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0	ratings0%	found	this	document	useful	(0	votes)2	views210	pagesSaveSave	Batman	-	Arkham	Asylum	Bradygames	Official	Strateg...	For	Later0%0%	found	this	document	useful,	undefined2009	video	gameThis	article	is	about	the	2009	video	game.	For	other	uses,	see	Arkham	Asylum	(disambiguation).2009	video	gameBatman:	Arkham
AsylumDeveloper(s)Rocksteady	Studios[a]Publisher(s)Eidos	InteractiveWarner	Bros.	Interactive	EntertainmentDirector(s)Sefton	HillProducer(s)Daniel	BailieNathan	BurlowProgrammer(s)Ben	WyattArtist(s)David	HegoWriter(s)Paul	DiniComposer(s)Nick	ArundelRon	FishSeriesBatman:	ArkhamEngineUnreal	Engine	3[b]Platform(s)PlayStation	3Xbox
360WindowsMac	OS	XPlayStation	4Xbox	OneNintendo	SwitchReleaseAugust	25,	2009PlayStation	3,	Xbox	360NA:	August	25,	2009EU:	August	28,	2009AU:	September	3,	2009WindowsNA:	September	15,	2009PAL:	September	18,	2009Mac	OS	XWW:	November	3,	2011PlayStation	4,	Xbox	OneWW:	October	18,	2016Nintendo	SwitchWW:	December	1,
2023Genre(s)Action-adventureMode(s)Single-playerBatman:	Arkham	Asylum	is	a	2009	action-adventure	game	developed	by	Rocksteady	Studios	and	published	by	Eidos	Interactive	in	conjunction	with	Warner	Bros.	Interactive	Entertainment.	Based	on	the	DC	Comics	superhero	Batman	and	written	by	veteran	Batman	writer	Paul	Dini,	Arkham	Asylum
was	inspired	by	the	long-running	comic	book	mythos.	In	the	game's	main	storyline,	Batman	battles	his	archenemy,	the	Joker,	who	instigates	an	elaborate	plot	to	seize	control	of	Arkham	Asylum,	trap	Batman	inside	with	many	of	his	incarcerated	foes,	and	threaten	Gotham	City	with	hidden	bombs.The	game	is	presented	from	the	third-person	perspective
with	a	primary	focus	on	Batman's	combat	and	stealth	abilities,	detective	skills,	and	gadgets	that	can	be	used	in	combat	and	exploration.	Batman	can	freely	move	around	the	Arkham	Asylum	facility,	interacting	with	characters	and	undertaking	missions,	and	unlocking	new	areas	by	progressing	through	the	main	story	or	obtaining	new	equipment.	The
player	is	able	to	complete	side	missions	away	from	the	main	story	to	unlock	additional	content	and	collectible	items.	Combat	focuses	on	chaining	attacks	together	against	numerous	foes	while	avoiding	damage,	while	stealth	allows	Batman	to	conceal	himself	around	an	area,	using	gadgets	and	the	environment	to	silently	eliminate	enemies.Development
began	at	Rocksteady	Studios	in	May	2007,	with	a	40-person	team	that	expanded	to	60	people	by	the	project's	conclusion	after	approximately	21	months.	Among	other	sources,	the	game	design	was	inspired	by	the	Batman	comics	of	Neal	Adams	and	Frank	Miller,	as	well	as	Grant	Morrison's	Arkham	Asylum:	A	Serious	House	on	Serious	Earth	graphic
novel.	Built	on	Unreal	Engine	3,	Arkham	Asylum's	production	underwent	several	variations,	refining	both	gameplay	such	as	the	combat	system,	and	the	central	story,	resulting	in	the	removal	of	plot	elements	and	some	of	Batman's	main	enemies,	who	did	not	fit	the	tone	of	the	rest	of	the	game.	Rocksteady	began	developing	ideas	for	a	sequel	months
before	Arkham	Asylum's	completion,	hiding	hints	to	the	sequel	within	the	game.Arkham	Asylum	was	released	worldwide	for	PlayStation	3	and	Xbox	360	video	game	consoles	in	August	2009,	followed	by	a	Windows	version.	The	game	received	critical	acclaim,	particularly	for	its	narrative,	atmosphere	and	combat,	though	some	criticism	was	directed	at
its	boss	fights.	Upon	release,	many	reviewers	called	it	the	"greatest	comic	book	game	of	all	time."[1][2]	It	won	several	awards,	including	Best	Action	Adventure	game,	Best	Game,	and	Game	of	the	Year	from	various	media	outlets,	and	it	held	the	Guinness	World	Record	for	"Most	Critically	Acclaimed	Superhero	Game	Ever".	It	has	been	cited	as	one	of
the	greatest	video	games	ever	made.	The	game	received	a	"Game	of	the	Year	Edition"	in	2010,	and	a	remastered	version	for	the	PlayStation	4	and	Xbox	One	in	2016.	A	version	for	the	Nintendo	Switch	was	released	in	2023.Arkham	Asylum's	success	launched	the	Batman:	Arkham	series,	comprising	video	game	sequels	and	spin-offs,	comic	books,
merchandise,	and	movies,	beginning	in	2011	with	its	direct	sequel	Arkham	City.Batman:	Arkham	Asylum	is	an	action-adventure	game	viewed	from	the	third-person	perspective.	The	playable	character	is	visible	on	the	screen	and	the	camera	can	be	freely	rotated	around	him.[3][4][5]	The	player	controls	Batman	as	he	traverses	Arkham	Asylum,	a	secure
facility	for	the	criminally	insane	located	off	the	coast	of	Gotham	City.[6]	The	opening	areas	of	the	game	are	linear,	serving	as	a	tutorial	for	the	moves	and	approaches	available	to	the	player.	Once	the	player	emerges	onto	the	island	they	can	freely	explore	the	game	world,	although	some	areas	remain	inaccessible	until	certain	milestones	in	the	main
story.[7][8]	Batman	can	run,	jump,	climb,	crouch,	glide	from	heights	using	his	cape,	and	use	his	grapple	gun	to	climb	low	structures	or	escape	to	higher	ledges.[8]Batman	uses	"Detective	Vision"	to	solve	puzzles	and	track	enemies	throughout	the	game.	Enemies	with	firearms	are	identified	by	red	x-ray	images.The	player	can	use	"Detective	Vision"a
visual	mode	which	provides	contextual	information,	tinting	the	game	world	blue	and	highlighting	interactive	objects	like	destructible	walls	and	removable	grates,	the	number	of	enemies	in	an	area	and	their	statussuch	as	their	awareness	of	Batman's	presenceand	shows	civilians	and	corpses.[8][9]	The	mode	is	also	used	to	follow	footprints,	investigate
odors,	and	solve	puzzles.[3]Batman	has	access	to	several	gadgets	which	he	can	use	to	explore	or	fight.	The	batarang	is	a	throwing	weapon	that	can	temporarily	stun	enemies	or	trigger	remote	devices.	A	remotely	controlled	version	can	be	steered	once	thrown,[10]	and	the	sonic	batarang	can	be	used	to	attract	the	attention	of	specific	enemies	wearing
monitoring	collars,	or	detonated	to	knock	a	nearby	enemy	unconscious.	Explosive	gel	can	be	used	on	weak	walls	and	floors,	and	can	be	remotely	detonatedsending	rubble	crashing	onto	an	enemy.[8][11]	The	line	launcher	can	be	used	to	traverse	horizontal	spans.[12]	The	Batclawa	grappling	devicecan	be	used	to	interact	with	remote	objects	such	as
vent	covers	or	to	grab	enemies.	The	Cryptographic	Sequencer	is	used	to	override	security	panels,	open	new	paths,	or	disable	various	asylum	functions.[13]	Some	areas	are	inaccessible	until	Batman	acquires	the	gadgets	necessary	to	overcoming	the	obstacle.[14]	The	player	is	encouraged	to	explore	the	game	world	away	from	the	main	game	to	find
and	solve	riddles	left	by	the	Riddlerwho	hacks	into	Batman's	communication	system	to	challenge	him	with	riddles.	Objects	can	be	collected,	and	some	of	the	Riddler's	puzzles	require	the	player	to	find	areas	related	to	the	answer	to	a	riddle	and	scan	it	with	"Detective	Vision".[3][8]	The	game	world	has	240	collectable	items,	such	as	Riddler	trophies,
chattering	Joker	teeth,	interview	tapes	with	some	of	Arkham's	inmates,	and	cryptic	messages	left	in	the	asylum	by	its	founder	Amadeus	Arkham	that	discuss	the	facility's	sinister	history.[8]	The	player	is	rewarded	for	solving	riddles	and	finding	collectibles	with	experience	points	and	additional	game	content,	including	challenge	maps	that	test	the
player's	skill	at	the	game's	combat	system,	character	biographies,	and	in-game	statues	of	Arkham	Asylum's	characters.[8][9]Players	can	traverse	enemy-controlled	areas	using	stealth	or	direct	combat.	The	game's	"Freeflow"	combat	uses	three	main	buttons:	attack,	stun,	and	counter.[8]	The	system	lets	Batman	move	quickly	between	enemies,	chaining
attacks	together	until	all	enemies	are	unconscious.	Combining	the	three	main	abilities	can	keep	Batman	attacking	while	moving	between	enemies	and	avoiding	being	attacked	himself.	The	more	combo	attacks	that	are	chained	together,	the	faster	and	more	agile	Batman	becomes,	and	special	attackssuch	as	a	throw,	grapple,	and	an	instant	takedown
which	can	immediately	defeat	an	enemybecome	available.	Combat	is	rewarded	with	experience	points,	which	are	used	to	unlock	gadgets,	combat	moves,	and	health	upgrades.	Higher	combos,	a	wider	variety	of	moves,	and	avoiding	damage	delivers	more	points.[5][7][9]	Enemy	attacks	are	preempted	with	a	warning	icon,	which	indicate	the	attack	can
be	countered.[3]	Some	enemies	require	different	approaches	to	overcome;	knife-wielding	thugs	must	be	stunned	before	they	can	be	attacked,[7]	and	others	must	be	struck	from	behind.	Some	enemies	are	armed	with	guns	which	significantly	damage	Batman.[8]	Enemies	react	to	Batman's	elimination	of	their	allies,	which	raises	their	fear	level	and
alters	their	behavior;	for	example,	they	will	adopt	new	patrol	routes,	requiring	the	player	to	adapt	to	the	changing	situation.[7][15]	During	combat,	Batman's	health	is	diminished	by	attacks,	but	is	fully	restored	once	the	battle	ends.[8]The	player	can	use	predatory	tactics	through	stealthincluding	silent	takedowns,	dropping	from	overhead	perches	and
snatching	enemies	away,	or	using	the	explosive	gel	to	knock	foes	off	their	feetto	tilt	the	odds	in	their	favor.	Some	areas	feature	sections	that	require	the	player	to	use	these	tactics	to	avoid	alerting	the	Joker's	henchmen	and	thus	failing	to	meet	an	objective.	Many	areas	feature	stone	gargoyles	placed	high	above,	helping	Batman	remain	concealed.
Batman	can	use	his	grapnel	gun	to	reach	the	gargoyles,	giving	him	a	high	vantage	point	over	the	area	and	the	enemies.	From	the	gargoyles,	Batman	can	glide	down	to	attack	enemies	or	hang	upside	down	from	the	gargoyles	to	grapple	a	nearby	enemy	and	leave	him	tethered	there.[9]	The	player	can	use	floor	grates	to	attack	from	below,	hide	around
corners,	use	batarangs	to	stun	enemies	from	afar,[8]	and	use	the	grapnel	gun	to	pull	enemies	over	ledges.[8][9]Arkham	Asylum	features	a	series	of	challenge	maps	separate	from	the	game's	story	mode	that	are	unlocked	while	playing,	and	others	are	available	as	optional	downloadable	content	(DLC).	The	maps	focus	on	the	completion	of	specific	goals,
such	as	eliminating	successive	waves	of	enemies	in	combat,	and	subduing	patrolling	enemies	while	using	stealth.	The	methods	and	variety	of	abilities	used	to	achieve	these	goals	earn	an	overall	performance	score	that	is	ranked	online	against	other	players.[5][8]	On	the	PlayStation	3,	the	Joker	is	a	playable	character	in	the	combat	and	stealth
challenge	maps	via	optional	DLC;	he	must	confront	the	asylum	guards	and	police	commissioner	James	Gordon.	The	Joker	has	his	own	combat	abilities	and	weapons,	such	as	a	handgun,	exploding	chattering	teeth,	and	x-ray	glasses	which	allow	him	to	see	opponents	through	walls.[16]On	compatible	systems,	the	Microsoft	Windows	version	uses	nVidia's
PhysX	software	engine	to	produce	realistic,	dynamic	interactions	with	the	game	world.	With	PhysX	enabled,	some	areas	contain	smoke	or	fog	which	reacts	to	Batman	moving	through	it,	while	with	PhysX	disabled	the	fog	will	not	appear	at	all.	Other	effects	include	dynamic	interaction	with	paper	and	leaves,	surfaces	which	can	be	scratched	and
chipped,	and	dynamic,	destructible	cloth	elements	such	as	banners	and	cobwebs.[17][18][19]	The	"Game	of	the	Year	Edition"	features	the	ability	to	play	the	game	in	3D	on	any	2D	television	using	anaglyph	3D	glasses.[20]Kevin	Conroy,	Mark	Hamill,	and	Arleen	Sorkin	reprised	their	roles	as	Batman,	Joker,	and	Harley	Quinn	from	Batman:	The	Animated
Series	and	its	spin-offs.Arkham	Asylum	is	set	in	the	fictional	Arkham	Asylum,	a	facility	on	Arkham	Island	off	the	coast	of	Gotham	City	that	houses	criminally	insane	supervillains.[6][21]	The	game	features	a	large	ensemble	of	characters	from	the	history	of	Batman	comics.	Three	voice	actors	who	worked	on	the	DC	Animated	Universe	series	of	film	and
television	reprised	their	roles	for	the	game.	Kevin	Conroy	voices	Batmana	superhero	trained	to	the	peak	of	human	physical	perfection	and	an	expert	in	martial	arts,[22][23][24]	Mark	Hamill	voices	Batman's	psychopathic	nemesis	the	Joker,[22]	and	the	Joker's	sidekick	Harley	Quinn	is	voiced	by	Arleen	Sorkin.[25][26]	Batman	is	aided	by	his	allies	Oracle
(Kimberly	Brooks)who	remotely	provides	him	with	intelligence,	and	police	commissioner	James	Gordon	(Tom	Kane).[27]In	the	asylum,	Batman	is	faced	with	several	supervillains;	he	must	defend	himself	from	an	enraged	Bane	(Fred	Tatasciore),	subdue	indiscriminate	serial	killer	Victor	Zsasz	(Danny	Jacobs),	confront	the	monstrous	Killer	Croc	(Steve
Blum),	defeat	the	plant-controlling	Poison	Ivy	(Tasia	Valenza),[26]	and	battle	his	way	through	hallucinogen-induced	nightmares	created	by	the	Scarecrow	(Dino	Andrade).[27][28]	The	Riddler	(Wally	Wingert)	does	not	physically	appear	in	the	game,	but	communicates	with	Batman	and	challenges	him	to	solve	riddles	placed	around	the	island.[3][27]
Other	characters	appearing	in	the	game	include	the	asylum's	warden	Quincy	Sharp	(also	voiced	by	Kane),	Batman's	parents	Thomas	and	Martha	Wayne	(voiced	by	Conroy	and	Valenza	respectively),	and	asylum	guard	Aaron	Cash	(Duane	R	Shepard,	Sr).[27]	The	shape-shifting	Clayface	appears	in	cameo,	taking	on	the	guise	of	other	characters	as	he
tries	to	trick	the	player	into	releasing	him.[29]	The	Mad	Hatter	was	almost	included	in	the	game,	but	the	developers	removed	him.[30]	The	body	of	Ra's	al	Ghul	is	in	the	asylum's	morgue	and	the	Ventriloquist's	dummy,	Scarface,	appears	several	times	throughout	the	story.[29][31]	Several	other	charactersincluding	the	Penguin,	Jack	Ryder,	Mr.	Freeze,
Two-Face,	Catwoman,	and	the	asylum's	founder	Amadeus	Arkhamare	referenced	in	the	game,	but	do	not	appear	in	it.[29][31][32][33]After	the	Joker	assaults	Gotham	City	Hall,	he	is	caught	by	Batman	and	taken	to	Arkham	Asylum,	which	temporarily	houses	many	members	of	the	Joker's	gang,	who	were	transferred	after	a	fire	at	Blackgate	Prison.[34]
Believing	the	Joker	allowed	himself	to	be	captured,	Batman	accompanies	him	into	the	asylum.	The	Joker's	plan	is	revealed	as	Harley	Quinn	takes	over	the	security	and	the	Joker	escapes	into	the	facility,	aided	by	Frank	Boles,	a	corrupt	guard	who	kidnaps	Commissioner	Gordon.[35]	The	Joker	threatens	to	detonate	bombs	hidden	around	Gotham	City	if
anyone	tries	to	enter	Arkham,	forcing	Batman	to	work	alone.[36]	Tracking	Quinn	to	the	medical	facility	to	rescue	Gordon,	Batman	is	exposed	to	the	Scarecrow's	fear	toxin.	After	fighting	off	Scarecrow's	hallucinations,	Batman	finds	and	subdues	Quinn	before	rescuing	Gordon.	The	Joker	then	directs	Batman	to	the	captured	Bane,	who	has	been
experimented	on	by	asylum	doctor	Penelope	Young.	The	Joker	frees	Bane	to	fight	Batman,	who	defeats	him	by	ramming	him	into	the	ocean	with	the	Batmobile,	during	which	Quinn	escapes.	Afterward,	he	goes	to	a	secret	Batcave	installation	he	had	hidden	on	the	island,	where	he	restocks	his	gadgets.There,	Batman	learns	that	the	Joker	returned	to	the
asylum	to	gain	access	to	Young,	who	has	been	developing	Titana	more	powerful	version	of	the	Venom	drug	that	gives	Bane	his	strengthintending	to	use	it	to	help	patients	survive	more	strenuous	therapies.	Young	learned	that	the	Joker	had	been	secretly	funding	her	research	to	create	an	army	of	indestructible	and	savage	superhuman	monsters;	her
refusal	to	hand	over	the	formula	precipitated	Joker's	return	to	the	asylum.	While	searching	for	Young,	Batman	destroys	her	Titan	formula	before	rescuing	her	from	Victor	Zsasz.	A	bomb	kills	Young,	and	the	Joker	steals	the	completed	batches	of	Titan.At	the	penitentiary,	Quinn	releases	Poison	Ivy	from	her	cell	before	being	imprisoned	by	Batman.	Quinn
accidentally	reveals	that	Joker	has	a	Titan	production	facility	in	the	Arkham	Botanical	Gardens.	Batman	travels	there	and	learns	that	Titan	is	created	by	genetically	modified	plants.	He	learns	from	Ivy	that	the	spores	required	to	create	an	antidote	are	found	exclusively	in	Killer	Croc's	lair	in	a	sewer.	Afterward,	Joker	injects	Ivy	with	Titan,	enhancing
her	powers,	and	she	begins	to	ravage	Arkham	Island	with	giant	mutant	plants.	En	route	to	Croc,	Batman	reencounters	Scarecrow	and	pursues	him	into	the	sewers.	Scarecrow	is	attacked	by	Croc	and	dragged	underwater.	Batman	recovers	the	necessary	spores	and	subdues	Croc	before	returning	to	the	Batcave.	However,	he	can	only	synthesize	one
