
How to Get Studio-Quality Game Audio for Your
YouTube Playthroughs
I have spent years chasing a specific sound. Not just clean audio, but the kind that makes a
viewer reach for their headphones without thinking about it. When you are recording a no-
damage run of a survival horror game, the difference between a passable recording and
something truly immersive comes down to one thing: studio-quality game audio. It is the
difference between a viewer watching your video and a viewer living through your run.

Most gamers start with whatever microphone comes built into their headset or a budget USB
mic. That is fine for chatting with friends. But for a channel built around story-driven
experiences, where every creak of a floorboard or distant growl carries narrative weight, you
need to treat your audio chain like a small recording studio. After years of trial and error, I have
settled on a workflow that consistently delivers studio-quality game audio without requiring a
Hollywood budget.

The Foundation: Your Microphone and Room
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The first mistake I made was ignoring my recording environment. I spent months trying to fix a
hollow, boxy sound in post-production before I realized the problem was my room. You can
own a Sennheiser MKH 416 and still sound like you are recording from inside a cardboard box
if your room tone is bad. The solution is not a treated booth. It is strategic placement and a
little acoustic treatment.

I use a dynamic microphone, specifically a Shure SM7B, because it rejects background noise
better than a large-diaphragm condenser. But the real secret is understanding your room tone.
Record thirty seconds of silence in your space and listen back. You will hear a low hum from
your PC fans, maybe a refrigerator, or a slight echo. That is your baseline. You cannot remove it
perfectly later. So you reduce it at the source: move your microphone away from reflective
surfaces, hang a heavy blanket behind you, and turn off anything that hums. This step alone
improved my audio more than any plugin ever could.

Once your raw vocal track is clean, you have a foundation that can support high-fidelity
processing. A noisy recording will never become studio-quality game audio, no matter how
much you compress or EQ it. Garbage in, garbage out.

Capturing Game Audio: More Than Just Stereo
Your microphone is only half the equation. The game itself produces audio that needs to be
captured with the same care. Modern survival games are mixed for immersive sound, often
using Dolby Atmos or binaural audio to create a sense of space. If you record that through a
simple stereo mix, you lose the placement cues that make a no-damage run possible. You need
to hear exactly where that monster is in relation to you.

For YouTube audio, the standard is stereo, but you can preserve a wide sound stage by
recording the game audio separately from your commentary. I use a dedicated capture device
that records the game audio as a clean, uncompressed WAV file. This lets me keep the full
dynamic range of the game engine, from the quietest footsteps to the loudest explosion,
without the microphone bleed that happens when you record everything together. Then in post-
production, I can blend my commentary with the game audio at levels that feel natural.

Some games even offer internal audio routing that lets you isolate sound effects, dialogue, and
music. If a game has that option, use it. It gives you the ability to duck the music slightly during
your commentary while keeping the Foley and ambience loud enough to sell the scene. That
kind of control separates a basic playthrough from something that feels like a short film.

Post-Production Workflow: Where the Magic Happens
Post-production is where you transform a clean recording into studio-quality game audio. I use
Pro Tools because it offers the kind of waveform editing precision I need for removing breaths,
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clicks, and mouth sounds. But you could use any DAW that supports real-time audio
processing and loudness normalization. The principles are the same.

Start with your commentary track. Apply a high-pass filter at around 80 Hz to remove low-end
rumble. Then use a de-esser to tame harsh S and T sounds. After that, a gentle compressor
with a ratio of around 3:1 will even out your volume so you are not whispering one moment and
shouting the next. The goal is a consistent level that sits comfortably in the mix without
sounding squashed.

Next, bring in the game audio. This is where you have to make judgment calls. A no-damage
run relies on audio cues, so you want the game sound to be prominent. But it must never
overpower your voice. I set my commentary to peak around -6 dB and the game audio to peak
around -12 dB, then use sidechain compression to automatically lower the game audio
whenever I speak. That way the viewer always hears me clearly, but the game world never
disappears.

Loudness normalization is critical for YouTube audio. YouTube applies its own normalization
to keep all videos at a consistent perceived loudness. If your video is too quiet, it gets boosted
and introduces noise. If it is too loud, it gets crushed. Target -14 LUFS (Loudness Units relative
to Full Scale) for your final mix. I check this with a loudness meter plugin before exporting. It is
a small step that prevents your hard work from sounding weak or distorted after upload.



Headphones: Your Monitoring Tool
You cannot mix what you cannot hear. For years I used gaming headsets with exaggerated
bass and treble, which made everything sound exciting but gave me no idea what the recording
actually sounded like. Switching to neutral, open-back headphones changed everything. I use a
pair of Sennheiser HD 600s because they have a flat frequency response that reveals the truth
of your mix. If your vocal has a harsh peak at 2 kHz, you will hear it. If the game audio has a
low-end rumble that muddies your voice, you will catch it.

Good headphones also help with binaural audio. When a game uses binaural mixing to
simulate three-dimensional space, you need headphones that can reproduce that spatial



information accurately. Cheap headphones smear the sound stage. Good ones let you pinpoint
exactly where a sound originated, which is useful for both gameplay and mixing.

Common Pitfalls and Trade-Offs
One mistake I see often is over-processing. Beginners think more plugins equal more
professional sound. The truth is that studio-quality game audio often comes from subtraction,
not addition. Too much compression makes your voice sound lifeless. Too much EQ can
introduce phase issues. Aim for the lightest touch that achieves your goal.

Another pitfall is ignoring ASMR elements. In a quiet scene, the subtle sounds of a character
breathing or a distant wind can create tension. But if your room tone is noisy, those quiet
moments will be ruined by hiss. That is why I record room tone for thirty seconds before every
session. I can use that recording for noise reduction in post-production, sampling the exact
noise profile of my room and removing it from the silent parts of my commentary. It is a
technique borrowed from Foley artists, and it works wonders.

Real-time audio processing is tempting, but I avoid using too many live effects while recording.
It adds latency and can introduce artifacts. Record dry, process later. Your computer will thank
you, and you will have more flexibility in the mix.

Final Mix and Export
Before you export, listen to your entire video on both headphones and speakers if you have
them. Check that the commentary is clear, the game audio is present, and nothing is clipping.
Use a loudness meter to confirm you hit -14 LUFS. Then export as a high-bitrate AAC or WAV
file. YouTube will re-encode it anyway, but starting from a clean source minimizes generational
loss.

I always do a final pass with fresh ears the next day. Our brains trick us into thinking a mix
sounds good after we have listened to it twenty times. A day of distance reveals problems we
missed. If you have the time, it is worth it.

Getting studio-quality game audio for your channel is not about having the most expensive
gear. It is about understanding each link in the chain: your recording environment, your
microphone technique, your capture setup, your post-production workflow, and your
monitoring. Master those, and your viewers will feel like they are in the room with you, or better
yet, inside the game.


