Grounded Difficulty Challenge: Lessons from The
Last of Us Part 1| Remastered

There is a difference between playing a game and truly understanding it. Most players finish a
title like The Last of Us Part || Remastered on a standard difficulty, absorb the story, and move
on. But for those who seek the full picture of what Naughty Dog engineered, the grounded
difficulty challenge offers something deeper. It is not just a test of reflexes. It is a method of
learning the game's systems so thoroughly that you begin to see the seams in the world, the
logic behind every enemy patrol, and the weight of every single bullet.

What Grounded Difficulty Actually Changes

Grounded difficulty is the hardest preset in The Last of Us Part || Remastered. Enemies deal
more damage, player health is reduced, and resources are scarce. The game forces you to treat
every encounter as a puzzle rather than a shooting gallery. Unlike lower difficulties where you
can soak up a few hits and still recover, Grounded difficulty makes a single mistake costly. You
have to think about positioning, sound, and the order of kills in a way that feels more like
planning a heist than playing a video game.
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The grounded difficulty challenge goes further than just higher numbers. It changes the

behavior of enemies. They flank more aggressively, communicate better, and push your
position when you stay still too long. The infected, too, become more unpredictable. A clicker
that you miss can draw a whole horde. The game's Al, already impressive on lower settings,
becomes genuinely threatening. You cannot rely on checkpoints to save you from sloppy play
because the gap between checkpoints can be long, and one death sends you back to the start
of a large encounter.

What makes the grounded difficulty challenge so rewarding is that it forces you to use every
tool Naughty Dog gave you. Stealth is not optional; it is essential. You learn to read the patrol
routes of the WLF soldiers in Seattle, to identify the lone guard you can take down silently, and
to hide bodies before a patrol finds them. The game's weapon modification system becomes
critical. A silenced pistol is worth its weight in gold, but you have to decide whether to use a
suppressor on a single enemy or save it for a tougher fight. Every resource has to be weighed
against the next encounter.

The No Damage Playthrough: A Different Beast


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

Some players take the grounded difficulty challenge to its logical extreme. They attempt a no
damage playthrough, where they complete the entire game without taking a single hit. This is
not a mode that Naughty Dog built into the options menu. It is a self-imposed restriction that
turns a hard game into an almost impossible one. The no damage run requires perfect
knowledge of enemy spawns, attack patterns, and the exact timing of dodges. One slip means
restarting the encounter, or in the case of a permadeath run, restarting the entire chapter.

Permadeath and no damage together represent the highest form of the grounded difficulty
challenge. They demand that the player treat every corridor, every room, and every open street
as a potential death trap. You cannot afford to rush. You cannot rely on luck. The game's 4K
HDR presentation makes the world look beautiful, but it also makes every shadow and every
reflection a clue. The visual fidelity helps you spot an enemy hiding behind a counter or an
infected crouching in the dark. It becomes a tool for survival rather than just eye candy.
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The collectibles in The Last of Us Part Il Remastered add another layer to the grounded
difficulty challenge. On a normal playthrough, you can wander off the path to find a trading card
or a note without much risk. On Grounded difficulty, every detour is a gamble. You have to
decide whether the reward is worth the extra exposure. Some collectibles are placed in areas
that are actively dangerous, and reaching them requires you to clear an entire group of
enemies first. The payoff is not just a trophy but the satisfaction of having earned that piece of
lore through skill rather than luck.

Playing as Ellie and Abby Under Pressure



The game splits its story between two protagonists, Ellie and Abby. Each has a different
playstyle. Ellie is more agile and relies on stealth and speed. Abby is stronger and can take
more punishment, but she also faces different kinds of enemies. The grounded difficulty
challenge treats both characters the same in terms of damage, but the player has to adapt
their approach. With Ellie, you can dart between cover and use your smaller hitbox to slip away.
With Abby, you have to stand your ground more often, trading blows because you cannot
always run.

This duality is what makes the grounded difficulty challenge feel fresh across the entire
campaign. You cannot just learn one set of tactics and coast through. The game forces you to
think like Ellie when you are in Seattle's flooded streets, then switch to Abby's heavy-handed
approach when the story shifts. The challenge run becomes a test of adaptability, not just
memorization. You have to know when to use stealth, when to go loud, and when to run away
entirely. The infected, the WLF soldiers, and the Seraphites all require different strategies.

The grounded difficulty challenge also changes how you view the game's story. When you are
fighting for every inch of ground, the emotional weight of the narrative lands differently. The
desperation that Ellie feels in the cutscenes becomes something you share. The violence is not
abstract. You feel the cost of every kill because you had to work for it. The game's themes of
revenge and loss become personal because you have experienced the struggle firsthand.

Speedrunning vs. Completionist Runs

There are two main schools of thought when approaching the grounded difficulty challenge.
The speedrun approach focuses on completing the game as fast as possible, often skipping
optional encounters and collectibles. This requires a deep understanding of the game's routing
and glitch exploitation. The speedrun is about efficiency over thoroughness. Every second
counts, and you learn the most direct path through each area.

The opposite approach is the completionist run. You collect every artifact, every note, every
trading card. You clear every optional encounter. This version of the grounded difficulty
challenge is about endurance. You have to maintain focus for hours, knowing that one mistake
can cost you a significant portion of progress. The completionist run gives you the full 4K HDR
experience of the game's world, but it also tests your patience. You have to be willing to die and
retry, to learn from every failure, and to keep going even when the game feels unfair.

Both approaches have their merits. The speedrun teaches you the game's shortcuts and
hidden systems. The completionist run teaches you its depth and detail. The grounded
difficulty challenge can accommodate both, and that flexibility is part of what makes it such a
compelling way to play. You can choose your own level of suffering.



Accessibility Options and the Spirit of the Challenge

Naughty Dog included extensive accessibility options in The Last of Us Part || Remastered.
These options allow players with different needs to enjoy the game. However, the grounded
difficulty challenge is often seen as a purist's mode. Some players argue that using any
accessibility option that reduces difficulty, such as slowing down the game speed or enabling

auto-aim, invalidates the challenge. Others argue that accessibility options are about inclusion,
not difficulty, and that the spirit of the challenge is personal.

| have seen players complete the grounded difficulty challenge with no damage using the
game's built-in assist modes. They still earned the achievement in their own eyes. The key is
that the challenge is self-defined. You set your own rules. If you want to attempt a no damage



run with the game's accessibility options turned on, that is still a grounded difficulty challenge.
It is your playthrough, your time, and your satisfaction. The only person you have to impress is
yourself.

The grounded difficulty challenge is not for everyone. It requires patience, a willingness to fail,
and the ability to learn from mistakes. But for those who take it on, the reward is a deeper
appreciation for what Naughty Dog built. The game's systems, its Al, its level design, and its
story all come together in a way that a casual playthrough cannot reveal. If you have finished
The Last of Us Part Il Remastered and felt like something was missing, try the grounded
difficulty challenge. It might change how you see the game.

Whether you are sneaking through Seattle as Ellie or fighting through the stadium as Abby, the
grounded difficulty challenge strips away the safety net. You learn to value every bullet, every
bandage, and every moment of silence. The infected become more terrifying. The human
enemies become more cunning. And the final credits feel like a genuine accomplishment
rather than a formality. That is the promise of the grounded difficulty challenge: not just a
harder game, but a more meaningful one.