dose	of	the	antidote	before	Ivy's	plants	breach	the	cave	and	destroy	his	equipment.Batman	returns	to	the	botanical	gardens	and	defeats	Ivy,	halting	the	rampaging	plants.	The	Joker	announces	that	the	preparations	for	his	party	are	finally	complete,	and	Batman	travels	to	the	asylum's	visitor	center	to	confront	him.	The	Joker	reveals	he	has	recaptured
Gordon	and	tries	to	shoot	him	with	a	Titan-filled	dart;	Batman	leaps	to	Gordon's	defense	and	is	shot	instead.	Batman	attempts	to	resist	the	change,	and	an	upset	Joker	takes	an	overdose	of	Titan,	mutating	into	a	monster.[37]	In	a	makeshift	arena	on	the	building's	roof,	the	Joker	challenges	Batman	to	a	fight	against	Titan-induced	monsters	in	front	of
news	helicopters.	Batman	refuses	to	transform,	uses	the	antidote	on	himself,	and	defeats	the	Titan-affected	Joker	and	his	henchmen.	In	the	aftermath,	those	affected	by	Titan	begin	to	revert	to	normal,	including	the	Jokerwho	is	taken	into	custody	as	police	officers	retake	control	of	the	asylum.	Batman	overhears	a	call	about	a	crime	led	by	Two-Face	in
progress	and	flies	back	to	Gotham	City	in	the	Batwing.	In	a	post-credits	scene,	a	crate	of	Titan	formula	is	shown	floating	in	the	ocean	near	the	asylum	when	a	hand	surfaces	and	grabs	it.[38]Batman:	Arkham	Asylum	was	first	announced	in	August	2008;	it	was	developed	by	British	studio	Rocksteady	Studios	under	the	aegis	of	Eidos	Interactive	and
Warner	Bros.	Interactive	Entertainment.[39][40]	Eidos	obtained	the	rights	to	make	a	Batman	game	in	spring	2007,	and	approached	then	little-known	Rocksteady	after	viewing	the	developer's	prototype.	At	Eidos'	request,	Rocksteady	presented	their	approach	to	the	Batman	license,	and	by	May	2007,	they	had	begun	developing	the	game's	concept,
with	full	production	beginning	in	September.[41][42]	Writer	Paul	Dini	(Batman:	The	Animated	Series,	Detective	Comics)	was	first	approached	by	DC	Comics	around	late	2007	about	the	prospect	of	creating	a	story	for	an	original	Batman	video	game.	Dini	found	the	idea	intriguing,	believing	that	few	Batman	games	were	based	on	an	original	idea,
instead	being	adapted	from	film	or	television.	DC	Comics	asked	Dini	what	his	approach	to	writing	a	new	Batman	film	or	graphic	novel	would	be,	but	one	that	was	designed	for	gameplay.	He	later	met	with	the	Rocksteady	team,	where	it	was	decided	that	Dini's	ideas	were	in	line	with	what	Rocksteady	wanted	to	achieve.[43]	By	the	time	Dini	joined	the
project,	Rocksteady	were	investigating	the	idea	of	setting	the	game	within	Arkham,	and	had	produced	preliminary	designs	depicting	it	as	a	huge	estate	on	an	island	connected	to	mainland	Gotham	City	by	a	bridge.	The	cast	had	not	been	finalized,	but	given	the	setting	it	was	certain	that	the	Joker	would	play	a	large	role.[44]	The	game	and	story	were
developed	together,	with	the	limitations	of	mechanics	requiring	the	story	to	be	built	around	them.	The	core	aim	was	to	make	the	game	engaging	enough	for	players	to	spend	810	hours	completing	it,	especially	those	uninterested	in	Batman-franchised	media.	Rocksteady	would	guide	Dini	when	they	thought	he	was	writing	too	much	story	or	character
motivation.[43]Among	various	Neal	Adams	and	Frank	Miller-penned	Batman	stories,	Grant	Morrison's	Arkham	Asylum:	A	Serious	House	on	Serious	Earth	was	an	inspiration	for	the	game's	design.[44]	Producer	Nathan	Burlow	said	the	narrative	and	atmosphere	of	the	2007	game	BioShock	influenced	Arkham	Asylum's	design.[45]	Director	Sefton	Hill
said	the	influences	of	the	gadgets	and	abilities	that	can	be	combined	and	used	in	different	ways	came	from	The	Legend	of	Zelda	and	Metroid.	The	design	team	isolated	the	components	that	they	felt	made	Batman,	and	exaggerated	these	elements.	Design	ideas	which	contradicted	these	facets	of	the	character	were	dropped,	and	other	elements	of
Batman,	such	as	his	refusal	to	kill	his	enemies,	were	strictly	enforced,	which	provided	additional	challenges	in	allowing	the	player	to	have	complete	freedom	in	the	game	without	transgressing	on	that	fundamental	aspect	of	the	character.[46]	Arkham	Asylum	was	chosen	as	the	setting	because	it	confined	the	player	to	an	area	containing	several
enemies,	whereas	in	an	open	city	setting	he	could	receive	help,	return	to	the	Batcave,	or	otherwise	be	able	to	distance	himself	from	his	opponents.[41]The	development	team	wanted	to	include	iconic	aspects	of	the	Batman	mythos,	and	decided	early	on	in	production	to	have	Conroy,	Hamill,	and	Sorkin	reprise	their	roles	in	Dini's	Batman:	The	Animated
Series	as	Batman,	the	Joker,	and	Harley	Quinn,	respectively.	Hamill	has	thousands	of	lines	of	dialogue	in	the	game,	and	Conroy	has	relatively	few	in	comparison.	After	seeing	character	models	of	the	Joker's	Arkham	Asylum	appearance,	Hamill	decided	to	portray	the	character	as	dark	and	gritty	while	retaining	a	clownish	and	playful	nature.[43]
Although	the	game	features	references	to	plot	events	in	both	The	Animated	Series	and	Batman	comics,	the	story	does	not	directly	follow	any	singular	story	or	depiction	of	the	character.[21][41]The	game	took	approximately	21	months	to	complete;	Rocksteady	began	development	with	a	team	of	40,	which	had	expanded	to	around	60	by	the	game's
completion.[47]	Combat	was	considered	one	of	the	greatest	challenges	in	developing	the	game;	the	system	went	through	three	iterations.	Rocksteady	originally	developed	the	game's	combat	as	a	full	rhythm	action	game.	It	was	later	set	in	2D,	which	involved	colored	circles	crashing	into	each	other	during	fights;	the	final	system	was	based	on	this	2D
model.[48]	Combat	was	designed	to	be	unique	for	Batman,	and	was	given	a	simple	control	scheme	to	reflect	the	ease	with	which	Batman	can	perform	the	moves.[49]	Arkham	Asylum	was	built	on	Epic	Games'	Unreal	Engine	3.[46][50][51]	Eidos	president	Ian	Livingstone	said	one	developer	spent	two	years	working	on	Batman's	cape,	using	over	700
animations	and	sound	effects	to	make	it	move	realistically.[52]The	developers	intended	to	use	other	Batman	characters	in	the	game,	but	these	were	removed	when	it	was	decided	they	would	not	work	within	the	story.	For	example,	Batman's	enemy	Mr.	Freeze	did	not	fit	because	the	character	has	different	motivations	to	the	Joker.	Unlike	the	Riddler,
who	is	obsessed	with	proving	his	superiority	over	Batman,	Mr.	Freeze	does	not	hold	a	personal	grudge	against	Batman,	and	Mr.	Freeze	would	not	care	about	the	other	villains'	plans.	A	garden	maze	under	Poison	Ivy's	control	was	considered	as	a	location;	she	could	grow	it	in	different	directions.	In	its	center,	Batman	would	find	the	Mad	Hatter	hosting
a	tea-party,	but	the	developers	decided	these	ideas	would	not	match	the	game's	tone.[43]	Batman's	vehicles,	the	Batmobile	and	Batwing,	were	considered	for	inclusion	in	the	game,	but	developing	unique	control	mechanics	and	gameplay	segments	for	them	would	have	taken	too	much	time,	and	compromised	its	quality;	the	vehicles	appear	in	the	game,
but	players	cannot	control	them.[53]Rocksteady	began	conceiving	ideas	for	a	possible	sequel,	which	became	Batman:	Arkham	City,	approximately	seven	months	before	development	of	Arkham	Asylum	was	completed.	Rocksteady	developed	ideas	for	the	sequel's	story	and	setting	so	the	games'	narratives	could	be	effectively	connected.[54][55]	A	secret
room	containing	hints,	blueprints,	and	concept	art	for	the	next	game	was	hidden	in	the	asylum	warden's	office	in	Arkham	Asylum.[54][55][56]	The	room	remained	hidden	for	six	months	following	the	game's	release	until	Rocksteady	revealed	its	presence.[57]	Arkham	Asylum's	musical	score	was	composed	by	Ron	Fish	and	Nick	Arundel,	who	also
composed	the	soundtrack	for	the	sequel,	Batman:	Arkham	City.[58]To	develop	the	game's	overall	aesthetic,	the	main	aim	was	to	create	designs	that	would	combine	comic	book	style	with	realism.	The	environmental	architecture	and	characters	had	to	be	extravagant	enough	to	represent	the	Batman	universe,	but	needed	realistic	texture	and	detail.	The
second	aim	was	to	recreate	the	dark,	Gothic	imagery	inherent	to	the	Batman	universe,	especially	Arkham	Asylum,	so	that	the	structure	would	feel	as	insane	as	those	whom	it	houses.[59]	The	asylum	was	considered	an	ideal	location	because	it	can	house	many	of	Batman's	foes.[45]Batman's	design	was	heavily	influenced	by	the	work	of	comic	artist	Jim
Lee,	who	drew	Batman	as	a	strong,	muscular	character	who	could	believably	take	part	in	extreme	combat.	His	black	and	dark	gray	costume	was	based	on	modern	versions,	and	has	military	influences	and	an	industrial	look.	Approximately	thirteen	concept	designs	were	produced	before	his	final	appearance	took	form.[59][60]	Artists	avoided	film
interpretations	of	the	Joker,	partly	because	the	developers	only	had	access	to	the	rights	to	the	original	Batman	license.	Alan	Moore's	1988	graphic	novel	Batman:	The	Killing	Joke	influenced	the	character's	design.	Harley	Quinn	underwent	a	drastic	redesign,	removing	her	black	and	red	full-body	outfit	and	jester's	hat,	and	replacing	them	with	a
costume	with	design	elements	from	a	nurse's	outfit	and	a	schoolgirl's	uniform.[59]	WildStorm,	Lee's	comic	book	publishing	company,	produced	concept	art	for	the	game.[61]Designs	for	the	asylum	departed	from	comic	interpretations	of	a	large	mansion	and	instead	developed	an	entire	island,	with	hints	of	Alcatraz	prison,	composed	of	multiple
buildings	to	allow	for	greater	variety	and	exploration.	Each	building	was	designed	with	a	different	architectural	style	to	make	the	facility	appear	believable	and	to	imbue	each	location	with	a	history.	The	medical	building	was	inspired	by	Victorian	architecture	and	its	metalwork	structure	was	intended	to	inspire	feelings	of	horror.	The	intensive
treatment	unit	has	a	Gothic,	industrial	aesthetic.	The	catacombs	beneath	the	facility,	inspired	by	early	twentieth-century	brickwork	and	Victorian	industry,	were	meant	to	feel	oppressive.	The	maximum	security	area	was	designed	to	feel	claustrophobic	and	was	retrofitted	like	a	bunker,	and	the	Arkham	mansion	displays	a	High	Gothic	style.[59][60]	The
designers	integrated	crooked	lines	into	environmental	objects,	such	as	trees	and	drainpipes,	where	possible.	40	rooms,	34	corridors,	three	exterior	areas,	and	three	Scarecrow-induced	hallucination	areas	were	designed	for	the	game.[60]To	bring	these	areas	to	life,	the	level	designers	produced	game	mechanic	elements	using	simple	room	layouts	and
shapes,	while	concept	artists	worked	in	tandem	to	create	artwork	for	each	location,	following	the	art	direction.	Environment	artists	would	then	build	3D	layouts	based	on	those	designs.	Finding	an	appropriate	color	palette	for	the	game	world	was	difficult;	browns	and	monochromatic	colors	could	depict	the	desired	dark	and	moody	atmosphere,	but	the
developers	wanted	the	aesthetic	to	resemble	the	vibrant	color	schemes	of	a	comic	book.	To	this	end,	they	used	saturated	colors	for	in-game	lighting.	Lighting	was	an	important	component	of	the	game,	being	used	to	highlight	points	of	interest	and	to	draw	the	player	onward	in	otherwise	boring	corridors.[60]	To	maintain	the	intended	level	of	detail	and
allow	the	game's	console	versions	to	fit	into	the	devices'	memory,	each	area	had	to	be	streamed	in	and	out	of	memory	seamlessly	to	free	up	memory	for	textures	and	geometry.	All	of	the	cutscenes	were	storyboarded	by	Rocksteady	artists,	being	visualized	in	the	game	engine	before	the	character	performances	were	motion-captured.[59]	The	design
team	decided	that	cutscenes	should	be	used	to	advance	character	relationships,	and	that	after	each	cutscene	the	player	should	have	had	their	goal	changed	or	the	importance	of	their	actions	modified.	Priority	was	given	to	keeping	action	scenes	under	the	player's	control,	rather	than	showing	them	in	cutscenes.[49]A	demo	version	of	the	game	was
released	via	digital	download	for	the	PlayStation	3	on	August	6,	2009,	and	for	Xbox	360	and	Microsoft	Windows	on	August	7.[62]	The	PlayStation	3	version	of	Arkham	Asylum	unlocked	a	Batcave-themed	virtual	apartment	for	players	on	the	social-gaming	platform,	PlayStation	Home.[63]	Additionally,	North	American	game	retailer	GameStop	ran	a
contest	which	allowed	one	winner	to	be	rendered	in-game	as	an	Arkham	inmate.[33][64]	A	series	of	action	figures	based	on	character	designs	from	the	game	were	released	through	Warner	Bros.'	outlet	DC	Direct.[65][66]Promotion	at	E3	2009Batman:	Arkham	Asylum	was	released	for	PlayStation	3	and	Xbox	360	in	North	America	on	August	25,	2009,
and	on	August	28	in	Europe	and	Australia.[67]	It	was	released	for	Microsoft	Windows	in	North	America	on	September	15,	2009,	and	on	September	18	in	Europe	and	Australia.[39]	A	Game	of	the	Year	edition	was	released	on	March	26,	2010,	in	Europe	and	on	May	11	in	North	America.[68][69]	Feral	Interactive	developed	a	Mac	OS	X	version,	which
was	released	on	disc	and	as	a	download	on	November	3,	2011.[70][71]	On	the	Windows	version	of	the	game,	the	developers	used	an	anti-duplication	measure	that	disables	Batman's	glide	ability	and	causes	other	bugs,	preventing	copied	games	from	progressing	beyond	a	certain	point.	Although	not	the	first	game	to	implement	such	countermeasures,
Arkham	Asylum	received	media	coverage,	as	this	was	seen	as	a	novel	method	of	copy	protection.[72][73]	A	version	of	the	game	for	the	Nintendo	Wii,	developed	by	Red	Fly	Studios,	was	cancelled	during	development.[74]A	"Collector's	Edition"	containing	the	game,	a	14-inch	(36cm)	replica	of	Batman's	batarang,	a	behind-the-scenes	DVD,	a	leather-
bound	48-page	book	about	Arkham's	inmates,	and	a	code	to	download	the	"Crime	Alley"	challenge	map	was	released.[75][76]	Pre-ordering	the	game	at	some	retailers	allowed	access	to	the	"Dem	Bones"	challenge	map.[28][77]	The	"Game	of	the	Year	Edition"	was	initially	announced	for	release	only	in	Europe,	Asia,	and	Australia,	but	a	North	American
release	was	later	added.[78][79]	This	edition	includes	the	game,	support	for	TriOviz	3D	visual	effects,	two	pairs	of	themed	3D	glasses,	and	the	six	released	DLC	challenge	mapstwo	of	which	were	omitted	from	the	North	American	version.[20][68][69]In	April	2009,	it	was	announced	that	the	Joker	would	be	a	downloadable	playable	character	for	use	in
the	game's	challenge	maps	exclusively	for	the	PlayStation	3	and	Mac	OS	X.[80][81]	Additional	DLC	packs	were	later	released.	The	Insane	Night	pack,	containing	the	"Totally	Insane"	combat	and	"Nocturnal	Hunter"	stealth	challenge	maps,	was	released	on	September	17,	2009.[82]	The	Prey	in	the	Darkness	pack	was	released	on	September	23,	2009,
and	contains	the	"Heart	of	Darkness"	combat	and	"Hothouse	Prey"	stealth	challenge	maps.	In	North	America,	the	Prey	in	the	Darkness	pack	was	released	exclusively	for	the	PlayStation	3	and	Mac	OS	X.[83]Batman:	Return	to	Arkham,	developed	by	Virtuos,	is	a	compilation	featuring	remastered	versions	of	Arkham	Asylum	and	Arkham	City	using
Unreal	Engine	4	for	the	PlayStation	4	and	Xbox	One.	Additionally,	both	games	include	all	previously	released	downloadable	content.[84][85]	The	compilation	was	released	on	October	18,	2016.[86][87][88]Batman:	Arkham	Trilogy,	developed	by	Turn	Me	Up,	features	ports	of	Arkham	Asylum,	Arkham	City	and	Batman:	Arkham	Knight	for	the	Nintendo
Switch	that	was	launched	in	December	1,	2023.[89]ReceptionAggregate	scoreAggregatorScoreMetacritic91/100	(PS3)[90]92/100	(X360)[91]91/100	(PC)[92]Review	scoresPublicationScore1Up.comA[93]Computer	and	Video	Games9.2/10[94]Edge8/10[2]Eurogamer9/10[8]Game	Informer9.5/10[96]GameSpot9/10[95]Giant	Bomb[97]IGN9.3/10[1]X-
Play[98]The	Daily	Telegraph9/10[9]Wired9/10[24]Batman:	Arkham	Asylum	received	critical	acclaim.[99][100][101]	Aggregating	review	website	Metacritic	gave	the	Xbox	360	version	92/100,[91]	the	PlayStation	3	version	91/100,[90]	and	the	Microsoft	Windows	version	91/100.[92]	The	game	held	the	Guinness	World	Record	for	"Most	Critically
Acclaimed	Superhero	Game	Ever"	based	on	an	average	Metacritic	score	of	91.67,[102]	until	it	was	succeeded	by	Arkham	City.[101]Arkham	Asylum	was	called	one	of	the	best	comic	book	superhero	games	ever	made.	Edge	magazine	said	it	was	"by	some	distance	the	best	superhero	game	of	modern	times",[2]	IGN's	Greg	Miller	called	it	"the	greatest
comic	book	game	of	all	time",[1]	and	Eurogamer's	Dan	Whitehead	called	it	"the	best	superhero	game	bar	none",	and	wrote	that	it	has	"excellent	visuals,	a	compelling	story	and	superb	voice	acting."	Whitehead	also	wrote,	even	without	the	iconic	superhero,	it	would	be	a	polished	and	engrossing	game	featuring	compelling	story	and	superb	voice	acting.
