Why a No Damage Run of The Last of Us Part Il
Remastered Demands More Than Reflexes

When | first watched a no damage run of The Last of Us Part Il Remastered, | assumed it was a
fluke. A lucky break here, a perfect dodge there. But after spending hundreds of hours with
Naughty Dog's brutal masterpiece on the PlayStation 5, | know better. A no damage run is not
about luck. It is about system-level understanding, patience, and a willingness to fail more
times than most players complete the game.

| have attempted these runs myself, mostly on Grounded difficulty, and | can tell you the
difference between a regular playthrough and a no damage run is the difference between
driving on a clear highway and navigating a minefield in fog. The margin for error disappears.
One clicker bite, one stray bullet from a Seraphite patrol, and the run is over. You restart. You
learn. You try again.
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What Makes a No Damage Run Different


https://www.youtube.com/watch?v=tKu_zJDppq4
https://www.youtube.com/watch?v=tKu_zJDppq4

The term no damage run has a specific meaning in the speedrun and challenge-run

communities. It does not mean you never get hit. It means you take zero damage from
enemies, environmental hazards, or scripted events that are avoidable. If Ellie gets slashed by
a Runner and you heal, that is damage. If Abby takes a fall that costs health, that is damage.
The run ends when the health bar changes for any reason that the player could have prevented.

This is not the same as a no-hit run, which many people confuse it with. A no-hit run is stricter:
you cannot be touched at all, even if the game would not register damage. A no damage run
allows you to be touched, as long as the health bar stays full. In practice, this makes a no
damage run slightly more forgiving, but only slightly. The pressure of keeping that bar
untouched for hours of gameplay creates a tension that transforms how you see every
encounter.

Why Grounded Difficulty Changes Everything

The Last of Us Part Il Remastered on Grounded difficulty is already a lesson in humility.
Enemies are more aggressive, their aim is tighter, and your own health pool shrinks to almost
nothing. One mistake in a firefight can end a run that took hours to build. In a standard
playthrough, you might survive a bullet or two and hide behind a counter until the screen clears.
In a no damage run on Grounded, you cannot afford to be hit even once.

| remember a sequence in the Seattle hospital, playing as Abby, where | had to clear a room full
of WLF soldiers without taking a single hit. | had done it before in a regular run, but always with
a scrape or two. For the no damage run, | had to rethink the entire approach. Instead of rushing
in with the hammer, | used stealth gameplay to isolate enemies one by one. | waited minutes
for patrols to separate. | used bricks and bottles not just for distraction but for precise timing.
The patience required was immense, but the payoff was a clean room and a full health bar.


https://youtu.be/tKu_zJDppq4
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The Role of 4K HDR and Visual Clarity

One advantage of playing The Last of Us Part Il Remastered on a PS5 Pro with 4K HDR is the
visual clarity. In a no damage run, seeing an enemy's silhouette through tall grass or catching
the glint of a Seraphite's flashlight before they spot you can mean the difference between a
clean escape and a restart. The remastered version's improved lighting and texture detail help
you read the environment faster. That extra half-second of visual information matters when
you are trying to avoid damage in a game that punishes hesitation.

| have watched gameplay video of top runners using the PS5 Pro's enhanced performance
mode to maintain a steady 60 frames per second at 4K HDR. The smoothness reduces input
lag and makes split-second dodges more reliable. For a no damage run, every frame counts.
The remastered version's faster load times also matter. When you fail and need to restart, you
are back in the action in seconds, not minutes. That might sound minor, but when you are
attempting the same encounter for the thirtieth time, those seconds add up to hours saved
over the course of a run.

Stealth and Combat Mechanics Under Pressure

The combat mechanics in The Last of Us Part || Remastered are deep enough to support a no
damage run, but only if you use them intelligently. Brute force rarely works. You need to master
the interplay between stealth gameplay and direct confrontation. In the early Seattle sections
with Ellie, the open world areas give you multiple paths. A no damage runner learns to avoid



combat entirely when possible. The goal is not to fight well. The goal is to fight only when you
have no other choice, and then to end the fight before the enemy can react.

For example, the Hillcrest section is notorious among challenge runners. It is a gauntlet of
dogs, armed survivors, and tight corridors. In a no damage run, you cannot afford to trade
shots. You need to use the environment. Break line of sight. Use the tall grass. Lure enemies
into choke points where you can take them down silently. The pressure of the run forces you to
see every room as a puzzle, not a fight. That shift in perspective is what separates a no
damage run from a standard playthrough.

The Psychological Toll of a No Damage Run

| will be honest: the hardest part of a no damage run is not the gameplay. It is the mental
endurance. The longer you go without taking damage, the more the fear of losing everything
builds. | have lost runs in the final hour because | got greedy with a melee attack or because |
misjudged the patrol route of an Infected. The frustration is real, but it is also the teacher. Each
failure teaches you something about the encounter that you missed.

One thing that helps is the accessibility options Naughty Dog included in the remastered
version. You can customize the game to suit your playstyle without turning off the challenge.
For a no damage run, | found that adjusting the aiming sensitivity and enabling the high-
contrast display mode for collectibles made the experience smoother without compromising
the integrity of the run. The game does not require you to play on default settings. Using the
tools available is part of the skill.

Collectibles and the No Damage Run

Some players combine a no damage run with a full collectible hunt. That adds another layer of
difficulty. The collectibles in The Last of Us Part || Remastered are often placed in dangerous
spots. A trading card might be in a room where a Clicker spawns. A journal entry might be
behind a desk that a Seraphite patrol will spot you near. To collect everything without taking
damage, you need to plan your route in advance, memorize enemy positions, and accept that
some collectibles will require multiple attempts to reach safely.



| have seen gameplay video of runners who manage to collect every artifact in the game while
maintaining a no damage run. It is a different kind of achievement than the speedrun, which
prioritizes time over completeness. The no damage run combined with full collectibles is a test
of thoroughness and caution. It rewards players who know the game inside out, who know
exactly where every enemy is and exactly when they will move.

Why the Community Respects It

In the challenge-run community, the no damage run occupies a special place. It is not as flashy
as a speedrun, but it requires a different kind of mastery. A speedrun might involve skipping
encounters or using glitches. A no damage run demands that you face every encounter and



survive it without error. It is a pure test of skill and knowledge. The fact that The Last of Us Part
Il Remastered allows for this kind of run, with its detailed combat mechanics and responsive
controls, is a credit to Naughty Dog's design.

If you are thinking of attempting your own no damage run, start with a lower difficulty. Learn
the enemy patterns. Practice the stealth gameplay until it feels automatic. Then move to
Grounded difficulty. The first time you clear a full chapter without a scratch, you will understand
why runners keep coming back to this game. The satisfaction is not just in the achievement. It
is in the knowledge that you played the game exactly as it was meant to be played, with
precision and care, and you came out the other side untouched.



