The Art of the No Damage Run: Precision,
Patience, and the Pursuit of Perfection

There is a moment in every hardcore gamer's life when a single mistake ends a run that took
hours to build. You slip on a dodge roll, mistime a parry, or get caught by a stray attack that you
have dodged a hundred times before. That moment stings. But for a growing subset of the
gaming community, the goal is not just to win. It is to win without ever taking a hit. That is the
essence of a No Damage run, a challenge that strips away the margin for error and demands
near-flawless execution.

| have been chasing these runs for years, mostly in the punishing worlds of FromSoftware.
Dark Souls, Bloodborne, Sekiro, Elden Ring - each game has its own rhythm, its own language
of combat. A No Damage run forces you to learn that language so deeply that you stop thinking
about the buttons and start reacting to the intent behind every enemy move. It is not about
being lucky. It is about being ready.
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Why Go No Damage?


https://www.youtube.com/watch?v=xh7ODvHplrw
https://www.youtube.com/watch?v=xh7ODvHplrw

The obvious question is why anyone would volunteer for this level of stress. The answer is
different for everyone. Some players do it for the bragging rights. Others want to prove the
depth of their mechanical skill. For me, it started as a way to test my own limits after hundreds
of hours in Elden Ring. | had beaten every boss, explored every area, and collected every item.
The game still felt alive, but | needed a new way to engage with it. A No Damage run gave me
that. Suddenly every trash mob mattered. Every corridor could end a session that was hours
old.

There is also a cinematic quality to it. Watching a clean run of a boss fight in Dark Souls or
Bloodborne feels like watching a choreographed dance. The player moves with a confidence
that comes only from repetition. They know the wind-up of every attack, the exact range of
every swing, and the precise moment to roll through a hitbox. It is beautiful in a way that a
messy victory is not. That is why channels on YouTube that focus on these runs have such a
dedicated following. They are not just watching a game. They are watching mastery.

The Hardcore Path: From Souls to Silksong

The No Damage community is not limited to FromSoftware titles. Hollow Knight, a game that
shares DNA with the Souls series, has its own thriving scene of players attempting hitless runs.
The precision required in Hollow Knight is brutal. The game gives you a short dodge roll and a
limited number of i-frames. You cannot tank hits and heal through them the way you might in a
standard playthrough. Every mistake is a reset. The upcoming Silksong is already being
discussed in these circles as a potential new proving ground. Players are speculating about
boss patterns and movement tech months before release.

Speedrunning and No Damage runs often overlap, but they are not the same. A speedrun
optimizes for time, and taking a hit might be acceptable if it saves a few seconds elsewhere. A
No Damage run optimizes for survival. That sometimes means playing slower, waiting for safe
openings, and avoiding risks that a speedrunner would take. The two disciplines share a love
for precision, but they diverge on strategy. | have seen players who can complete a boss rush in
Elden Ring in under ten minutes but cannot do it without taking at least one hit. The no-hit run
is a different beast.

Tools of the Trade: Parries, Rolls, and I-Frames

Every No Damage run revolves around a few core mechanics. Parrying is essential in Sekiro
and Bloodborne. A successful parry negates all damage and often leaves the enemy open for a
counterattack. The timing is strict. In Sekiro, the window for a parry is about 12 frames at 60
frames per second. That is a fifth of a second. Miss it, and you take full damage. In a hitless
run, you cannot afford to miss.


https://youtu.be/xh7ODvHplrw

The dodge roll is the safety net in Dark Souls and Elden Ring. The roll gives you i-frames that
last roughly half a second. If you time the roll so that an attack lands during those frames, you
take no damage. The trick is that not all attacks are created equal. Some have lingering
hitboxes that outlast the i-frames. Some are designed to punish panic rolling. Learning which
attacks to roll through and which to simply walk away from is a skill that takes hundreds of
deaths to master.

There is also the concept of one-shot protection. In many games, a single hit from a boss will
not kill you if you are at full health. That is not the same as No Damage. The run ends the
moment any health is lost, no matter how small the hit. That is the standard. It is unforgiving,
but it is also what makes the achievement meaningful. A hitless run is not about surviving. It is
about being untouched.



The Mental Game

The hardest part of a No Damage run is not the first hour. It is the third hour, when you have
reached a boss that you have fought a dozen times before and you are still doing everything
right. Your hands are steady, your focus is sharp, and then the boss throws a move you have
not seen because you always killed it before that phase. That is when the run ends. The
frustration is real. | have quit runs for a week after a death that came from a random enemy |
had forgotten existed in a corner of a level | had cleared a hundred times.

The gaming community around these runs is surprisingly supportive. There are discords and
subreddits dedicated to sharing strategies, discussing i-frame counts, and offering
encouragement after a bad death. The shared language of parry windows and dodge timings



creates a bond that crosses game boundaries. A player who has done a No Damage run of
Hollow Knight understands the struggle of someone attempting the same in Sekiro, even
though the games look completely different. The principles are the same.

Where to Start

If you are curious about trying your first No Damage run, do not start with Elden Ring or Dark
Souls. Start with a game you know intimately. Play through it normally a few times. Learn the
enemy placements, the boss patterns, and the movement quirks. Then try a section that you
are confident in. A single area, not a full run. See if you can clear it without taking a hit. If that
feels manageable, expand to two areas. Build from there.

The key is patience. You will die. You will die a lot. Every death is data. It tells you where your
timing was off, where your positioning was weak, or where you took a risk that was not
necessary. The goal is not to never make mistakes. The goal is to learn from them so
thoroughly that you stop making them.

There is a deep satisfaction in watching a completed No Damage run. Whether it is your own
or someone else's on YouTube, you are seeing a player operate at the peak of their ability. It is a
reminder that these games, as punishing as they are, reward dedication. The i-frames, the parry
windows, the careful spacing - all of it comes together in a moment of perfect execution. That
is the draw. That is why we keep trying.