[8]	PSM3's	Andy	Kelly	wrote,	"Rocksteady	have	struck	the	perfect	balance	of	giving	you	the	confident	power	of	a	superhero,	but	with	enough	weaknesses	to	make	the	game	challenging;	a	remarkable	feat	of	balancing	and	design".[23]	Wired's	Chris	Kohler	said	that	the	game's	strength	lies	in	its	tight	script	and	masterful	acting,	making	what	could	be	a
generic	game	captivating.[24]	1UP.com's	Thierry	Nguyen	gave	the	game	an	A,	stating	that	Rocksteady	"manages	to	combine	combat,	stealth,	storytelling,	and	cartoon	voices	into	the	best	digital	Batman	simulator	we've	seen	to	date."[93]Several	reviewers	compared	Arkham	Asylum	to	other	gamesincluding	BioShock	for	its	ability	to	deliver	a	unique
adventure	and	establish	a	connection	with	the	game	world,	and	its	innovative	ideas;[96]	The	Legend	of	Zelda	for	its	adventuring	style;[94]	Metroid	for	its	world	layout;[24]	and	Resident	Evil	and	Tomb	Raider	for	its	classic	action-adventuring	that	acts	as	a	true	hybrid	of	brawling,	stealth,	and	platforming.[8]The	game	world's	design	and	the	game's
attention	to	detail	were	well	received	by	critics.	Game	Informer's	Andrew	Reiner	said	the	game's	setting	had	a	taut	and	mesmerizing	atmosphere,	and	was	a	place	of	wonder	and	inexplicable	horror.[96]	Miller	called	it	the	right	mix	of	creepy	and	cool,	and	appreciated	the	gradual	damage	reflected	on	Batman's	suit	as	the	story	progressed,	but	said	that
pixelated	CGI	and	lip	synching	issues	diminished	the	presentation.[1]	Whitehead	said	that	the	impressive	animation	makes	Batman	feel	alive,	but	wrote	that	the	world	itself	was	lifeless	and	lacking	in	interactive	objects.	He	criticized	segments	in	which	character	logic	was	sacrificed	for	video	game	tropes,	citing	repeated	use	of	poison	gas	and	electric
floors	as	obstacles.[8]The	combat	system	was	well	received	for	the	simplicity	of	its	implementation,	allowing	players	to	use	it	effectively	without	learning	complex	combinations	of	special	moves,	and	the	emphasis	upon	timing	and	flow	to	create	fluid,	graceful,	and	satisfyingly	brutal	attacks.	Reviewers	said	that	the	combat	remained	challenging	with
the	inclusion	of	more	difficult-to-overcome	enemies,	and	better	use	of	combat	was	well	incentivized	without	punishing	those	unable	to	master	it.[8][9][2]	The	design	of	stealth	and	the	wide	variety	of	methods	available	to	disable	enemy	opponents	were	praised.	Computer	and	Video	Games'	Andy	Robinson	wrote	that	it	is	a	"thinking	man's	stealth	game"
that	is	the	centerpiece	of	the	game,[9][103]	and	Edge	said	that	the	stealth	offering	was	thrilling.	Others	wrote	about	the	way	in	which	enemies	react	with	fear	to	the	elimination	of	their	allies,[97]	but	some	reviewers	criticized	the	AI	for	allowing	Batman	to	easily	escape	when	discovered,	and	for	being	oblivious	to	Batman's	presence.[2][104]
Whitehead	said	that	stealth	was	not	as	directly	rewarding	as	combat,	citing	difficulty	in	controlling	Batman	at	close	quarters	and	the	inconsistent	contextual	actions.[8]Arkham	Asylum's	boss	fights	were	criticized,	with	many	reviewers	labeling	them	as	the	game's	biggest	failing.	Reviewers	found	that	the	battles	often	rely	on	old-fashioned,	tedious,	and
repetitive	game	tropes	that	required	the	player	to	learn	and	repeat	monotonous	routinessome	of	which,	in	the	case	of	Bane,	had	already	been	employed	on	lesser	enemiesor	to	confront	repetitive	attack	patterns	and	one-hit	deaths.[8][9][14][2]	Reviewers	generally	agreed	that	the	fights	were	anticlimactic	to	their	build-up	spectacle.[8][9][14]	The	final
boss	fight	with	the	Joker	was	singled	out	for	vapid	gameplay,[9][2]	a	battle	with	Killer	Croc	was	labeled	boring	and	overly	long,	and	the	reviewers	said	these	should	not	have	been	in	the	game.[24]	However,	the	fear	toxin-induced	hallucination	segments	of	Scarecrow's	battles	were	almost	unanimously	praised	as	some	of	the	game's	best	and	most
cerebral	moments	for	their	fourth	wall	manipulation,	subversion	of	the	game's	established	narrative	and	expectations,	and	meta-textual	influences	that	were	compared	to	the	battle	against	Psycho	Mantis	in	1998's	Metal	Gear	Solid,	and	2002's	Eternal	Darkness.[8][24][105]The	main	voice	castincluding	Conroy	as	Batman,	Sorkin	as	Harley	Quinn,
Valenza	as	Poison	Ivy,	and	Wingert	as	Riddlerwas	well	received,[8]	but	Hamill's	performance	received	consistent	praise,	with	reviewers	commenting	upon	his	excellent	inflection	and	timing	on	a	cackling,	maniacal	performance	that	steals	the	show.[9][24][1]	Nguyen	said	that	Dini	and	Hamill's	Joker	was	the	best	depiction	of	the	character	outside	of
The	Killing	Joke	and	Heath	Ledger's	incarnation	in	The	Dark	Knight	(2008).[93]Worldwide,	the	game	sold	nearly	two	million	units	in	its	first	three	weeks	of	release,	and	had	sold	2.5	million	by	the	end	of	September	2009.[106][107]	According	to	NPD	Group,	Batman:	Arkham	Asylum	sold	approximately	593,000	units	in	North	America	during	the	five
tracked	days	following	its	release	on	August	25.[106]	By	December	2009,	the	PlayStation	3	version	of	the	game	had	outsold	the	Xbox	360	version	by	approximately	10,000	units	despite	multi-platform	titles	typically	selling	better	on	the	Xbox	360	at	the	time.	The	exclusive	content	featuring	the	Joker	as	a	playable	character	was	cited	as	a	possible
reason	for	the	success	of	the	PlayStation	3	version.[108]	The	game	took	two	of	the	top	five	spots	on	the	US	software	chart	in	its	first	week	of	release,	and	topped	the	UK	all-format	chart	for	two	weeks.[107]	By	October	2011,	the	game	had	sold	4.3million	copies	worldwide.[109]At	the	2009	Spike	Video	Game	Awards,	Rocksteady	Studios	won	Studio	of
the	Year,	while	the	game	received	nominations	for	Best	Action	Adventure	Game,	Best	Graphics,	Best	Voice	for	Hamill	and	Sorkin,	respectively,	Best	Xbox	360	Game,	and	Game	of	the	Year.[110][111]	As	part	of	the	AIAS'	13th	Annual	Interactive	Achievement	Awards,	Batman:	Arkham	Asylum	won	outstanding	achievement	in	"Game	Design",	"Adapted
Story",	and	"Character	Performance"	(Mark	Hamill	as	the	Joker);	it	also	received	nominations	for	"Game	of	the	Year",	"Adventure	Game	of	the	Year",	and	outstanding	achievement	in	"Animation",	"Original	Music	Composition",	and	"Game	Direction".[112][113]	At	the	6th	British	Academy	Video	Games	Awards,	it	won	the	awards	for	Best	Game	and
Gameplay,	and	received	nominations	for	Action,	Original	Score,	Story,	Use	of	Audio,	Artistic	Achievement,	and	the	publicly	voted	GAME	Award	of	2009.[114]	It	won	Best	Game	Design	at	the	10th	Game	Developers	Choice	Awards,	and	was	nominated	for	Game	of	the	Year	and	Best	Writing.[115][116]	It	was	also	nominated	for	Best	Sound	Editing:
Computer	Entertainment	for	the	2010	Golden	Reel	Awards.[117]	The	National	Academy	of	Video	Game	Trade	Reviewers	awarded	the	game	in	the	categories	Game	of	the	Year,	Character	Design,	Control	Design,	Costume	Design,	Game	Design,	Sound	Editing	in	a	Game	Cinema,	Supp	Performance	in	a	Drama	(Mark	Hamill),	Use	of	Sound	and	Game
Sequel	Action.[118]	The	Official	Xbox	Magazine	2009	Game	of	the	Year	Awards	awarded	the	game	in	two	categories:	Licensed	Game	of	the	Year	and	Developer	of	the	Year	(Rocksteady	Studios).[119]	At	the	2010	Develop	Awards	the	game	won	in	two	categories:	Best	Use	of	a	Licence	or	IP	and	In-House	Studio	(Rocksteady	Studios).[120]	The	game	also
gained	two	nominations	(Audio	of	the	Year	and	Best	Dialogue)	at	the	Game	Audio	Network	Guild	Awards.[121]	According	to	Metacritic,	on	all	platforms,	Arkham	Asylum	was	tied	with	God	of	War	Collection	and	Forza	Motorsport	3	as	the	fourth-highest-rated	game	of	2009.	It	was	also	the	highest-rated	Microsoft	Windows	game	alongside	Dragon	Age:
Origins	and	Street	Fighter	IV,	the	third-highest-rated	Xbox	360	game	alongside	Forza	Motorsport	3,	and	the	fifth-highest-rated	PlayStation	3	game	alongside	FIFA	10	and	Killzone	2.[122][123][124]	At	the	Cody	Awards	the	game	won	as	Best	Licensed	Game	and	it	was	nominated	in	the	categories	Game	of	the	Year,	Best	Graphics,	Best	Sound,	Best
Action-Adventure	Game,	Best	Character	(Batman).[125]Several	international	video	game	websites	and	magazines	labeled	Arkham	Asylum	as	their	favourite	Game	of	the	Year[126][127][128][129][130][131][132][133]	and	as	their	favourite	Action/Adventure	Game.[134][135][136][137][138]Batman:	Arkham	Asylum	appeared	on	several	lists	of	the	top
video	games	of	2009.	It	was	placed	at	number	one	by	The	A.V.	Club,[139]	number	two	by	CNET,	Time,	Eurogamer	and	CraveOnline,[140][141][142][143]	number	three	by	Complex,	IGN	UK,	Joystiq,	and	The	Daily	Telegraph,[144][145][146][147]	number	four	by	CBC	News.ca,[148]	and	Wired,[149]	number	five	by	Gamasutra,	Entertainment	Weekly
and	IGN	Australia[150][151][152]	and	number	six	by	the	Los	Angeles	Times.[153]	Game	Informer	also	included	the	game	on	its	list	of	the	50	best	videogames	of	2009.[154]Giant	Bomb	named	it	the	2009	Best	Multiplatform	Game,[155]	GamesRadar	labeled	it	their	Game	of	the	Year	ahead	of	Uncharted	2:	Among	Thieves,[156]	and	Eurogamer	listed	it
on	their	"Games	of	2009"	series.[157]	GameSpot	listed	it	as	having	the	Best	Atmosphere	and	the	Best	Use	of	a	Creative	License	as	part	of	their	"Best	Games	of	2009"	series,[158][159]	and	at	IGN's	Best	of	2009	Awards	the	game	was	awarded	as	Best	PC	Action	Game	and	Best	Xbox	360	story	and	it	was	nominated	in	the	categories	Award	for	Excellence
in	Sound	(PS3),	Best	Action	Game	(PS3),	Best	Story	(PS3),	PS3	Game	of	the	Year,	Best	Action	Game	(Xbox	360),	Award	for	Excellence	in	Sound	(Xbox	360),	Xbox	360	Game	of	the	Year,	Award	for	Excellence	in	Sound	(PC),	Best	Story	(PC),	PC	Game	of	the	Year.[160][161][162]	IGN	named	the	game	as	Best	Newcomer	on	its	IGN	Select	Awards.[163]
Newsarama	named	the	game	as	Best	Super-hero	Game	2009.[164]	GameTrailers	named	the	title	both	Best	Action-Adventure	Game	and	Biggest	Surprise	of	2009.[165][166]	At	The	Escapist	Awards,	the	game	was	awarded	as	Game	of	the	Year	and	it	was	nominated	as	Best	Action-Adventure	Game.[167]	The	game	was	also	awarded	in	the	category	Best
Graphics	by	Feed	Your	Console[168]	and	as	Game	of	the	Year	by	HollywoodJesus,	Thunderbolt,	VG-Reloaded	and	eGamer.[169][170][171][172]In	2013,	Eurogamer	listed	it	as	the	20th-best	game	of	the	contemporary	console	generation,[173]	Game	Informer	named	it	the	second-best	superhero	game	of	all	time,[174]	and	GamingBolt	listed	it	as	the
89th-greatest	game	ever	made.[175]In	2014,	Empire	ranked	it	28th	on	their	list	of	the	Greatest	Video	Game	of	All	Time,	behind	Arkham	City	at	number	12,[176]	and	IGN	listed	it	as	the	22nd-best	game	of	the	console	generation.[177]In	2015,	PC	Gamer	named	it	the	50th-best	PC	game,[178]	and	IGN	listed	it	as	the	91st-Top	Game	of	All	Time.[179]In
2017,	IGN	ranked	the	Scarecrow	hallucination	sequences	35th	on	their	Top	Unforgettable	Video	Game	Moments	list.[180]In	2019,	The	Guardian	placed	the	game	34th	on	its	list	of	the	50	best	videogames	of	the	21st	century.[181]In	2023,	Digital	Trends	placed	the	game	21st	on	its	list	of	the	50	best	videogames	of	all	time.[182]List	of	awards	and
nominationsYearAwardCategoryRecipientResultRef.2009Spike	Video	Game	AwardsBest	Action	Adventure	GameBatman:	Arkham	AsylumNominated[110][111]Best	GraphicsBatman:	Arkham	AsylumNominatedBest	VoiceArleen	Sorkin	for	Harley	QuinnNominatedMark	Hamill	for	The	JokerNominatedBest	Xbox	360	GameBatman:	Arkham
AsylumNominatedGame	of	the	YearBatman:	Arkham	AsylumNominatedStudio	of	the	YearRocksteady	StudiosWonNational	Academy	of	Video	Game	Trade	ReviewersGame	of	the	YearBatman:	Arkham	AsylumWon[118]Animation,	3DBatman:	Arkham	AsylumNominatedArt	DirectionBatman:	Arkham	AsylumNominatedCamera	Direction	in	a	Game
EngineBatman:	Arkham	AsylumNominatedCharacter	DesignBatman:	Arkham	AsylumWonControl	Design,	3DBatman:	Arkham	AsylumWonCostume	DesignBatman:	Arkham	AsylumWonDirection	in	a	Game	CinemaBatman:	Arkham	AsylumNominatedGame	DesignBatman:	Arkham	AsylumWonGraphics/TechnicalBatman:	Arkham
AsylumNominatedLighting/TexturingBatman:	Arkham	AsylumNominatedSound	Editing	in	a	Game	CinemaBatman:	Arkham	AsylumWonSound	EffectsBatman:	Arkham	AsylumNominatedSupp	Performance	in	a	DramaMark	Hamill	for	The	JokerWonUse	of	SoundBatman:	Arkham	AsylumWonWriting	in	a	DramaBatman:	Arkham	AsylumNominatedGame
Sequel	ActionBatman:	Arkham	AsylumWon201013th	Annual	Interactive	Achievement	AwardsGame	of	the	YearBatman:	Arkham	AsylumNominated[112][113]Adventure	Game	of	the	YearBatman:	Arkham	AsylumNominatedOutstanding	Achievement	in	Adapted	StoryBatman:	Arkham	AsylumWonOutstanding	Achievement	in	AnimationBatman:	Arkham
