lifelike and will send a chill down your spine, making you desperately want to kill them before they kill you first, in some sort of horrible fashion. Fortunately, the controls feel like they're tuned
just right to give the game the same sort of pacing inherent to an action horror movie. The absence of the ability to sidestep doesn't hurt gameplay and instead accentuates the toe-to-toe confrontations, while the ability to quickly turn around using a simple controller command is more than welcome. The game expertly makes you feel that you're both
watching a freaky, nail-biting movie about Leon and actually walking in his shoes. In fact, despite the high quality of the action, some of the best moments are the purely suspenseful ones when you're exploring while knowing full well that things aren't going to remain this quiet for long. Possibly the best thing about Resident Evil 4's actual gameplay is
the incredible amount of care and attention to detail that clearly went into the core action of the game. Leon's arsenal will expand to include shotguns, rifles, and automatics, and each of these causes a wholly satisfying and convincing result when used in any fashion against a given foe. For example, you can trip up an axe-wielding lunatic by shooting
him in the knee, and then you can put him out of his misery with a subsequent shot to the head. Or you can stagger an enemy by shooting him in the midsection and then send him careening into his cohorts with a mighty roundhouse kick. Incendiary grenades cause foes to burst into flames, while other explosions will cause Leon to steady himself
from their intense heat and blasts. The game features some subtle use of realistic physics and plenty of great little touches, such as how Leon can opt either to quietly open a door or violently kick it open. Many other context-sensitive actions are available throughout the game, giving you the impression that Leon is highly versatile and just possibly
capable of dealing with the horrors he'll have to confront. Grisly sights like these don't faze Leon S. Kennedy, but they might well disturb you...in a good way! One of the wonderful ways in which Resident Evil 4 plays with shooter conventions is that shooting things in the head isn't a surefire way to kill every foe, even though it often results in a
spectacular splattering of all kinds of nauseating substances. Though the weapons in Resident Evil 4 have a terrifically powerful feel to them, the game somehow manages to make its enemies seem like they're superhumanly strong as well, so you'll naturally start to consider new, unconventional types of tactics. You'll notice this when, for example, a
perfect shot to an enemy's head doesn't cause him to instantly die but instead causes him to wince in pain and anger as though struck by a stone instead of a bullet. The feeling that you're heavily armed and yet faced with an unnatural enemy is often what makes the game seem so intense, which makes moments when you feel desperate and helpless



seem that much more poignant when they occur. Resident Evil 4 is an action adventure game with an emphasis on action. There's rarely any question about where you're supposed to go next or what you're supposed to do, even though some of the environments are quite open-ended. The game is so action-packed that even some of the seemingly
noninteractive cinematic cutscenes require fast reflexes on your part (so don't you dare put down the controller). A quick button press will cause you to make Leon avoid certain death, while a lack thereof...well, you'll see. Deviously, the button presses are randomized so that even if you memorize the circumstances of when you need to react, you'll
still need to be careful. And this simple, subtle bit of gameplay turns out to be great, probably because it's used sparingly. At other times, reactive, timing-based button presses or rapid button presses will be demanded of you in the context of the game's numerous and universally amazing battles against major enemy foes; these moments help instill
boss battles with real dramatic flair. One can't easily describe just how incredible and frightening some of these battles are, so we'll put it this way: It's no exaggeration to say that Resident Evil 4 has some of the greatest boss fights of any game. Meanwhile, a convenient map is always available to helpfully point you in the right direction, but it's rarely
necessary, because the game is paced so well, and because it's not difficult to orient yourself within environments that are as detailed as these. Some great cinematic cutscenes will keep you on the edge of your seat. The game's occasional puzzle elements seem almost like concessions to diehard fans of the series, since they're rather simplistic and
definitely take a backseat to all the fighting. They're fortunately rare enough to where you'll appreciate them for letting you catch your breath, and they're easy enough to figure out that you probably won't find yourself feeling stuck. But despite the downplaying of the puzzle elements, this is no mindless shooter, so you'll really need to think on your
feet and take advantage of the environment to defeat some of your enemies. Some of the combat is definitely difficult, especially since many of your foes' attacks will rightfully inflict grievous damage or even kill you outright if you don't successfully avoid them. Yet while Resident Evil 4 offers a stiff challenge, it's a level of difficulty that feels just right
in a game whose many dangers certainly don't seem like they should be easy to overcome. The difficulty also scales up seemingly in perfect harmony with your growing comfort level with the weapons and foes on offer, so it feels like there's always going to be some new and unique challenge awaiting you around every corner. You might also notice
