
Why Spatial Audio Gameplay in The Last of Us Part
II Remastered Changes Everything

Hearing the Apocalypse in a New Dimension
I have played through The Last of Us Part II Remastered more times than I care to count. Each
run taught me something different about Ellie's relentless pursuit or Abby's desperate search
for redemption. But nothing prepared me for the shift that came when I finally plugged in a
decent pair of headphones and let the PlayStation 5's Tempest Engine do its work. The game I
thought I knew became a completely different experience. This is what happens when you stop
just playing and start truly listening to spatial audio gameplay.

The difference between standard stereo and proper 3D audio is not subtle. In stereo, a clicker
sound or a runner's shriek comes from a general direction. With spatial audio on the PS5, that
same sound has a precise location in three-dimensional space. I can hear an infected moving
behind a wall two floors above me, and I know exactly where to aim before I even see them.
During my no damage run on Grounded difficulty, that awareness made the difference between
surviving a encounter and starting over from the last checkpoint.



How the Tempest Engine Rewrites the Rules
Sony invested serious engineering into the Tempest Engine, the custom audio chip inside the
PlayStation 5. It processes hundreds of sound sources simultaneously, applying individual
transfer functions that mimic how sound waves interact with the shape of your ears and head.
This is not virtual surround sound. It is true 3D audio. The result is a soundstage that feels as
real as the world around you.

Naughty Dog built The Last of Us Part II Remastered with this technology in mind. Every
environmental sound, every footstep on gravel versus concrete, every distant gunshot carries
positional data that the Tempest Engine decodes in real time. When I play with headphones, I
can close my eyes and point to where a clicker is shuffling in the dark. That precision is not a
gimmick. It is a survival tool, especially when you are trying to complete a no damage run and
every mistake costs you the whole attempt.

The game also uses audio occlusion, a technique where sounds are filtered based on what is
between you and the source. A shout from behind a concrete wall sounds muffled. A runner
crashing through a window sounds sharp and immediate. This level of detail means you can
read the environment through your ears alone. In the overgrown streets of Seattle, where

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


visibility is often blocked by tall grass or wrecked cars, spatial audio gameplay becomes your
primary sense for threat detection.

From Jackson to Santa Barbara: A Journey in Sound
The Last of Us Part II Remastered takes you from the snowy forests of Jackson, Wyoming to
the rain-soaked ruins of Seattle and finally to the sun-bleached beaches of Santa Barbara. Each
location has a distinct acoustic fingerprint. In the open fields near Jackson, sounds carry far
and echo off distant hills. In the cramped subway tunnels of Seattle, every footstep
reverberates and every infected groan bounces off concrete walls. The 4K HDR visuals are
stunning, but the audio is what sells the reality of these spaces.

During my Grounded difficulty run, I learned to rely on audio cues to avoid unnecessary fights.
A group of human enemies talking ahead means I can plan a stealth approach. A single runner
foraging in a room below tells me to clear that area first before moving on. The DualSense
controller adds another layer. Its haptic feedback rumbles in sync with low-frequency sounds,
letting me feel the thud of a Bloater's footsteps before I hear them. The combination of haptic
feedback and 3D audio creates a feedback loop that makes the world feel physically present.

Even the quiet moments benefit. Collectibles like letters, artifacts, and trading cards are
scattered throughout the world. In standard audio, finding them is a visual hunt. With spatial
audio, you can sometimes hear the faint rustle of paper or the clink of a metal object before
you see it. It turns exploration into a more natural process, like searching for something in a
real room rather than scanning a flat screen.

https://youtu.be/tKu_zJDppq4


Why Headphones Matter More Than You Think
The full benefit of spatial audio gameplay requires headphones. Built-in TV speakers or even
high-end soundbars cannot reproduce the same level of precision. The Tempest Engine creates
a virtual soundfield that is designed for headphones, where each ear receives an independent
signal. With a soundbar, you lose the ability to place sounds accurately above or behind you. In
a game where a stalker can drop from a ceiling or a dog can circle around you, that vertical and
rear positioning is critical.

I have tested several headphone setups. Even a modest pair of wired headphones delivers a
noticeable improvement over any speaker configuration. The DualSense controller's 3D audio
processing works with any headset plugged into the controller, so you do not need expensive
gear to get the benefit. What matters is that the headphones seal well enough to block outside
noise. Ambient noise from a busy room will collapse the illusion of the soundstage.