AsylumNominatedOutstanding	Achievement	in	Character	PerformanceMark	Hamill	for	The	JokerWonOutstanding	Achievement	in	Game	DesignBatman:	Arkham	AsylumWonOutstanding	Achievement	in	Game	DirectionBatman:	Arkham	AsylumNominatedOutstanding	Achievement	in	Original	Music	CompositionBatman:	Arkham
AsylumNominatedBAFTA	Video	Games	AwardsActionBatman:	Arkham	AsylumNominated[114]Artistic	AchievementBatman:	Arkham	AsylumNominatedBest	GameBatman:	Arkham	AsylumWonGAME	Award	of	2009Batman:	Arkham	AsylumNominatedGameplayBatman:	Arkham	AsylumWonOriginal	ScoreBatman:	Arkham	AsylumNominatedStoryBatman:
Arkham	AsylumNominatedUse	of	AudioBatman:	Arkham	AsylumNominatedGame	Audio	Network	Guild	AwardsAudio	of	the	YearBatman:	Arkham	AsylumNominated[183]Best	DialogueBatman:	Arkham	AsylumNominatedGame	Developers	Choice	AwardsBest	Game	DesignBatman:	Arkham	Asylum,	Sefton	Hill	and	Ian	BallWon[115][116]Best
WritingBatman:	Arkham	AsylumNominatedGame	of	the	YearBatman:	Arkham	AsylumNominatedDevelop	Awards	2010Best	Use	of	a	Licence	or	IPBatman:	Arkham	AsylumWon[184]In-House	StudioRocksteady	StudiosWonGolden	Reel	AwardsBest	Sound	Editing:	Computer	EntertainmentBatman:	Arkham	AsylumNominated[117]26th	Annual	TEC
AwardsInteractive	Entertainment	Sound	ProductionBatman:	Arkham	AsylumNominated[185]Main	article:	Batman:	ArkhamArkham	Asylum's	success	launched	a	series	of	Batman:	Arkham	sequels,	beginning	in	October	2011	with	Batman:	Arkham	City.	Set	one	year	after	the	events	of	Arkham	Asylum,	it	is	the	direct	sequel	to	the	earlier	game.	It	was
developed	by	Rocksteady	Studios,	and	distributed	by	Warner	Bros.	Interactive	Entertainment.[186][187]	Manipulated	by	Hugo	Strange,	Gotham	City's	mayor	Quincy	Sharp	closes	Arkham	Asylum	and	Blackgate	prison,	and	converts	a	section	of	the	city's	slums	into	an	open	air	prison	known	as	Arkham	City,	to	house	all	of	Gotham's	criminals.[188]	While
a	wary	Batman	watches	over	the	activities	in	Arkham	City,[189]	the	Joker	is	dying	from	his	consumption	of	Titan.[188][190]	The	sequel	introduces	several	new	charactersincluding	Hugo	Strange,	Robin,	Catwoman,	Ra's	al	Ghul,	and	Mr.	Freezeto	the	series.	A	limited,	six-issue	comic	series,	also	titled	Batman:	Arkham	Citybridging	the	plots	of	Arkham
Asylum	and	Arkham	Citywas	written	by	Paul	Dini	and	featured	art	by	Carlos	D'Anda.	The	first	issue	was	released	on	May	11,	2011.[191][192]	A	third	installment	of	the	Arkham	series	(not	developed	by	Rocksteady),	Batman:	Arkham	Origins,	was	released	in	October	2013,	featuring	a	story	set	before	the	events	of	Arkham	Asylum.[193]	A	narrative
sequel	to	Arkham	City,	Batman:	Arkham	Knight,	was	released	on	June	23,	2015,	and	is	the	series'	concluding	chapter.[194][195]Writer	Grant	Morrison	said	the	game	was	the	inspiration	for	their	Batman	Incorporated	comic	book.	They	said	they	wanted	to	"capture	the	feeling	of	the	Batman:	Arkham	Asylum	game...When	I	played	that	game,	it	was	the
first	time	in	my	life	where	I	actually	felt	what	it	is	like	to	be	Batman...	We	are	now	the	heroes,	and	we	can	look	through	their	eyes."[196]^	Ported	to	Nintendo	Switch	by	Turn	Me	Up	Games^	Unreal	Engine	4	was	used	for	the	PlayStation	4	and	Xbox	One	version.^	a	b	c	d	e	Miller,	Greg	(May	26,	2010).	"Batman:	Arkham	Asylum	(Game	of	the	Year)
Review	(Page	3)".	IGN.	J2	Global.	Archived	from	the	original	on	January	3,	2013.	Retrieved	March	23,	2013.^	a	b	c	d	e	f	g	"Review:	Batman	Arkham	Asylum".	Edge.	September	1,	2009.	Archived	from	the	original	on	April	4,	2013.	Retrieved	March	23,	2013.^	a	b	c	d	e	Kohler,	Chris	(January	30,	2009).	"A	First-Hand	Tour	of	Batman:	Arkham	Asylum's
Madhouse".	Wired.	Archived	from	the	original	on	November	5,	2012.	Retrieved	April	3,	2013.^	Keating,	Barry	(September	26,	2008).	"Batman:	Arkham	Asylum	first-look".	GamesRadar.	Future	Publishing.	Archived	from	the	original	on	November	9,	2013.	Retrieved	April	13,	2013.^	a	b	c	Bramwell,	Tom	(April	16,	2009).	"Batman:	Arkham	Asylum".
Eurogamer.	Gamer	Network.	Archived	from	the	original	on	June	30,	2013.	Retrieved	April	13,	2013.^	a	b	Schiesel,	Seth	(September	4,	2009).	"On	a	Grim	Island,	a	Caped	Crusader	for	a	Teenager's	Inner	Adult".	The	New	York	Times.	Archived	from	the	original	on	April	11,	2013.	Retrieved	April	2,	2013.^	a	b	c	d	LeTendre,	Brian	(August	14,	2009).	"The
Gameplay	of	Batman:	Arkham	Asylum".	Comic	Book	Resources.	Boiling	Point	Productions.	Archived	from	the	original	on	November	9,	2013.	Retrieved	March	18,	2013.^	a	b	c	d	e	f	g	h	i	j	k	l	m	n	o	p	q	r	s	t	u	v	w	Whitehead,	Dan	(August	21,	2009).	"Batman:	Arkham	Asylum	Review".	Eurogamer.	Gamer	Network.	Archived	from	the	original	on	September
26,	2009.	Retrieved	August	21,	2009.^	a	b	c	d	e	f	g	h	i	j	k	l	Hoggins,	Tom	(August	25,	2009).	"Batman:	Arkham	Asylum	video	game	review".	The	Daily	Telegraph.	Archived	from	the	original	on	October	22,	2012.	Retrieved	March	17,	2013.^	Serafino,	Jason	(July	17,	2012).	"39.	Remote-Controlled	Batarang".	Complex.	Archived	from	the	original	on
January	19,	2013.	Retrieved	March	27,	2013.^	Serafino,	Jason	(July	17,	2012).	"20.	Explosive	Gel".	Complex.	Archived	from	the	original	on	January	19,	2013.	Retrieved	March	27,	2013.^	"Batman:	Arkham	Asylum	Walkthrough	&	Strategy	Guide	(Page	51)".	GameSpy.	J2	Global.	January	24,	2009.	Archived	from	the	original	on	November	9,	2013.
Retrieved	March	27,	2013.^	Miller,	Greg	(August	5,	2009).	"Batman:	Arkham	Asylum	Chapters	3	and	4".	IGN.	J2	Global.	Archived	from	the	original	on	November	9,	2012.	Retrieved	March	26,	2013.^	a	b	c	Kelly,	Andy	(August	21,	2009).	"Read	PSM3's	Batman:	Arkham	Asylum	review	here	(Page	2)".	PSM3.	Computer	and	Video	Games.	Archived	from
the	original	on	November	9,	2013.	Retrieved	March	23,	2013.^	Calvert,	Justin	(August	26,	2009).	"Batman:	Arkham	Asylum".	CNET	Australia.	CBS	Interactive.	Archived	from	the	original	on	November	9,	2013.	Retrieved	April	13,	2013.^	Miller,	Greg	(August	21,	2009).	"Batman:	Arkham	Asylum	PS3	Sales	Pass	Xbox	360".	IGN.	J2	Global.	Archived	from
the	original	on	December	14,	2012.	Retrieved	March	12,	2013.^	Warner,	Mark	(October	19,	2009).	"PhysX	in	Batman:	Arkham	Asylum	Continued".	[H]ard|OCP.	HardOCP.	Archived	from	the	original	on	November	9,	2013.	Retrieved	April	2,	2013.^	Faylor,	Chris	(August	6,	2009).	"Batman:	Arkham	Asylum	PC	Delayed,	Gets	PhysX".	Shacknews.
GameFly.	Archived	from	the	original	on	September	12,	2012.	Retrieved	May	25,	2010.^	Brown,	Rich	(September	21,	2009).	"Nvidia's	PhysX	makes	PC	Batman:	Arkham	Asylum	worth	the	wait".	CNET.	CBS	Interactive.	Archived	from	the	original	on	October	25,	2012.	Retrieved	April	2,	2013.^	a	b	Chester,	Nick	(May	24,	2010).	"Is	Batman:	Arkham
Asylum	really	better	in	3D?".	Destructoid.	Archived	from	the	original	on	November	20,	2012.	Retrieved	April	3,	2013.^	a	b	Kelly,	Kevin	(May	29,	2009).	"Interview:	Paul	Crocker	of	Rocksteady	on	Batman:	Arkham	Asylum".	Joystiq.	AOL.	Archived	from	the	original	on	November	9,	2013.	Retrieved	April	5,	2013.^	a	b	Lewinski,	John	Scott	(August	27,
2009).	"Kevin	Conroy	Brings	Batman	Street	Cred	to	Arkham	Asylum".	Wired.	Archived	from	the	original	on	June	16,	2013.	Retrieved	April	1,	2013.^	a	b	Kelly,	Andy	(August	21,	2009).	"Read	PSM3's	Batman:	Arkham	Asylum	review	here".	PSM3.	Computer	and	Video	Games.	Archived	from	the	original	on	May	22,	2013.	Retrieved	March	23,	2013.^	a	b
c	d	e	f	g	Kohler,	Chris	(September	1,	2009).	"Review:	Creepy	Batman:	Arkham	Asylum	Redefines	Comic-Book	Game".	Wired.	Archived	from	the	original	on	June	14,	2013.	Retrieved	April	2,	2013.^	Glasser,	AJ	(January	30,	2009).	"Twenty	Minutes	With	Batman:	Arkham	Asylum".	Kotaku.	Gawker	Media.	Archived	from	the	original	on	December	20,	2013.
Retrieved	April	1,	2013.^	a	b	Miller,	Greg	(July	10,	2009).	"The	Villains	of	Batman:	Arkham	Asylum".	IGN.	J2	Global.	Archived	from	the	original	on	July	3,	2013.	Retrieved	March	26,	2013.^	a	b	c	d	"Batman:	Arkham	City".	Behind	the	Voice	Actors.	Archived	from	the	original	on	November	25,	2012.	Retrieved	March	9,	2013.^	a	b	Fahey,	Mike	(July	27,
2009).	"Arkham	Asylum's	Scarecrow	Design	Is	BioShock	Creepy".	Kotaku.	Archived	from	the	original	on	July	6,	2013.	Retrieved	March	21,	2013.^	a	b	c	Barratt,	Charlie	(September	2,	2009).	"The	28	hidden	characters	in	Batman:	Arkham	Asylum	(page	2)".	GamesRadar.	Archived	from	the	original	on	November	9,	2013.	Retrieved	March	23,	2013.^
Schramm,	Mike	(July	26,	2011).	"Rocksteady	and	Paul	Dini	on	the	storytelling	in	Batman:	Arkham	City".	Joystiq.	AOL.	Archived	from	the	original	on	October	21,	2012.	Retrieved	September	26,	2011.^	a	b	Barratt,	Charlie	(September	2,	2009).	"The	28	hidden	characters	in	Batman:	Arkham	Asylum".	GamesRadar.	Archived	from	the	original	on
November	9,	2013.	Retrieved	March	23,	2013.^	Barratt,	Charlie	(September	2,	2009).	"The	28	hidden	characters	in	Batman:	Arkham	Asylum	(page	3)".	GamesRadar.	Archived	from	the	original	on	November	9,	2013.	Retrieved	March	23,	2013.^	a	b	Barratt,	Charlie	(September	2,	2009).	"The	28	hidden	characters	in	Batman:	Arkham	Asylum	(page	4)".
GamesRadar.	Archived	from	the	original	on	November	9,	2013.	Retrieved	March	23,	2013.^	Rocksteady	Studios	(August	25,	2009).	Batman:	Arkham	Asylum.	Warner	Bros.	Interactive	Entertainment.	Scene:	Opening.	Joker:	Great	night	for	a	party!	/	Batman:	Not	where	you're	going	/	Joker:	The	night	is	young	Bats.	I	still	have	a	trick	or	two	up	my
sleeve.	I	mean	don't	you	think	it's	a	little	bit	funny	how	a	fire	at	Blackgate	caused	hundreds	of	my	crew	to	be	moved	here?^	Rocksteady	Studios	(August	25,	2009).	Batman:	Arkham	Asylum.	Warner	Bros.	Interactive	Entertainment.	Scene:	Opening.	Joker:	Honey	I'm	home	/	Harley	Quinn:	Come	on	in	/	Joker:	Welcome	to	the	madhouse,	Batman!	I	set	a
trap,	and	you	sprang	it	gloriously!^	Rocksteady	Studios	(August	25,	2009).	Batman:	Arkham	Asylum.	Warner	Bros.	Interactive	Entertainment.	Scene:	Opening.	Oracle:	That's	not	all	he's	done.	All	police	feeds	are	reporting	he's	placed	bombs	all	over	Gotham.	Says	he'll	detonate	them	if	anyone	steps	foot	on	Arkham	Island.^	Rocksteady	Studios	(August
25,	2009).	Batman:	Arkham	Asylum.	Warner	Bros.	Interactive	Entertainment.	Scene:	Ending.	Joker:	You're	trying	to	resist	the	change.	That's	not	fair!	Come	on,	give	in.	So	you	wanna	play	hard	ball	Bats?	Do	ya?	Your	call.	Oh,	you're	ruining	my	big	night!	Months	of	planning	down	the	crapper!	I	just	wanted	to	bring	down	your	grim	facade	and	for	once
let	you	see	the	world	as	I	see	it,	giggling	in	a	corner	and	bleeding.	But	you've	denied	me	even	that.	I	have	nothing	to	live	for!	[Joker	shoots	himself	with	a	Titan	dart].^	"Which	villains	will	appear	in	Batman:	Arkham	Asylum	2?".	GamesRadar.	September	4,	2009.	Archived	from	the	original	on	November	9,	2013.	Retrieved	April	12,	2013.^	a	b	"Batman:
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\/Welcome	to	this	guide	for	Batman:	Arkham	Asylum!	It	is	my	sincere	pleasure	topersonally	welcome	you	here.	I	go	by	the	pseudonym	Axel	and	it	is	my	hope	thatwhether	you're	looking	for	a	ton	of	help,	or	just	a	hint	or	two,	that	you	findwhat	you	need	here.About	This	Guide----------------2009	has	been	a	busy	year	for	me	in	terms	of	college,	work,	and
guides.	I'm	apretty	avid	gamer;	it's	probably	my	biggest	hobby	outside	of	writing.	There	arethree	games	I've	been	desperately	waiting	for.	Uncharted	2:	Among	Thieves	andAssassin's	Creed	II	are	two	of	them.	The	third?	Well	it's	out	already.	It'sBatman:	Arkham	Asylum!	It	is	without	a	doubt	one	of	the	best	games	I've	playedand	now	I've	decided	to
write	a	guide	for	it.Using	This	Guide----------------Navigating	around	this	guide	is	simple.	If	you'd	rather	not	scroll	for	aneternity,	the	table	of	contents	will	help	you.	Most	items	in	the	table	have	asmall	code	at	the	end.	Use	these	quickjumps	and	put	them	into	the	ctrl+ffunction	of	your	web	browser	and	you	can	quickly	jump	to	a	section	of	the	guide.You
can	also	search	for	important	keywords	to	help	you	find	certain	things.If	you	have	questions,	please	first	refer	to	the	Frequently	Asked	Questions.	Ifyour	question	isn't	answered	there	or	you're	still	confused,	feel	free	to	e-mailme.	My	e-mail	can	be	found	in	the	Contact	Info	section.	Secondly,	if	you	havesomething	to	say	or	contribute,	please	read	the
Contact	Info	section	for	mypersonal	policy	and	rules	on	these	things.	It's	very,	very	important	to	me	thatyou	read	that	first.	|\/|	/`._	|	|	_.'\====/	\===========================================================	/	2	\	Bat	Basics	[bb00]==/	.-.	.-.