how even though the game is fairly liberal about giving you ammunition for your weapons, it gradually tightens the leash, compelling you to make your shots count. At any rate, should Leon get killed, the game almost never sets you back too far, so it doesn't get frustrating. Save points are also liberally interspersed throughout, which is good, since
not everyone will prefer taking this sort of concentrated action in large doses, because most every enemy encounter will leave you breathless. There's one aspect of play that sometimes interrupts Resident Evil 4's exquisite pacing, and that's the necessity of having to fumble around in your inventory. Though you can readily switch between a gun and
your trusty knife at the touch of a button, switching between different guns (or using healing items) requires you to go in to the inventory screen. A more streamlined means of weapon switching would have been convenient, especially since many situations will require you to use multiple weapons for their unique properties. Inventory space is limited,
too, so you'll sometimes need to shuffle the contents around to make room for new items. This is mildly annoying at times, but it's a small price to pay for a system that infuses Resident Evil 4 with sort of a role-playing-game feel, which really helps lend a sense of cohesion and character development to the adventure. You'll both earn money and
gradually increase your maximum health as you progress, and you'll be able to purchase new weapons as well as weapon upgrades from a mysterious shopkeeper whom you'll encounter in the strangest places throughout the game. Leon can pack a lot of heat, but you'll need to think carefully about which weapons to bring to bear. The shopping
portion of Resident Evil 4 is well designed, insofar as you'll need to make some tough, interesting decisions about whether to purchase new weapons or upgrade the ones you've got. And if you decide to upgrade them, then how? You can improve their power, ammo capacity, rate of fire, and more. All told, there's a great variety of excellent weapons in
the game, which helps keep the action feeling fresh for the solid 25-or-so hours it takes to reach the end of the story. Resident Evil 4 is a single-player game, but don't let that stop you from inviting your friends over to gawk at it. It's also loaded with secrets and extras that can be found both during the course of the adventure and after unlocking them
following the completion of the game. There's definitely a lot of lasting value here beyond the initial play-through, and not just because it would naturally be fun to play through multiple times, but because there are clear incentives to go back through at least once again, as well as to explore some of the other extras. The bonus content serves to
reinforce how much effort must have gone into this game. Of course, effort alone isn't enough to make a game like Resident Evil 4. This is the result of an extreme level of talent on multiple fronts, and you need look no further than the presentation--as demonstrated by the graphics and sound--for proof. Resident Evil 4 perfectly and constantly evokes
a suffocating, scary atmosphere, yet it's one that's rich with intrigue. Environments aren't highly interactive, but you'll probably love just looking around in them even if you can't pick up and examine every single object in every single room. The various characters are also meticulously detailed and distinctively stylized, and they move and interact in
their environments with such a level of lifelike authenticity that you just might never look at games the same way again after seeing some of the stuff here. Visual effects are also universally superb, especially the fire, which looks completely real. The game does have maybe a couple of unsightly blemishes in the form of clipping issues, as you'll
sometimes see enemies' limbs and weapons jutting through solid doors, but it's not nearly enough to knock Resident Evil 4 from its perch as one of the best-looking games ever made. Resident Evil 4 looks best when viewed on a great big progressive scan display, but it looks amazing no matter what, and by any standard. It's also technically
impressive in less-apparent ways, such as in how there are virtually no discernable loading times at any point in the game, which helps to keep you immersed in the experience. Do yourself a big favor. Play this game. Any horror movie aficionado can tell you that audio is one of the most important factors in evoking a sense of dread and suspense, and
Resident Evil 4 is an excellent example of this. The game's generally good voice acting is undermined somewhat by a goofy script, but all other aspects of the audio, from the chilling ambient noises you'll frequently hear to the roar of your various weapons to the occasional and perfectly placed musical cues, are terrific. Here's a game for which it
might just be worth springing for a Pro Logic II-enabled surround sound system if you don't already have one. That way, even if you don't know Spanish, you'll instinctively reel around to face your foes when they announce their attacks from behind you. At any rate, rest assured that much of the audio in Resident Evil 4 will be just as memorable as
many of the atrocious-in-a-good-way things you'll see. It's difficult to decide whether the audio is even better than the visuals, but there's no question these elements work extremely well together to create an incredibly atmospheric experience. You'll surely find from playing or even just watching Resident Evil 4 that all this sort of high praise is
warranted, though it's worth reiterating that this is one of those games that you ought to approach with as few preconceived notions as possible. Essentially, if you've been entertained by any other mature-rated action game recently, then chances are you'll be blown away by this one. It's that good.