One detail many players miss is that the game's audio settings include a "3D Audio" toggle.
When enabled, it applies the Tempest Engine's processing to all sound sources. I recommend
leaving it on from the start. The only downside is that some dialogue can sound slightly less
focused in the center channel, but the trade-off for environmental awareness is worth it. After a
few hours, your brain adapts and the dialogue placement feels natural again.

Practical Tips for Your Own No Damage Run
If you are attempting a no damage run on Grounded difficulty, spatial audio gameplay is not a
luxury. It is a requirement. Here are a few practical observations from my own playthroughs:

Adjust the audio mix in the settings to emphasize sound effects over music. The
score is beautiful, but during combat you need to hear enemy footsteps and weapon
clicks first.

Keep the headphone volume moderate. Loud volumes can cause ear fatigue over a
four-hour session, and fatigue leads to mistakes. A comfortable level preserves your
ability to hear subtle cues.

Practice identifying enemy types by sound alone. A clicker has a distinct wet clicking
noise. A runner breathes heavily. A stalker moves with a dragging foot. Learn these
and you can react before they are in visual range.

Use the environment to mask your own movement. Running on grass is quieter than
running on metal. The game models surface-specific footstep audio, and the enemies'
AI reacts to sound. Move deliberately.

Pause and listen before entering a new area. The game loads audio for nearby
enemies before you see them. A few seconds of stillness can tell you how many



hostiles are ahead and what type they are.

These tips come from dozens of failed attempts. The first time I tried a no damage run, I relied
on visual cues and got killed by a runner that came from behind a corner I thought was clear.
After I started treating the audio as my primary radar, my survival rate improved dramatically.
By the time I reached Santa Barbara, I was moving through enemy camps with the confidence
of someone who could hear every patrol route.

The Legacy of Sound Design at Naughty Dog
Naughty Dog has always prioritized audio as a storytelling tool. The original The Last of Us
used ambient sound to build tension and convey emotion. With The Last of Us Part II
Remastered, they pushed that philosophy further by integrating with Sony's Tempest Engine.
The result is a game that demands to be heard as much as it is seen.

Even the collectibles tell a story through sound. A note left by Herbert Hoover's relief workers in
the quarantine zone has a different acoustic context than a letter found in a sunlit beach
house. The audio team recorded Foley for thousands of individual objects and surfaces. When
you pick up a collectible, the sound of the object in your hands changes based on its material.
A metal tin sounds different from a paper note. That kind of detail is easy to miss in stereo, but
in 3D audio it adds a layer of realism that pulls you deeper into the world.



The DualSense controller's haptic feedback also deserves mention. It works in concert with the
spatial audio to deliver physical sensations that match the soundscape. When a clicker shrieks
nearby, the controller vibrates in a specific pattern that mirrors the sound's frequency. When
you draw a bowstring, the tension builds in the haptics as the audio pitch rises. It is a feedback
loop that makes the game feel less like a simulation and more like a lived experience.

The Verdict: A New Standard for Immersion
I have played many games with great sound design, but few have used spatial audio gameplay
as effectively as The Last of Us Part II Remastered. The combination of Naughty Dog's
meticulous audio direction, the Tempest Engine's processing power, and the DualSense



controller's haptic feedback creates an experience that sets a new benchmark for immersion
on console. If you own a PlayStation 5 and have not yet played this game with a good pair of
headphones, you are missing out on one of the most technically impressive audio experiences
available.

The future of game audio is not just about louder explosions or clearer dialogue. It is about
placing the player inside a living, breathing world where every sound carries meaning. The Last
of Us Part II Remastered, played on Grounded difficulty with a no damage run goal, proves that
mastery of spatial audio can transform a difficult challenge into a manageable, even enjoyable,
test of skill. It turns the game from a series of scripted encounters into a dynamic sensorium
where your ears are as important as your reflexes.

Whether you are a speedrunner, a completionist hunting every collectible, or just a player who
wants to feel fully present in the story, spatial audio gameplay is the key that unlocks the full
potential of this masterpiece. Plug in your headphones, enable 3D audio, and let the Tempest
Engine show you what you have been missing.