\=========================================================	|/	\.-.	.-./	\|	\/Here	we'll	go	over	most	of	the	basics	in	the	game.	In	particular,	we'll	betaking	a	look	at	the	three	main	gameplay	elements	that	make	up	this	wonderfulgame.	This	is	here	to	just	serve	as	a	small	help	or	reminder	for	those	whodon't	feel	like
looking	at	their	instruction	booklets.Controls	[bb01]--------Here's	a	quick	glance	at	the	controls	for	both	the	PS3	and	360	versions	of	thegame.	______________________________________________________________|Action	|PS3	Button	|360	Button	||--------------------------------------------------------------||Pause/Unpause	|Start	|Start	||--------------------------------------------------------------
||Map/Menus	|Select	|Back	||--------------------------------------------------------------||Movement	|Left	Analog	Stick	|Left	Stick	||--------------------------------------------------------------||Camera	movement	|Right	Analog	Stick|Right	Stick	||--------------------------------------------------------------||Select/Change	Gadgets	|D-Pad	|D-Pad	||--------------------------------------------------------------||Aim	Batarang	|L1
|Left	Button	||--------------------------------------------------------------||Detective	Mode	on/off	|L2	|Left	Trigger	||--------------------------------------------------------------||Scan	|L2	(hold)	|Left	Trigger	(hold)||--------------------------------------------------------------||Grapple	|R1	|Right	Button	||--------------------------------------------------------------||Crouch	|R2	|Right	Trigger	||----------------------------------------------------
----------||Center	camera	|L3	|Left	Stick	button	||--------------------------------------------------------------||Zoom	|R3	|Right	Stick	button	||--------------------------------------------------------------||Run/Glide/Use/Climb	|X/Cross	|A	||--------------------------------------------------------------||Evade	|X-X	(double	tap)	|A-A	(double	tap)	||--------------------------------------------------------------||Strike	|Square	|X	||------------
--------------------------------------------------||Silent	Takedown	|Triangle	|Y	||--------------------------------------------------------------||Drop	down	|Circle	|B	|'--------------------------------------------------------------'COMBAT	______________________________________________________________|Action	|PS3	Button	|360	Button	||--------------------------------------------------------------||Strike	|Square	|X	||---------------------
-----------------------------------------||Counter	|Triangle	|Y	||--------------------------------------------------------------||Stun	|Circle	|B	||--------------------------------------------------------------||Redirect	|X	(double	tap)	|A	(double	tap)	||--------------------------------------------------------------||Quick	Batarang	|L1	|Left	Button	||--------------------------------------------------------------||Quick	Batclaw	||Throw	|Square	+	X	|X
+	A	||--------------------------------------------------------------||Takedown	|Triangle	+	Circle	|Y	+	B	||--------------------------------------------------------------||Ground	Takedown	|R2	+	Triangle	|Right	Trigger	+	Y	|'--------------------------------------------------------------'PREDATOR	______________________________________________________________|Action	|PS3	Button	|360	Button	||--------------------------------
------------------------------||Grapple	|R1	|Right	Button	||--------------------------------------------------------------||Glide	Kick	(gargoyle)	|Square	|X	||--------------------------------------------------------------||Drop	down/Climb	|X	|A	||--------------------------------------------------------------||Glide	|X	(hold)	|A	(hold)	||--------------------------------------------------------------||Hang	(from	gargoyle)	|Circle	|B	||-----------------------
---------------------------------------||Inverted	Takedown	|Triangle	|Y	|'--------------------------------------------------------------'Freeflow	Combat	[bb02]---------------The	game	makes	use	of	a	simple	but	difficult	to	master	combat	system.	CalledFreeflow	Combat,	this	fun	system	allows	Batman	to	effortlessly	take	on	entirehordes	of	enemies	at	once.You	have	three	attack	buttons:
Strike,	Counter,	and	Stun.	Strike	is	the	mainattack	function	for	Freeflow	Combat	and	the	one	you'll	be	doing	the	most	damagewith.	It's	your	"aggressor"	button.	Counter	is	a	bit	more	defensive	but	it	stillaccomplishes	the	same	thing.	Stun	as	the	name	implies,	temporarily	stuns	anenemy	in	a	standing	position	(not	a	prone	one).	Let's	look	a	little	closer
atthe	latter	two.-Counter-Countering	moves	is	simple	in	Arkham	Asylum.	Batman	will	always	be	outnumbered.Let's	face	it,	he's	just	one	guy	against	an	army	of	thugs.	To	be	able	to	dealappropriately	with	these	odds,	Batman	makes	full	use	of	his	martial	artstraining.	When	dealing	with	one	enemy,	you'll	often	come	under	attack	byanother.	In	these
instances,	you'll	see	the	blue	lightning	bolts	(almost	likeSpider	Sense?)	appear	above	their	heads.	This	is	your	cue	to	hit	the	CounterButton	(Triangle/Y).	It	doesn't	matter	from	what	angle	you're	being	attacked.All	that	matters	is	that	you	hit	the	button	at	that	prompt.	On	Hard,	there	isno	prompt	so	you	have	to	be	careful.Counter	is	helpful	against
enemies	with	weapons	because	it	unarms	them.	Batmanwon't	use	their	weapons	of	course	except	for	a	quick	hit	before	he	drops	them.As	you	play	further	through	the	game,	counter	opportunities	become	easier	tosee,	as	you	often	see	the	thugs	who	want	to	hit	you	running	toward	you.-Stun-Stun,	performed	with	Circle/B	is	a	move	used	to	temporarily
disable	your	foes.It	can	help	you	put	an	enemy	aside	for	just	a	little	while.	It	is	most	usefulthough	against	dagger-wielding	opponents.	These	foes	are	a	little	moreprotected	than	others	and	can't	be	hit	with	normal	strikes.	Stun	helpsdisorient	them	so	that	Batman	can	go	in	for	the	kill	with	his	normal	strikes.-Redirect-Besides	three	offensive	moves,	you
have	the	ability	to	escape.	Redirect	is	goodfor	moments	when	you	are	totally	surrounded.	Double	tap	X/A	to	leap	over	anenemy	and	get	behind	them.	Redirect	is	necessary	to	attack	enemies	that	wieldstun	batons	or	torches.	They	cannot	be	attacked	directly	with	Strike	or	Stunbecause	it	damages	Batman,	and	they	cannot	be	countered.	These	enemies
arevulnerable	from	behind	however.	Redirect	will	help	you	get	into	position	foran	attack.-Throw-When	you	purchase	the	move,	Throw	is	a	nice	attack	to	use.	Batman	will	pick	upan	enemy	and	throw	him	in	whatever	direction	you	point	the	stick.	It'simportant	to	note	that	you	have	a	limited	time	to	"aim"	so	if	you	don't	pick	adirection	quickly,	you	may
not	be	able	to	throw	the	enemy	where	you	want.	Thisis	good	when	you're	surrounded.	You	can	also	throw	enemies	into	electricbarriers	and	other	objects.-Takedowns-Besides	your	Ground	Takedown,	you	can	also	perform	another	Takedown	duringcombos.	The	latter	must	be	purchased	from	the	Upgrades	menu.	Takedown	totallyincapacitates	an	enemy
taking	them	out	of	the	fight	and	lessening	the	numberBatman	has	to	deal	with	and	easing	the	burden	on	you,	the	player.	The	comboTakedown	(the	one	that	has	to	be	purchased)	is	very	helpful	because	enemies	arenot	allowed	to	attack	you	during	the	animation.	The	Ground	Takedown	leavesBatman	vulnerable	however.Now,	for	a	little	more	advanced
tips	and	things	to	think	about	to	make	yourFreeflow	Combat	experiences	better	ones.-Time	to	Takedown-While	the	combo	Takedowns	let	you	take	out	enemies	unhindered,	the	GroundTakedowns	do	not.	Enemies	will	try	to	attack	during	Ground	Takedowns.	Trying	tomix	in	Takedowns	in	your	combos,	especially	long	combos	really	boosts	your	XPor
your	score	in	Challenge	Mode.	Therefore,	it's	easy	to	get	greedy	to	attemptGround	Takedowns	on	your	stunned	enemies.	You	need	to	be	able	to	do	it	withoutworrying	about	the	other	enemies	however.One	way	is	to	use	Freeflow	Combat	to	go	from	one	enemy	to	the	other	until	allare	down.	Freely	use	a	Ground	Takedown	on	one.	Another	is	to	look	for
the	nextenemy	moving	to	attack.	If	he	has	to	run	toward	you,	wait	for	him	to	start	hisattack	and	then	immediately	use	R2	+	Triangle	to	make	Batman	leap	out	of	theway	and	toward	his	victim.	Not	only	do	you	get	your	Takedown,	you	avoid	theattack.	Learning	this	technique	isn't	easy	and	requires	a	lot	of	practice.Enemies	tend	to	follow	you	some
distance	preparing	and	even	during	their	attackso	you	need	to	go	far	out	of	range.-Mind	Your	Aim-One	of	only,	if	not	the	only	flaw	in	Freeflow	Combat	is	that	it's	sometimesdifficult	to	pick	the	right	target.	For	the	most	part,	using	the	Left	Analogstick	to	aim	your	strikes	and	so	forth	is	simple.	Even	when	enemies	are	bunchedtogether,	the	stick	helps
you	be	as	precise	as	you	need	to	be.	When	enemies	arein	certain	positions	(one	behind	another)	or	so	on,	especially	in	the	pronestunned	position,	there	are	difficulties.	You	might	want	to	perform	a	GroundTakedown	(see	above)	on	an	enemy	on	the	far	side	of	the	area,	and	you	point	thestick	in	the	right	direction,	but	you	end	up	hitting	a	different
enemy	instead.As	a	result	an	enemy	right	near	you	attacks	you	(see	above	again)	and	yourcombo	is	ended.It's	difficult	to	read	these	situations	before	they	happen.	The	best	thing	todo	is	just	ignore	the	Takedown	opportunity	and	focus	on	countering	attacks	andlook	for	another	enemy	to	attack.-Enemies	and	Weapons-As	mentioned	earlier,	there	are
some	enemies	that	can't	be	hurt	by	normal	means.The	dagger-wielding	enemies	can't	be	struck	or	countered.	Stun	works	on	theseguys,	allowing	you	to	hit	them.	Then	there	are	the	stun	baton/torch	wielders.You	need	to	get	behind	them	with	Redirect	to	get	to	them.These	two	enemies	will	display	a	red	lightning	bolt	image	above	their	heads.This	is	not
a	counter	prompt,	but	a	dodge	prompt.	For	stun	baton/torch	guys,consider	this	a	prompt	to	use	Redirect	since	that	is	your	only	real	option	ifthey're	about	to	attack.	For	dagger-wielding	enemies	however,	consider	the	redlightning	bolts	your	cue	to	use	Stun.	You'll	also	see	this	prompt	when	enemiespull	metal	boxes	off	the	walls	and	threaten	to	throw
them.	The	only	thing	youcan	do	here	(besides	attacking	them	first)	is	to	evade	by	double	tapping	X.When	you	build	up	a	combo,	you	get	access	to	your	special	moves.	The	comboTakedown	allows	you	to	dispatch	an	enemy	instantly.	Save	these	moves	in	thesituations	where	you	have	special	enemies	like	the	dagger	and	stun	baton/torchguys.	Eliminating
them	first	makes	the	fight	more	normal	and	easier.	This	ishelpful	in	Challenge	Mode.In	addition,	you	will	see	enemies	scrambling	to	find	weapons	on	the	walls	inareas.	When	this	happens,	you'll	hear	an	alarm	go	off.	That's	your	cue	to	stopthem.	Using	Freeflow,	try	to	maintain	your	combo	but	aim	your	attacks	towardthe	enemy	who	is	going	for	a
weapon	so	that	you	can	stop	him.	Again,	somepractice	will	be	required	to	pull	this	off	flawlessly	and	still	maintain	yourcombo.	Besides	normal	weapons	like	pipes,	they	can	get	guns,	which	makesstopping	them	even	more	imperative.	No	alarm	is	tripped	for	guys	who	pull	metalboxes	off	the	wall	so	you	need	to	watch	out	for	them.Predator	Mode	[bb03]-
------------The	combat	will	be	interspersed	by	the	more	stealthy	and	just	as	entertainingPredator	moments.	Batman	is	all	about	striking	from	the	shadows	and	instillingfear	in	his	enemies.	That	comes	out	very	well	in	Predator	gameplay.When	you	come	to	Predator	rooms,	you'll	have	a	few	enemies,	all	of	which	arearmed	with	guns.	As	you	progress
further	through	the	game,	the	number	ofenemies	will	increase.	Your	objective	will	be	to	stealthily	take	them	all	out,making	use	of	Batman's	skills	and	gadgets.Detective	Mode	helps	you	see	all	the	enemies	in	the	area	and	allows	you	to	planyour	attack.	It	also	delivers	additional,	but	ultimately	useless	informationsuch	as	your	opponent's	arsenal,	their
heart	rate,	and	their	condition.Next,	there	are	the	gargoyles.	Gargoyles	are	extremely	helpful	in	surveyingthe	area	in	Detective	Mode	and	staying	easily	out	of	sight.	Enemies	can't	seeyou	on	the	gargoyles	and	they	cannot	see	you	as	you	are	in	the	process	ofgrappling.	If	you	are	spotted,	it's	because	they	saw	you	before	you	initiatedyour
grapple.Predator	Mode	is	all	about	striking	from	the	shadows	and	using	various	methodsto	dispatch	your	opponents.	There	are	a	wide	variety	of	potential	takedowns	andstunning	attacks	that	you	can	unleash	on	unsuspecting	henchmen.	Batman'sarsenal	expands	beyond	his	fists	and	feet	and	his	supply	of	gadgets.	Let's	lookat	the	various	Takedowns.-
Melee	Takedown-This	is	just	a	standard	series	of	melee	attacks	intended	to	take	down	an	enemyby	pummeling	them.	It's	no	different	than	Freeflow	Combat	strikes,	only	you	areaiming	for	an	opponent	that	is	armed.	This	Takedown	is	only	recommended	inemergencies	when	you	are	discovered	by	a	single	enemy.-Silent	Takedown-One	of	your	most
valuable	Takedowns.	By	crouching,	Batman	can	move	withoutmaking	noise.	Sneaking	up	on	opponents	in	this	fashion	allows	you	to	performSilent	Takedowns.	Silent	Takedowns	will	not	alert	any	nearby	enemies,	unless	ofcourse,	they	see	you	doing	it.	When	suicide	collars	are	introduced	laterthough,	the	enemies	will	be	informed	by	Joker	that	you've
taken	someone	out,even	if	it	was	silent.-Inverted	Takedown-Batman	can	hang	from	a	gargoyle	and	swoop	down	and	grab	an	unsuspecting	thugand	then	string	him	up.	Inverted	Takedowns,	besides	being	really	fun,	are	oneof	the	many	"loud"	Takedowns	that	will	alert	the	other	enemies.	Be	sure	toperform	them	on	isolated	enemies	and	also	fly	from	your
perch	to	anothergargoyle.	If	you	don't	move,	the	others	will	discover	you.	You	can	also	cutdown	enemies	who	are	strung	up	by	firing	a	Batarang	at	the	rope.	This	alsoalerts	the	enemies	though.	To	perform	an	Inverted	Takedown,	wait	until	an	enemyis	walking	underneath	a	Gargoyle	and	a	prompt	will	appear.	You	can	do	thiseither	sitting	on	the
gargoyle	or	by	hanging	with	Circle.-Glass	Ceiling	Takedown-In	a	few	areas	where	there	is	a	glass	ceiling	in	a	small	room,	you	can	grappleup	here	and	stand	on	the	glass.	Should	an	enemy	pass	underneath	you,	a	promptshould	appear	for	a	Takedown.	Batman	will	smash	through	the	glass	and	crush	thethug.	A	fun,	cool,	but	also	noisy	Takedown.	Be	sure
to	hide	afterwards.-Ledge	Takedown-A	Ledge	Takedown	is	another	fun	one	to	do	on	enemies	standing	close	to,	well...ledges.	Whether	it's	a	walkway	with	a	railing,	or	just	a	normal	ledge.	You	cangrapple	up	to	these	and	wait.	Enemies	usually	patrol	along	and	peek	over	therailings.	You	can	perform	Ledge	Takedowns	on	these	enemies.	They	don't	have
tobe	peeking	over	the	side	to	do	it;	just	line	up	correctly	with	them.-Glide	Kick-From	a	gargoyle	or	a	high	ledge	you	can	target	enemies	and	perform	a	Glide	Kickwith	Square.	The	Glide	Kick	is	intended	for	isolated	enemies,	as	it	causes	somenoise.	The	Glide	Kick	itself	is	not	a	Takedown;	it	only	stuns	the	enemy.	Youhave	to	follow	it	up	with	a	Ground
