
The Art of Sound Engineer Gameplay: Crafting
Immersive Audio for Cinematic Playthroughs

Why Audio Defines the Experience
When I first sat down to record a cinematic playthrough of a survival horror title, I thought my
microphone and capture card were enough. I was wrong. The footage looked fine, but the
audio felt flat. Footsteps had no weight. Gunshots lacked punch. The ambient audio was a
distant hum instead of a living, breathing environment. That is when I started paying real
attention to sound engineer gameplay, and my entire approach changed.

Good audio is what separates a video from an experience. It is the difference between
watching someone play a game and feeling like you are inside that world. For anyone running a
channel focused on immersive, story-driven playthroughs, understanding the fundamentals of
game audio is not optional. It is essential. This article draws on my own years as a mixer and
audio engineer, working both on field recording projects and in the studio, to show you how to
elevate your own playthroughs through better sound design and mixing techniques.

The Role of an Audio Engineer in Playthroughs
You might think that because a game already has its own soundtrack and effects, there is
nothing left for you to do. That is not true. When you capture gameplay, you are re-recording the
audio through your system, and that chain introduces its own challenges. Your voice-over
needs to sit naturally above the game's mix. The game's dynamic range might be too wide for a
streaming or recording environment, causing quiet whispers to get lost and loud explosions to
distort. A sound engineer gameplay approach means treating every playthrough session as a
mixing project.

I have spent hours adjusting equalization on my commentary track so it cuts through the
reverb of a cavern level without sounding harsh. I have used compression to even out my own
vocal peaks and applied subtle reverb to match the in-game space. This is not about changing
the original game audio. It is about blending two audio sources, the game and your voice, into a
single cohesive mix that feels intentional and professional.

Equipment and Signal Chain
You do not need a professional studio to get good results, but you do need a clean signal
chain. I run my microphone into an audio interface, then into a mixer that allows me to hear
both the game audio and my own voice with zero latency through headphone monitoring. This
is critical. Without proper headphone monitoring, you will hear your own voice delayed, which

https://youtu.be/qveBB1RIzgQ


throws off your timing and makes you sound hesitant. A good headphone monitoring setup
lets you hear exactly what your audience will hear, in real time.

I also use an audio plugin for noise gating and gentle compression before the signal even hits
the recording software. This cuts out background noise, the hum of a PC fan, the click of a
keyboard, before it becomes part of the recording. It saves hours of editing later. For the game
audio, I capture it directly from the console or PC via HDMI or optical cable, keeping the original
surround sound and spatial audio cues intact. Directional audio is vital for many games,
especially in survival and horror genres where you need to hear where an enemy is coming
from. By preserving the game's original mix, you allow your audience to experience those
directional cues as the developer intended.

Mixing Commentary with Game Audio
This is where the real skill lies. You are essentially acting as a foley artist and mixer at the
same time. Your voice-over should sound like it belongs in the world, not like it is layered on
top. I set my commentary track at a level that is audible but not dominant. The game's
soundtrack and ambient audio should remain present, establishing the mood. I use sidechain
compression on the game audio that ducks slightly whenever I speak, so my voice cuts
through without having to raise the overall volume. It is a subtle effect, but it makes a huge
difference in clarity.

I also pay attention to the game's dynamic range. Many modern games have a wide dynamic
range, quiet footsteps and loud explosions. For a playthrough, I apply a gentle compression to
the game audio to narrow that range. This ensures that viewers watching on headphones or TV
speakers can hear the quiet parts without missing the loud ones. It is a trade-off. Too much
compression and you lose the impact of sudden sounds. Too little and your viewers will be
constantly adjusting their volume. Finding that balance is part of the judgment that comes with
experience.

The Importance of Sound Design in Playthroughs
Sound design is not just for the developers. As a content creator, you are also making choices
about how the audio is presented. For example, when I play a survival game set in a forest, I
want the ambient audio to feel rich. I might boost the low frequencies of wind and rustling
leaves during quiet exploration, then let the full dynamic range hit when a threat appears. This
is essentially a form of mastering, shaping the final audio output for the best listening
experience across different devices.



I have also experimented with adding my own field recording sounds to certain playthroughs.
In one series set in an abandoned city, I layered in distant thunder and creaking metal from my
own recordings. This is not something every channel needs to do, but it shows how far you can
take the concept of sound engineer gameplay. You are not just capturing a game. You are
curating an experience.

Common Mistakes and How to Avoid Them
Let me share a few pitfalls I have encountered. First, ignoring headphone monitoring. You
cannot mix what you cannot hear accurately. If you rely on speakers while recording, you might
not notice that your voice is clipping or that the game audio is too quiet until it is too late.
Second, over-processing your voice. A little equalization and compression are good, but too
much makes you sound robotic. I keep my vocal chain simple: a high-pass filter to remove low
rumble, a gentle compression to even out levels, and a touch of reverb to match the game's
space. Third, neglecting the game's own mix. If you crush the dynamic range too aggressively,
you strip away the emotional impact of the soundtrack and the tension of quiet moments.



Another common issue is sync. Your commentary should line up with the on-screen action. If
you are reacting to something that happened two seconds ago, the immersion breaks. I always
record with a clap or visual cue at the start so I can align the audio tracks in post. It takes ten
seconds and saves a lot of frustration.

Advanced Techniques for the Dedicated Creator
Once you have the basics down, you can explore more advanced methods. Using an audio
plugin that simulates binaural head-related transfer functions can give your commentary a
sense of space, as if you are standing in the same room as the character. Some creators use
automated equalization that adjusts based on the game's frequency content, preventing your
voice from clashing with the in-game music. I have also started using a separate mixer channel
for game audio that lets me apply different reverb settings depending on the environment, a
cathedral needs long, lush reverb, while a corridor needs short, tight reflections.

These are not necessary for every video, but they are tools in the sound engineer gameplay
toolkit. The more you understand the principles of game audio, the more you can tailor each
playthrough to its own story and mood.

Final Thoughts on the Craft
Treating your playthroughs as a sound design project will elevate your channel far beyond the
average Let's Play. Viewers may not always know why your videos sound better, but they will
feel it. They will stay for the atmosphere, the tension, the clarity of your voice, and the way the
soundtrack wraps around them. That is the power of immersive sound done right.

Whether you are just starting out or have been recording for years, take a closer listen to your
own audio. Ask yourself: does this sound like a real place? Does the ambient audio breathe?
Does my voice belong here? If the answer is no, then you have work to do. But that work is
deeply rewarding. Every session is a chance to practice your craft, to balance the art of the
foley artist with the precision of an audio engineer. Keep refining your approach, keep
experimenting with spatial audio and dynamic range, and your audience will thank you for it.