Takedown	to	finish	the	job.-Explosive	Gel	Takedown-Plant	Explosive	Gel	on	a	wall	where	an	enemy	is	standing	or	will	pass	by.	Waitand	then	trigger	the	detonation	to	knock	them	out	instantly.	Note	that	you	needto	plant	the	gel	on	the	opposite	side	of	where	they	will	be	passing.	The	ideais	that	the	wall	needs	to	explode	outward,	toward	the	victim,	so
planting	iton	the	other	side	may	result	in	the	enemies	being	only	stunned	at	best.-Proximity	Explosion-With	an	upgrade	to	the	Explosive	Gel,	it	can	automatically	detonate	when	anearby	enemy	walks	too	close.	This	will	usually	only	stun	an	enemy,	so	you'llneed	to	get	close	and	finish	him.-Batarangs-Batarangs	can	disable	henchmen	for	a	short	while
(longer	if	you	buy	anupgrade),	allowing	you	to	move	in	for	Takedowns.	They	only	stun	if	you	use	themon	enemies	that	don't	see	you	(excluding	Freeflow	Combat).	Upgrading	to	threeBatarangs	increases	the	effectiveness.-Sonic	Batarang-Normally,	the	Sonic	Batarang	is	a	good	way	to	lure	enemies	into	traps	orposition	for	easier	Takedowns	or	to	isolate
one	from	the	pack.	With	an	upgrade,the	Sonic	Batarang	can	be	used	to	take	out	one	enemy.	Lure	the	opponent	closeand	when	he	goes	to	inspect	the	Batarang,	detonate	it	to	take	him	out.-Batclaw	Takedown-The	Batclaw	will	normally	only	stun	a	thug	when	you	pull	them	with	it.	Samegoes	for	the	Ultra	Batclaw.	If	you	use	the	Batclaw	on	an	enemy	near
a	railingor	near	a	ledge,	you	can	pull	them	off	for	easy	Takedowns.-Batclaw	Trapdoor-In	a	few	instances	where	enemies	stand	above	a	destructible	floor,	you	can	usethe	Ultra	Batclaw	to	pull	on	it	and	with	some	effort,	destroy	the	floor	fromunder	them.	This	will	take	out	any	enemies	caught.-Line	Launcher	Attack-If	you	use	the	Line	Launcher	and	aim
toward	enemies,	the	momentum	will	allowBatman	to	deliver	a	swift	and	powerful	kick	as	he's	riding	to	stun	an	enemy	ortwo.	This	can	also	be	done	to	launch	Batman	through	glass	to	attack	a	thug.They	are	only	stunned	though,	so	move	in	for	the	coup	de	grace.-WHAT	TO	DO	WHEN	YOU'RE	SPOTTED-When	an	enemy	sees	you,	you	can	flee	either	by
getting	far	away	and	hidingbehind	a	structure	or	some	other	piece	of	cover.	The	main	method	is	to	grappleup	to	a	gargoyle	and	then	swing	from	one	gargoyle	to	another	until	the	enemiescan't	see	you	any	more.	One	other	method	is	to	jump	into	a	grate	and	hide	inthe	vents.Detective	Work	[bb04]--------------Besides	having	the	martial	arts	skills	of	a
ninja,	the	physique	of	Hercules,and	enough	gadgets	to	make	any	geek	wet	themselves,	Batman	is	also	called	thegreatest	detective.	He	is	good	at	analyzing	and	interpreting	situations.	Thereare	times	where	using	the	brain	will	be	more	valuable.Detective	Mode	is	one	of	your	most	useful	tools	in	Arkham	Asylum.	The	displayhas	some	x-ray	capabilities,
allowing	you	to	spot	all	hostiles	in	an	area.Unarmed	hostiles	are	in	blue	and	armed	hostiles	are	in	red.	As	noted	in	thePredator	Mode	section	above,	the	display	gives	you	information	on	their	weapon,heart	rate,	and	condition.	The	conditions	are	as	follows:Calm	-	The	target	is	calm	and	carrying	on	normallyNervous	-	The	target	is	flustered	and
unnerved.	For	enemies,	they	begin	to	stepup	patrols	and	pair	up	into	groups	to	find	BatmanTerrified	-	Enemies	are	totally	spooked	and	will	fire	their	guns	at	theslightest	noise.	When	Batman	appears	in	front	of	Terrified	henchmen,	they	arecaught	off	guard,	something	that	doesn't	happen	under	other	conditions.	Thisgives	you	a	moment	to
strike.Unconscious	-	The	target	is	incapacitatedDeceased	-	The	target	is	dead.	You	won't	find	many	deceased	enemies.Detective	Mode	also	renders	important	objects	in	bright	orange.	This	includesgargoyles,	vent	covers,	and	objects	like	Riddler	Trophies	and	Interview	Tapes.It's	a	very	useful	tool	for	when	you	get	stuck.There	are	also	moments	where
Batman	has	to	find	something	specific,	but	doesn'tknow	where	to	look.	In	these	instances,	there	will	be	a	"Scanner"	mode	thatautomatically	starts.	The	game	takes	a	first	person	view	and	you	can	look	forpotential	clues	that	can	leave	a	forensic	trail.	Finding	the	object	in	theimmediate	area	will	do	just	that	and	a	trail	will	appear.	Note	that	theforensic
trail	will	only	appear	while	Detective	Mode	is	on.	The	amount	of	trailuncovered	will	also	appear	on	your	map.Gadgets	[bb05]-------As	you've	no	doubt	seen,	Batman	has	a	slew	of	gadgets	to	use.	Half	of	them	areBatarang	type	gadgets.	The	other	half	are	unique	ones	that	can	serve	Batman	inexploration,	in	Predator	Mode	and	even	in	combat.-Batarang-
Batman's	trademark	Batarang	is	with	him	from	the	start.	He	has	an	unlimitedsupply	of	these	babies.	You	can	equip	one	by	holding	L1	and	this	allows	you	totarget	specific	enemies	or	other	objects.	You	throw	it	with	R1.	You	can	alsoinitiate	a	Quick	Batarang	by	just	tapping	L1	and	it	will	hit	the	closest	ormost	important	target	without	fail.Batarangs
stun	enemies	that	don't	seem	them	coming.	In	combat,	Batman	can	chainthem	in	his	combos	to	make	his	fights	easier.-Multi	Batarang-With	an	upgrade,	you	can	upgrade	to	two	Batarangs	at	once.	This	is	treated	as	atotally	separate	gadget.	With	a	second	upgrade,	you	can	make	it	three.	This	isused	specifically	for	taking	down	more	than	one	thug	at
once.	It's	good	forpicking	off	targets	and	going	in	for	Takedowns	on	a	few	thugs.	It's	also	veryhelpful	in	Freeflow	combos.-Remote	Control	Batarang-The	Remote	Control	Batarang	must	also	be	purchased	from	the	Upgrades	menu.	Whenthrown	the	camera	follows	the	Batarang	and	allows	you	to	control	its	flightwith	both	sticks.	The	RC	Batarang	can
still	only	stun	enemies	at	best,	but	itallows	you	to	be	a	bit	more	strategic.	It	only	has	a	certain	amount	of	lifebefore	you	lose	control.	You	can	use	this	time	to	take	out	a	group	of	thugs	incertain	positions.	If	the	RC	Batarang	crashes	into	something,	you	lose	control.-Sonic	Batarang-One	thing	I	kept	asking	myself	when	I	was	playing	was	how	I	could	lure
enemiesout,	almost	in	Metal	Gear	Solid	fashion.	In	most	of	the	MGS	games,	you	couldtap	on	walls	and	basically	manipulate	enemy	movement.	That	idea	does	live	on	inthe	form	of	Sonic	Batarangs.	Once	suicide	collars	start	appearing,	you	can	buythis	from	the	Upgrade	menu.	When	throw	to	a	floor	or	wall,	it	emits	a	signalthat	interferes	with	the
suicide	collar.	An	enemy	will	go	over	to	investigateit.	This	allows	you	to	isolate	enemies	and	lure	them	into	positions	so	you	cansneak	up	on	them,	perform	Inverted	Takedowns,	or	just	about	anything.Sometimes	enemies	can	outsmart	you.	When	you	plant	a	Sonic	Batarang	with	theintention	of	luring	a	thug	to	that	exact	spot,	it	might	backfire.
Sometimes	theenemies	keep	their	distance	just	a	bit	and	shoot	the	Batarang.	It's	also	goodto	note	that	only	one	enemy	will	investigate	it	at	a	time.With	an	upgrade,	you	can	make	the	Sonic	Batarang	a	weapon.	When	an	enemy	getsclose,	target	the	Sonic	Batarang	and	hit	R2	to	set	off	a	detonation	that	willincapacitate	the	henchman	foolish	enough	to
stand	there.-Explosive	Gel-One	of	the	most	helpful	inventions,	the	Explosive	Gel	allows	Batman	to	breakdown	most	of	the	destructible	walls	he	finds	in	Detective	Mode.	Walk	up	to	awall	or	a	floor	that	can	be	destroyed	and	hit	L1	to	prepare	and	R1	to	spray.When	you	are	a	safe	distance	away,	target	it	and	hit	R2	to	detonate	it.	This	isa	great	method	of
taking	down	enemies.Besides	this,	you	can	also	upgrade	the	Explosive	Gel	to	go	off	when	enemies	gettoo	close.	You	can	use	this	to	manipulate	enemy	movement	somewhat.	Planting	itin	a	specific	location	with	the	intention	of	getting	an	enemy	to	trip	it	willdraw	the	others	over.	You	can	also	plant	multiple	charges	and	set	them	off	atonce	or	one	at	a
time	with	an	upgrade.-Batclaw-The	Batclaw	is	a	nifty	item	that	allows	Batman	to	pull	off	vent	covers	on	highwalls	and	clear	objects	out	of	his	way	that	he	can't	reach	normally.	It	alsolets	Batman	pull	thugs	off	ledges	and	in	combat	it	can	pull	them	towards	himuntil	they	eventually	fall	over.-Cryptographic	Sequencer-This	really	cool	gadget	finally	allows
you	do	away	with	those	annoying	electricbarriers	and	other	obstacles.	The	Sequences	targets	those	electric	controlboxes	that	the	cables	run	to.	They	mostly	control	electric	barriers	but	otherthings	as	well.	Getting	this	gadget	is	equal	to	opening	up	a	lot	ofbacktracking	possibilities	for	goodies.At	first	the	Sequencer	only	works	in	close	range	with	the
control	boxes.	Anupgrade	increases	its	range	so	that	you	can	be	at	a	farther	distance,	includingthe	boxes	you	can't	even	reach	(including	ones	that	are	behind	the	electricbarriers	instead	of	outside	of	them).	This	is	an	upgrade	you	should	definitelyget	as	soon	as	you	can	if	you	want	to	hunt	for	goodies	immediately.The	Sequencer	works	in	an	interesting
way.	Once	it's	found	a	security	controlbox,	you	hit	R1	to	start	it	up.	The	display	screen	appears	and	there	are	twothumb	pads	that	Batman	uses	to	find	the	frequency,	and	these	correspond	to	theLeft	and	Right	Analog	sticks.	To	overload	the	box,	you	have	to	use	the	sticksand	get	both	of	them	in	two	specific	positions	until	it	finally	blows.There	are	two
signals	to	use	to	tell	you	you're	close	to	cracking	it	and	thustwo	methods	to	use.	One	is	by	feel.	If	you	have	a	DualShock	3	controller,	itvibrates	with	certain	intensity	as	you	rotate	the	sticks.	Using	one	stick	at	atime,	rotate	around	until	you	decide	where	it	is	vibrating	the	most.	Let	go	andthen	do	this	separately	for	the	other	stick.	When	you	think	you
got	it,	pushboth	sticks	in	those	directions	and	adjust	slightly	as	necessary.The	other	more	standard	method	is	to	rotate	both	sticks	and	watch	the	displayscreen	carefully.	As	both	sticks	get	closer	to	the	unlocking	locations,	thescreen	turns	to	green.	When	it	is	bright	green	it	is	about	to	overload,	so	holdthe	sticks	in	that	position	to	break	it.When
targeting	a	box,	the	outside	ring	is	occupied	by	some	smaller	yellowcircles.	These	correspond	to	the	"difficulty"	involved	in	cracking	a	specificbox.	The	more	yellow	circles,	the	more	precise	you	have	to	be	with	the	sticks,putting	them	in	very,	very	exact	spots.-Line	Launcher-The	Line	Launcher	is	a	very	fun	gadget	used	to	get	across	very	large	gaps
ordistances	that	can't	be	normally	traversed.	There	will	be	many	situations	whenBatman	can't	get	across	a	certain	area.	The	Line	Launcher	comes	in	handy	here.To	use	it,	press	L1	and	then	pay	attention	to	the	targeting	reticle.	If	it	has	ayellow	indicator	at	the	top	and	bottom	that	means	it	has	room	to	plant	a	lineboth	back	and	forward.	Hit	R1	to	fire	it
and	the	lines	extend,	allowing	you	tozip-line	across	a	gap	or	distance.	It	has	a	very	good	range	but	it	is	stilllimited	to	some	degree.	It	can	only	be	used	to	go	straight	forward,	not	up	ordown.	While	zipping,	you	can	hit	X	to	drop	down	early.The	Line	Launcher	can	be	aimed	toward	enemies	to	cast	a	line	and	zip	towardthem.	Batman	automatically	delivers
a	powerful	kick	when	he	gets	close.	He	canalso	break	through	glass	by	zipping	toward	it.-Ultra	Batclaw-This	gadget	replaces	the	old	Batclaw.	It	fires	three	claws	instead	of	one.	Itnot	only	makes	for	a	nice	weapon	against	thugs	both	in	Predator	and	FreeflowCombat	situations,	but	it	has	one	very	nice	feature.	The	Ultra	Batclaw	canstick	to	those	high
destructible	walls.	The	walls	that	look	like	they	needExplosive	Gel	but	Batman	simply	cannot	reach.	By	hooking	on	these	walls,	youcan	pull	on	them	and	eventually	pull	them	down,	destroying	them.	This	alsomakes	for	a	nifty	trap	in	some	situations.The	Ultra	Batclaw	can	still	be	used	on	vents.	With	three	claws	now,	it	takes	alot	less	effort	to	pry	one	off
though.	|\/|	/`._	|	|	_.'\====/	\===========================================================	/	3	\	Walkthrough	[aawt]==/	.-.	.-.	\=========================================================	|/	\.-.	.-./	\|	\/Right	to	the	nitty	gritty,	eh?	Here	is	the	walkthrough	I've	provided	forBatman:
Arkham	Asylum.	Here	to	guide	you	every	step	of	the	way,	whether	youneed	a	hand	all	the	way	through,	or	just	get	stuck	every	now	and	then.The	game	doesn't	have	named	chapters	so	I'll	be	making	up	my	own	names	so	don'tthink	they're	in	the	game	or	anything.	Since	the	delineations	are	not	verydefinite	in	the	game,	I'll	basically	be	dividing	the
walkthrough	up	into	thesections	the	game	does	with	Story	Mode	Trophies.	Each	time	you	complete	a	newpart	of	the	story,	you	get	a	Trophy	or	Achievement	and	that's	how	I'll	besetting	up	the	walkthrough	parts.Now	of	a	bit	more	importance,	when	it	comes	to	all	the	Riddler's	items	for	hischallenges,	I	debated	for	a	little	on	how	I	would	do	it.	I	decided
to	go	withsomething	pretty	simple.	When	reading	the	walkthrough,	keep	your	eyes	out	forthe	items	like	JOKER	TEETH,	and	RIDDLER	TROPHIES	in	all	capitals	just	likethat.	This	way	you	can	make	sure	you	don't	miss	anything.However,	when	it	comes	to	actual	Riddles	I	will	be	putting	them	down	too.	Thiswas	something	I	debated	for	a	while	too.
Ultimately	I	decided	to	write	theminto	the	main	walkthrough	(they'll	also	appear	in	the	Riddler	section	ofcourse),	but	I	STRONGLY	encourage	you	to	figure	them	out	for	yourself	if	youcan	first.	It's	more	satisfying	if	you	do.This	guide	is	mostly	but	not	totally	spoiler	free.	What	happens	in	cutscenesand	so	on	will	not	be	revealed	but	you'll	see	names	and
some	other	sections	inthis	guide	do	spoil	things	(Trophy/Achievement	section	for	example)	but	thereare	spoiler	warnings	there	too.Let's	get	started...	Prologue	--------------------------	A	NIGHT	OF	LAUGHSo----------------------o|Riddles:	0	||Riddler	Trophies:	0	||Interview	Tapes:	0	||Joker	Teeth:	0	||Chronicles:	0	|o------------[aa00]----oAfter	the	cutscenes,	you'll	have
control	of	Batman	as	he	talks	to	the	guard	onthe	right.	You	can	see	Joker	being	strolled	deeper	into	the	asylum	ahead	of	youwith	a	heavy	escort.	Everything	seems	good.	Follow	the	escort	onto	the	elevatorto	go	down.You'll	walk	forward	into	the	following	corridor	where	a	scan	will	be	performed.There	will	be	a	brief	delay	and	then	Joker	and	his	escort
will	get	moving	again.Keep	following.The	party	will	go	past	some	of	the	cells	and	some	inmates	will	start	cheering.At	the	end,	one	of	the	Arkham	staff	will	request	to	check	on	Joker	real	quick.He	happens	to	be	voiced	by	Steven	Jay	Blum	just	FYI	and	is	anyone	else	startingto	get	sick	of	this	guy?	I	mean	don't	get	me	wrong,	great,	great	voice	actor,but
he's	everywhere	now,	and	a	doctor	really	doesn't	strike	me	as	a	great	rolefor	him.	Err,	what?	Oh	right,	I'm	rambling,	sorry.	*Ahem*	Anyways...After	a	quick	"scare",	you'll	pass	through	the	door	and	come	to	the	area	wherean	elevator	needs	to	take	Joker	down	to	the	holding	cells.	Problem	is,	another"patient"	is	using	the	elevator	and	is	on	his	way	up.
Watch	what	happens	andthen	get	on	the	elevator	when	the	escort	when	you	are	able	to.	Hm,	that	waspleasant,	wasn't	it?As	you	descend,	Joker	will	continue	to	talk	and	then	there	will	be	a	briefsurprise	but	nothing	happens.	When	the	elevator	opens,	once	again	walk	alongwith	the	group	until	you	get	a	scene.	The	fun	is	about	to	begin.Intensive
Treatment	-	Holding	Cells-----------------------------------After	the	scene,	the	game	truly	begins	at	last.	Joker	is	free	(surprise,surprise)	and	on	the	loose.	Moreover,	he's	left	a	group	of	thugs	for	you	toface	off	against.	Joy!This	will	seem	extremely	familiar	for	demo	players.	If	you've	had	some	hands-ontime	with	the	demo,	then	hopefully	you	won't	have	any
trouble	here.	Even	ifthis	is	your	first	time,	this	isn't	really	hard	at	all.The	game	will	guide	you	anyway	with	the	tutorial	prompts	at	the	bottom	of	thescreen.	As	it	says,	use	Square	to	Strike	enemies.	Using	it	in	conjunction	withthe	Left	Analog	Stick	allows	you	to	pick	your	targets.	When	you	start	hittingguys,	you	also	can	use	the	stick	to	quickly	and
easily	jump	from	one	enemy	tothe	other.	This	is	Freeflow	Combat.Try	it	out	and	knock	down	all	the	thugs.	Try	to	take	them	down	if	you	can	ifthey	are	stunned	on	the	ground.	Hold	R2	and	hit	Triangle	to	do	this.	It'll	takepractice,	but	try	to	put	ground	Takedowns	into	your	combos	to	really	boost	yourXP	gain.Once	you've	dealt	with	the	first	three,	Joker
unleashes	another	batch.	Fourenemies	won't	make	things	any	more	difficult	really.	Just	try	to	get	betteracquainted	with	the	combat	system.	It	might	seem	tough	at	first,	but	it'sreally	easy	and	Batman	is	quite	mobile	in	this	mode.	Practice	will	makeperfect.	Also,	try	out	Combat	Challenges	to	hone	up	on	your	skills,	but	fornow,	let's	get	to	the
fighting.The	game	tells	you	about	the	Counter	button	which	is	Triangle.	Any	time	you	seethe	blue	lightning	bolts	above	an	enemy's	head,	they're	about	to	attack.	HitTriangle	at	these	moments	to	counter.	You	can	always	counter,	no	matter	whichway	Batman	is	facing	and	no	matter	which	way	he	is	being	attacked	from.	As	longas	you	hit	the	button	at
that	moment,	you're	in	the	clear.	On	Hard	difficulty,the	blue	bolts	do	not	appear	so	you	have	to	know	the	dynamics	first	or	else	itcan	be	pretty	tough.String	together	a	good	combo	if	you	can,	using	Strikes,	Counters	and	a	takedownif	you	can	do	one.	Either	way,	you	should	be	rewarded	with	decent	XP	onceyou've	cleaned	all	their	clocks.	Joker	runs	off
and	invites	Batman	to	find	him.With	pleasure...	Chapter	1	--------------------------	KILLERS	AT	LARGEo----------------------o|Riddles:	0	||Riddler	Trophies:	3	||Interview	Tapes:	0	||Joker	Teeth:	5	||Chronicles:	0	|o------------[aa01]----oYou'll	get	a	Character	Bio	for	the	Commissioner.	We	have	to	follow	Joker,	butlet's	not	go	just	yet.	You	can	find	something	in	the	area
where	you	fought	thethugs.Get	acquainted	with	your	map	first	by	hitting	Select.	You'll	be	using	this	alot.	Use	this	to	help	get	your	North,	South,	East,	and	West	in	check.	Facesouth	in	this	area	and	look	to	the	left	wall.	Right	near	the	empty	cell	thereis	a	vent	on	the	wall.	Approach	it	tap	X	to	pull	it	off.	Go	inside	and	findyour	first	RIDDLER	TROPHY.
Schwing!Getting	that	also	unlocks	the	Bio	for	The	Riddler.	If	you	look	in	the	top	rightcell	in	this	area,	you	can	see	it	smeared	with	green	question	marks.	Hmm,	Iwonder	whose	cell	this	was?Head	up	the	north	ramp,	which	is	where	the	Joker	was.	Turn	left	at	the	top	andenter	the	office	here.	You'll	hear	some	strange	chattering.	Look	to	the	groundand
you	can	see	the	JOKER	TEETH.	They're	totally	harmless,	but	useful	toBatman.	Destroying	them	with	Batarangs	not	only	gets	you	XP,	but	they	are	partof	the	Riddler's	many	puzzles.	Destroy	all	three	in	here	and	then	go	north	downthe	hallway.Intensive	Treatment	-	Processing	Corridor-----------------------------------------At	the	corner,	you'll	find	a	dead	guard
and	another	set	of	JOKER	TEETH.	Destroyit	and	run	down	the	following	corridor.	You'll	turn	again	inevitably,	so	followthe	hall	down	until	you	reach	an	intersection.	Some	more	of	Joker's	men	decideto	greet	you.Again,	just	try	to	get	a	feel	for	the	combat	system.	Try	to	focus	on	chaininghits	back	and	forth	between	both	enemies.	Learning	how	easily
Batman	is	capableof	just	jumping	from	one	enemy	to	the	other	while	maintaining	and	building	alarge	combo	is	the	key	to	success.	Also	get	a	feel	for	the	enemy's	attacks	andlearn	to	counter.Wipe	them	out	and	turn	left	(east)	down	the	next	hall.	Halfway	down	will	be	yetanother	set	of	JOKER	TEETH.	Destroy	it	and	you	should	unlock	the
"IntensiveTreatment"	Challenge.	Talk	to	the	guard	at	the	end	if	you	want.	You	don't	haveto.	Either	way,	go	the	complete	opposite	direction,	west,	down	the	hallway.Batman	contacts	Oracle	and	let's	her	know	what's	up.	You	get	a	Character	Biofor	her.	Head	through	the	next	door	now.Intensive	Treatment	-	Patient	Pacification	Chamber--------------------------
------------------------Talk	to	the	guys	here	for	the	scoop.	You'll	see	Zsasz	trying	to	torture	a	poorguard.	You're	warned	that	Zsasz	will	kill	him	if	he	sees	you.	As	Batman,	youneed	to	make	sure	you're	not	seen.	Sounds	easy,	right?	Let's	go.Go	past	the	guards	and	up	the	stairs	in	the	following	room.	On	the	secondfloor,	talk	to	either	the	doctor	on	the	right	or
the	guard	ahead	for	a	Bio	onZsasz.	Talking	to	the	guard	will	get	you	a	hint	about	what	to	do.	You	need	toturn	on	Detective	Mode	(L2).	This	highlights	important	items	and	objects	inorange.	The	gargoyles	are	highlighted,	and	they	are	Batman's	best	friends.Grapple	up	to	a	Gargoyle	with	R1.	This	is	also	something	you	have	to	get	a	feelfor	but	it's	really,
really	simple	to	learn.	Grapple	from	gargoyle	to	gargoylearound	the	room	until	you	get	to	the	one	on	the	far	east	side,	the	one	directlybehind	Zsasz.	If	you've	played	the	demo,	you	should	know	this	all	too	well.Wait	for	Zsasz	to	stop	moving,	then	perform	your	Glide	Kick	with	Square.	Don'tmove	at	all	and	just	wait	for	him	to	get	uberly	knocked	out.	He's
down,	but	heisn't	out.	Move	over	to	his	body	and	use	R2	+	Triangle	to	perform	a	GroundTakedown	and	silence	Zsasz.	A	cutscene	starts.You'll	get	a	Character	Bio	for	Harley	Quinn	afterwards.	After	talking	withOracle,	you	need	to	find	a	way	out	of	this	room.	Turn	on	Detective	Mode	andtake	a	look	around.	You'll	see	how	valuable	this	is	to	see	things
highlightedso	easily	and	prominently	for	you.	Whenever	you	are	stuck,	turn	it	on	and	youoften	find	the	answer	easily.In	any	case,	there	are	a	few	noteworthy	things	in	this	room.	You'll	see	a	wallin	the	southeast	corner	that	says	it	can	be	destroyed.	Unfortunately,	you'renot	equipped	for	that	just	yet.	Ignore	it.	Turn	right	from	the	wall	and	go	tothe
southwest	corner	now.	In	the	southwest	corner	of	the	room	is	a	vent.	Pullit	off	and	go	inside	to	take	the	RIDDLER	TROPHY.In	the	opposite	corner	(northeast),	there	is	another	vent.	This	is	the	one	youneed	to	use	to	get	out	of	this	room.	Enter	it	and	follow	the	vent	all	the	waythrough.Surprised,	demo	players?	I	was	too.	This	vent	doesn't	lead	to	the
same	room	itdid	in	the	demo.	Very	clever.	As	you	are	winding	through	the	vent	you	will	seea	RIDDLER	TROPHY.	This	one	is	like	impossible	to	miss;	it's	right	in	front	ofyour	face	as	you	near	the	end	of	the	vent.Turn	right	from	the	trophy	and	tap	X	to	kick	the	vent	cover	off.	A	guard	aheadof	you	will	run	through	the	door.	Drop	down	now	and	you'll	be
back	in	aprevious	area.	Chapter	2	--------------------------	HANGING	OVER	MADNESSo----------------------o|Riddles:	0	||Riddler	Trophies:	1	||Interview	Tapes:	0	||Joker	Teeth:	3	||Chronicles:	0	|o------------[aa02]----oIntensive	Treatment	-	Processing	Corridor-----------------------------------------You	have	no	choice	but	to	follow	that	guard.	If	you	turn	around	and	attempt	togo
in	the	other	direction,	the	electric	fence	kicks	on	and	Harley	just	tauntsyou.	Bitch...Follow	the	guard	through	the	door	and	you'll	see	three	more	JOKER	TEETH.	Takethem	all	out	and	then	turn	the	corner.Intensive	Treatment	-	Decontamination-------------------------------------You'll	see	the	guard	watching	through	the	window	as	his	friends	in	the	followroom
are	being	gassed	by	Joker's	infamous	toxin.	The	door	on	the	left	is	lockedso	it	appears	there's	no	way	in.	No	way	for	a	normal	person	that	is.	Look	allaround	you	and	if	you	can't	figure	it	out,	the	game	kinda	gives	you	a	smallhint.	Look	above	you	and	find	a	grapple	point	to	pull	you	up	through	the	shaft.Climb	out	and	open	the	vent	here.	Crawl	through
and	kick	out	the	other	vent	onthe	end.	Drop	down	into	the	room.	You	can	see	the	toxin	won't	reach	you	uphere.	If	you	accidentally	fall	down	though,	you	have	a	few	seconds	to	hit	R1and	save	yourself.	It	brings	you	to	the	last	safe	place	you	were.Find	the	guard	barely	hanging	on	and	approach	him.	Help	him	up	and	then	runacross	the	next	gap.	Do	this
by	doing	as	the	tutorial	prompts	you.	Run	byholding	X	and	you	will	automatically	jump	when	you	reach	the	end	of	a	platform.On	this	next	platform,	look	up	for	a	grapple	point.	Zip	up	there	and	climb	up.Turn	left	and	you	should	be	able	to	see	the	second	guard	holding	on.	Help	himup	too.	Finally,	jump	off	this	platform	to	the	last	one	below	and	hold	X
afteryou	jump	to	glide.	This	is	also	a	very	important	trick	to	learn.	It's	also	easyto	learn	so	no	worries.Glide	to	the	last	platform	and	you	find	a	third	person	in	need.	This	time	it'sone	of	Joker's	own	men	though.	Help	him	up	anyway	and	Batman	knocks	him	out.Bwahaha.	Oh,	hey,	thanks!	BAM!Your	last	task	is	to	get	the	gas	out	of	the	room.	Easier	said
than	done.	If	youface	the	east	wall	and	turn	on	Detective	Mode	(as	the	game	instructs	you	to),you	should	be	able	to	find	the	solution.	The	wires	are	highlighted	in	yellow.Follow	them	to	an	orange	source,	an	electronic	box	that	controls	the	fans	inthis	room.	Target	the	box	with	a	Batarang	and	you	should	lock	onto	it.	Throw	itand	that	will	turn	on	the
fans,	venting	the	gas	out	of	this	room.	Phew.Drop	down	now	and	have	a	look	around.	Start	by	looking	for	a	set	of	JOKER	TEETHin	that	same	small	nook	where	the	electronic	box	was	that	you	hit	with	aBatarang.	If	you	go	back	north,	you	can	find	some	more	JOKER	TEETH.	If	you	keepgoing	north,	there	will	be	a	third	set	of	JOKER	TEETH	just	near	the
door	thatwas	previously	locked.Using	your	map	to	help	you,	go	about	to	the	halfway	point	in	this	room	and	facethe	west	wall.	On	your	right	should	be	the	electric	fence.	Just	go	slightly	tothe	left	and	there	is	an	area	with	a	dead	guard	and	a	can	of	Joker's	toxin.	Goin	here	and	look	for	a	grate	on	the	floor.	Open	it	with	R2	+	X.	The	RIDDLERTROPHY	is	in
this	vent.That's	all	you	can	find	in	here	so	go	south	and	through	the	next	door.	Chapter	3	--------------------------	HUNTER	AND	HUNTEDo----------------------o|Riddles:	0	||Riddler	Trophies:	1	||Interview	Tapes:	0	||Joker	Teeth:	5	||Chronicles:	0	|o------------[aa03]----oIntensive	Treatment	-	Transfer	Loop-----------------------------------First	whip	a	Batarang	at	the	set	of
JOKER	TEETH	here.	Follow	the	green	arrowsthat	are	painted	onto	the	floor.	You	won't	need	to	go	far	before	two	thugs	popout	and	attack.	Focus	on	one	and	counter	the	other.	Try	to	take	one	down	thenthey're	both	on	the	floor.After	that,	you	should	hopefully	by	now	have	enough	XP	to	do	your	firstupgrade.	When	you	hit	the	required	amount,	you're
taken	to	the	Upgrade	screenautomatically,	although	you're	not	required	to	get	one.	Let's	do	it	though.Take	a	look	at	what's	there.	There	are	combat	upgrades,	a	Predator	upgrade,armor	upgrades,	and	gadget	upgrades.	I'm	leaving	this	entirely	up	to	you	andonly	making	my	own	suggestions.	You	don't	have	to	follow	my	advice	at	all	anddo	it	how	you
feel	you	should.	Personally,	for	a	first	upgrade,	I	like	to	getInverted	Takedown,	but	it's	not	necessary	at	all.	You	may	want	to	opt	for	thefirst	armor	upgrade	or	Throw.	You	can	also	buy	the	Remote	Control	Batarang	orTwin	Batarang	which	both	act	as	new	gadgets.	Up	to	you.An	electric	barrier	prevents	you	from	going	west	so	just	continue	to	follow
thearrows.	You'll	come	to	a	door	eventually.	Be	sure	to	destroy	the	one	set	ofJoker	Teeth	there	first	before	approaching	the	door.	A	scene	begins.Can	it	be?	The	first	boss	fight?	Yes![BOSS	FIGHT	-	TITAN]Not	a	recognizable	foe,	but	deadly	nonetheless.	The	enemy	will	start	off	thefight	most	likely	by	charging	right	at	you.	As	the	game	tells	you,	double
tapX	and	use	the	Left	Analog	stick	to	dodge	left	or	right.	Do	this	before	thisgiant	brute	tramples	you.	It	will	hurt,	trust	me.Besides	that,	the	creature	will	pick	up	the	body	in	the	room	sometimes	andthrow	it	at	you.	Dodge	that	in	the	same	way.	You	can't	fight	this	thing	upclose.	Not	only	with	your	attacks	do	nothing	against	this	monster,	it	will	justas
quickly	hit	you	back	for	a	lot	of	damage.	Stay	back	and	figure	somethingout.The	game	usually	tells	you	the	trick	eventually	but	here	it	is	now.	The	way	tobeat	this	guy	is	simple.	Wait	for	him	to	begin	his	running	charge.	It's	easy	totell	when	because	he	roars	first	and	sets	himself.	At	this	moment,	quickly	tapL1.	Just	tap	it	once.	This	is	the	Quick
Batarang.	Batman	will	fling	hisBatarang	at	the	enemy	he	is	facing	and	it	always	hits.	Do	this	and	immediatelylet	your	thumb	embrace	that	X	(or	A	for	you	360	players)	button	and	dodge	thecharge.	The	creature	will	be	hurt	a	bit	by	the	Batarang	and	crash	into	thewall.	This	leaves	it	vulnerable.	Now	is	your	chance.Attack	the	Titan	with	a	few	hits,	only
three	or	four.	Evade	and	get	out	ofthere	fast	because	it	will	regain	itself.	It	usually	performs	a	fist	poundattack	that	lets	out	a	small	shockwave.	Try	to	be	out	of	range	before	this	toavoid	some	damage.You	probably	won't	get	a	chance	to	use	this	strategy	again	as	the	fight	endsabruptly.	It	wasn't	terribly	glorious	but	hey,	it's	over.Intensive	Treatment	-
Secure	Treatment	Transfer-----------------------------------------------Facing	the	defeated	monster,	you'll	hear	a	guard	calling	you	over	on	the	left.He'll	lower	the	electric	barrier	so	you	can	pass	through,	but	don't	go	justyet.	Go	instead	to	the	right	(east	side	on	your	map)	and	enter	the	littleoffice	here.	Inside	you'll	find	a	hard-to-miss	RIDDLER	TROPHY.Enter	the
office	with	the	guard	and	talk	to	him.	He	tries	to	let	you	followJoker	but	there's	no	way	with	Joker	in	total	control.	You'll	see	a	scene	andyou'll	get	a	new	objective.	You	have	to	rescue	the	Commissioner!Exit	this	room	the	way	you	came	in.	Refer	to	your	map	to	see	the	location	ofyour	next	immediate	objective.Intensive	Treatment	-	Transfer	Loop------------
-----------------------Go	down	the	hall	and	you'll	talk	to	Oracle	for	a	bit.	You'll	also	get	aCharacter	Bio	for	Frank	Boles.Turn	left	(west)	and	enter	the	next	hallway.	Joker	will	come	on	the	TV	and	youcan	learn	a	little	bit	of	how	this	whole	thing	got	started.	Continue	past	andfollow	the	hall	down	a	bit.Eventually	you	will	reach	a	pair	of	thugs.	Try	the	Quick
Batarang	again	as	thegame	prompts	and	then	begin	the	fight	normally.	Attack	and	counter	and	useGround	Takedowns	to	boost	your	XP.	The	fights	are	still	easy	so	just	keeptrying	to	learn	and	get	the	rhythm	down.Go	to	the	door	to	the	right	of	where	they	were	standing.	Enter.Intensive	Treatment	-	Holding	Cells-----------------------------------Another	talk	with
Oracle.	Batman	explains	how	to	find	a	trail	that	will	leadhim	to	Boles	and	the	Commissioner.	Enter	the	office	on	the	left	and	turn	onDetective	Mode.	You'll	enter	a	special	mode	for	it	that	looks	specifically	forevidence	that	can	provide	a	trail.You	should	see	the	flask.	Get	it	in	view	for	the	scanner	and	hold	X	to	do	afull	scan.	The	Detective	Mode	then
changes	so	that	it	can	find	a	trail	ofalcohol	in	the	air	that	you	can	follow.	Neato!Keep	Detective	Mode	on	the	whole	time	and	follow	the	trail.	It	willautomatically	detect	each	trace	as	it	makes	a	trail	(remind	you	a	little	bitof	Zelda:	Twilight	Princess?).	The	trail	will	take	you	first	back	into	theprevious	room.Intensive	Treatment	-	Transfer	Loop------------------
-----------------Follow	the	trail	around	the	loop	to	the	southern	corridor.	It	will	take	you	tothe	front	desk	where	Batman	encountered	the	Commissioner	in	the	opening.	Searcharound	the	front	desk	here	for	three	sets	of	JOKER	TEETH	to	destroy.	Proceedthrough	the	next	door	when	ready.	Chapter	4	--------------------------	INTO	THE	OPEN	NIGHTo--------------------
--o|Riddles:	3	||Riddler	Trophies:	0	||Interview	Tapes:	2	||Joker	Teeth:	3	||Chronicles:	1	|o------------[aa04]----oIntensive	Treatment	-	Secure	Transit------------------------------------Here	you'll	see	a	lone	guard.	A	scene	begins.Afterwards,	you	find	that	the	elevator	is	indefinitely	out	of	commission.	Thatleaves	Batman	to	take	the	long	way	up.	Before	we	go	up
though,	look	for	anitem.Go	to	the	southeast	corner	of	this	room	and	you	should	see	a	staircase.	Takethis	up	into	a	small	room	that	overlooks	the	main	area.	On	the	left	side	ofthis	room	is	a	table	with	two	big	stacks	of	papers	on	it.	In	front	of	thepapers	is	this	INTERVIEW	TAPE.	Grab	it	and	you	can	hear	a	patient	interviewfrom	Harley.Return	to	the	first
floor	again.	Stand	between	the	two	elevator	shafts	and	lookfor	the	grapple	point	above.	Get	up	there	and	turn	right.	Look	for	another	andzip	up	there	as	well.	Jump	the	next	gap	and	you'll	catch	the	ledge.	You'll	needto	shimmy	over	until	you	can	climb	up.	Enter	the	shaft	and	move	toward	a	ventcover.	Take	it	down	and	leave	the	vent.Turn	right	and
grapple	up	to	the	high	platform.	Grapple	again	to	an	even	higherone	above.	You'll	see	a	vent	on	your	left	on	the	wall	but	it's	unreachable.Go	straight	ahead	instead	and	jump	the	gap.	Turn	left	and	hold	X	(A)	at	theshort	wall	to	automatically	climb	onto	it.	Grapple	up	from	here.Climb	over	the	fenced	off	pipe,	then	crouch	under	the	other.	As	you	pass
underhere,	you'll	see	a	vent	cover	on	your	left.	If	you	go	through	there,	you'll	seetwo	walls	in	Detective	Mode	that	can	be	destroyed.	Once	again	however,	you'renot	able	to	do	anything	just	yet.	Drat.Go	straight	instead	and	when	you	get	out	from	under	there,	climb	up	the	nextwall	in	front	of	you.	On	top	of	there,	climb	up	the	next	wall	too	and	you
canshimmy	here.	Go	all	the	way	around	(don't	jump	at	all)	until	you	reach	thenext	ledge.	Pull	yourself	up.Here	there	is	a	path	to	the	left	and	straight	ahead.	Both	lead	to	the	sameplace	though	so	just	turn	left,	toward	the	large	fan	in	the	wall.	Looks	like	adead	end	but	if	you	turn	left	here	and	look	up,	you	can	see	another	grapplepoint.	Head	up
there.Crouch	under	the	object	here	and	you'll	be	lead	to	a	vent.	Follow	it	throughand	then	on	the	other	side,	you'll	see	an	object	ahead.	It	looks	like	a	largestone	tablet	or	something	like	that.	You	are	prompted	to	use	the	Scan	feature.Do	so	by	holding	L2	but	be	sure	to	be	close	or	else	it	won't	work.	This	is	thefirst	of	24	ARKHAM	CHRONICLES.	Each
has	a	part	of	a	long	story	and	a	mysterythat	has	to	be	unraveled.From	the	chronicle,	go	right	and	then	turn	to	see	a	platform	to	grapple	up	to.Joker's	henchmen	are	waiting	though	and	will	spot	you	as	soon	as	you	pullyourself	up.	Time	to	throw	down...This	is	by	far	the	largest	group	you've	faced	off	against	yet.	Try	not	to	worryabout	mixing	in	Ground
Takedowns	(unless	you're	practiced	a	lot)	and	just	focuson	the	basics	only:	Striking	and	Countering.	Two	of	these	guys	will	try	to	prypipes	off	the	walls	and	use	them	as	weapons.	Practice	aiming	for	specifictargets	and	try	to	strike	them	both	while	maintaining	your	combo.	Look	out	forCounter	prompts	though	and	just	keep	it	going	until	they're	all
down.Hopefully	you	should	have	enough	for	another	upgrade.	Go	ahead	and	pickwhatever	you	want.	I	went	with	Throw,	but	consider	the	first	armor	upgrade	oranything	that	you	feel	looks	"cool".Turning	on	Detective	Mode	brings	up	the	alcohol	trail.	It	seems	to	lead	to	alocked	door	unfortunately.	To	the	right	however	is	a	vent.	Enter	and	we'll	finda
shortcut.	This	takes	you	to	a	familiar	room	from	the	demo.Intensive	Treatment	-	Cell	Block	Transfer-----------------------------------------Enter	and	stay	behind	the	wall.	Turn	on	Detective	Mode	and	you'll	see	threeenemies.	They're	holding	guns.	Not	good.	A	talk	with	Oracle	and	Batman	willdiscuss	his	plan.	Look	for	a	gargoyle	above	to	begin.The	path	above	is
laid	out	for	you.	Zip	from	gargoyle	to	gargoyle	until	you	getto	the	one	at	the	far	end.	Tap	X	to	drop	down	silently.	Crouch	to	avoid	makingnoise	that	will	alert	the	thugs	to	your	presence.	Approach	them	cautiously	andyou	can	see	a	prompt	for	a	Silent	Takedown.	Perform	one	on	each	of	them	whilestill	holding	R2	to	crouch	as	you	move	from	one	to	the
other.	Take	all	threedown	and	then	continue	south.Go	up	the	staircase	and	you'll	see	a	fourth	thug	talking	to	Joker.	Either	stayand	listen	or	go	up	there	and	take	him	down	now.	Either	way,	once	he's	down,Joker	will	address	Batman.	After	that,	look	for	the	vent	on	the	right.	Take	thecover	off	and	enter.Intensive	Treatment	-	Intensive	Treatment	Lobby--
---------------------------------------------Another	familiar	demo	room.	The	last	from	the	demo	room	actually,	so	if	you'reone	of	the	demo	players,	you're	probably	quite	curious	as	to	what	comes	afterthis.As	you	exit	the	vent,	you'll	see	a	thug	picking	a	gun	off	a	dead	guard.	Takehim	out	with	yet	another	Silent	Takedown.	A	quick	scan	in	Detective	Mode	showsthat
there	are	two	other	enemies	in	here.	One	is	nearby	on	the	above	catwalk.Now,	you	have	a	ton	of	ways	you	can	go	about	this	so	when	it	comes	to	manyPredator	moments,	I'll	leave	it	up	to	you,	but	I'll	give	lots	of	thoughts	andtips	and	so	forth.For	starters,	you	can	follow	him	into	the	office	and	do	another	SilentTakedown.	If	you	want	to	have	fun,	you	can
instead	grapple	onto	the	top	of	theoffice.	The	ceiling	is	glass	on	three	sides	of	this	office.	Follow	him	below(using	Detective	Mode	to	see	him)	and	wait	for	him	to	pass	under	you	whilestanding	on	the	glass.	A	prompt	should	appear	for	a	Takedown.	Hit	it	toperform	a	really	cool	one.Doing	this	or	other	disruptive	Takedowns	like	the	Inverted	Takedown
will	getthe	third	guy	searching.	Get	out	of	sight.	You	can	hide	in	the	grate	in	thefloor	of	the	office	and	wait	for	him	to	come	in,	then	spring	on	him	from	behindwith	a	Silent	Takedown.	Just	be	careful	because	enemies	look	in	the	vents	whenthey	find	bodies	nearby.A	safer	way	is	to	leave	the	office	and	zip	up	to	a	gargoyle.	The	enemy	willlikely	leave	the
office	area	to	the	east	and	you	can	use	the	gargoyle	here	todo	an	Inverted	Takedown	if	you'd	like	and	if	you	bought	the	upgrade.After	this,	a	quick	scene	shows	three	more	guys	entering	the	area.	Again,	it'sup	to	you	how	to	deal	with	them.	They're	all	isolated	from	each	other	so	thismakes	it	easy.	You	can	wait	for	the	one	who	lingers	near	the	office	to
go	ontothe	catwalk.	If	you	can	get	to	the	front	of	his	view	without	being	seen,	youcan	grapple	to	the	catwalk	right	where	he	is	standing	(don't	climb	up	though)and	perform	a	Ledge	Takedown.	You	can	also	go	for	another	Inverted	Takedowntoo	of	course.This	leads	to	the	other	two	coming	to	search	(unless	you	go	for	SilentTakedowns	of	course).	Wait
for	them	to	disperse	before	making	your	next	move.The	farther	away	they	are,	the	easier	it	will	be	to	remain	unseen.	Wait	forthem	to	pass	under	gargoyles	or	find	a	good	line	of	sight	and	perform	a	GlideKick.	Totally	up	to	you.	This	first	major	Predator	room	shouldn't	offer	toomuch	of	a	challenge.When	it's	over,	you're	free	to	explore.	There	won't	be
much	to	find	yet.	Startby	going	back	to	the	center	and	enter	the	office.	Look	in	the	east	room	and	onthe	desk	there,	right	near	an	open	book	is	the	INTERVIEW	TAPE.	If	you	havetrouble	finding	it,	search	with	Detective	Mode	on;	it's	bright	orange.	This	isanother	for	Harley.Turning	Detective	Mode	on	reveals	the	trail	in	the	south.	The	lift	platformis	no
longer	working	so	just	grapple	up	to	the	ledge	here	and	pull	yourself	up.Turn	Detective	Mode	off	and	approach	the	scene	here.	Guess	it	wasn't	worth	itfor	Boles.Around	his	body,	you'll	find	three	sets	of	JOKER	TEETH.	Get	them	all	and	thenyou	should	get	a	strange	call.	Who	is	it?	Why	it's	Edward	Nigma,	AKA	TheRiddler.	He's	set	up	tons	of	riddles	and
puzzles	all	over	Arkham	for	Batman."Defeating"	The	Riddler	requires	that	you	find	every	object	and	solve	everyriddle.	Sounds	like	a	lot	of	work,	right?	It	is	actually,	because	there's	240in	all.	Not	everything	is	a	riddle.	In	fact,	most	of	the	"puzzles"	arecomprised	of	finding	objects.	All	the	Riddler	Trophies,	Interview	Tapes,	andJoker	Teeth	you've	found
are	all	part	of	it.	Each	area	in	Arkham	has	these	andfinding	them	all	is	necessary	to	bring	Riddler	down.	Now	you're	able	to	trackyour	progress	though	by	hitting	Select	and	going	to	the	Riddler's	Challengepage.	That	is,	after	you	solve	his	first	Riddle	which	he	delivers	to	you.[RIDDLE	ME	THIS:	"Don't	cut	yourself	on	this	Sharply	observed
portrait"]This	one	is	easy.	On	the	same	platform	where	you	find	Boles'	corpse,	there	is	alarge	painting	of	Warden	Sharp.	It's	near	the	edge	of	the	platform	where	youclimbed	up,	on	the	left.	Get	close	and	Scan	it	with	L2	(hold	it)	and	you	willsolve	the	first	Riddle.	Easy,	right?The	Riddler's	Challenge	Page	opens	and	you'll	see	a	lot	of	the	boxes	turn



intoBats.	These	are	the	ones	you've	solved	so	far.	Again,	they	consist	of	JokerTeeth	destroyed,	Interview	Tapes	found,	Arkham	Chronicles	found,	and	RiddlerTrophies	found.	Each	time	you	find	one	of	these	or	solve	a	riddle,	the	box	willbe	"checked	off"	in	this	manner.Riddles	are	the	white	boxes	with	the	question	mark.	If	you	highlight	them	onthe	page,
they	tell	you	which	area	they	are	located	in.	If	you	see	one	of	theboxes	zooming	in	and	out	really	fast,	that	means	that	there	is	a	riddle	in	thearea	you're	currently	in	right	now.	That	means	there's	another	riddle	in	thisroom.	Let's	find	it	shall	we.[RIDDLE	ME	THIS:	"A	puzzle	has	many	sides.	But	only	some	are	visible.]Really	vague,	right?	This	is	one	of
The	Riddler's	many	special	clever	puzzlesstrewn	about	Arkham.	The	goal	is	to	find	one	of	his	trademark	question	marks.The	problem	is	that	it	can	only	be	seen	in	Detective	Mode.	Secondly,	the	curledpart	of	the	question	mark	and	the	period	underneath	it	are	separated.	What	doesthis	mean?	You	are	required	to	stand	in	a	certain	spot	and	angle
yourself	andoften	the	camera	in	a	way	that	your	perspective	shows	the	two	parts	that	makeup	the	question	mark	align.	Does	it	sound	confusing?	I'm	sure	it	does,	but	itwill	make	sense	once	you	see	it	firsthand.Start	by	going	back	into	the	office	area	again.	Ignore	the	guard	who	opens	adoor	for	you	for	now.	Stand	in	the	western	room	this	time	(it's	the
one	with	abroken	TV	in	it).	Face	south	in	this	room	and	you	see	three	windows,	right?Turn	on	Detective	Mode	here	and	you	should	the	upper	part	of	the	question	markin	the	middle	window.	As	I	said	above,	you	need	to	find	the	bottom	part,	theperiod	mark.	Where	is	it	though?	Well,	with	Detective	Mode	still	on,	you	cansee	it	on	the	south	wall,	slightly
to	the	right,	just	underneath	a	large	roundvent.	Move	Batman	and	the	camera	until	the	two	marks	are	just	a	little	bitapart.	When	they	are	in	the	right	alignment,	hold	L2	for	Scan	and	you	willsolve	the	Riddle.	The	game	will	tell	you	if	it's	not	aligned	so	keep	trying	ifthis	happens.Find	that	guard	now	and	talk	to	him	to	continue.	Walk	past	him	after
gettingthe	story	and	go	down	the	stairs.	Open	the	door	to	the	next	area.Intensive	Treatment	-	Utility	Corridor--------------------------------------There	will	be	a	Riddler	Trophy	blinking	you	right	in	the	face,	butunfortunately	you	can't	reach	it	yet.	You'll	also	notice	another	line	of	greentext	that	appears	with	the	area	name	on	the	screen.	This	is	yet	another
riddle.You'll	find	a	riddle	in	almost	every	area.	Let's	solve	this	one.Go	down	the	stairs	and	proceed	into	the	next	room.	You	should	hear	musicplaying.	On	your	left	will	be	a	radio	on	a	small	bench.	You'll	hear	a	messagefrom	Joker.	After	that,	time	to	solve	the	riddle.[RIDDLE	ME	THIS:	"You	don't	know	Jack	about	Gotham"]View	the	radio	in	zoom	mode
(R3)	and	make	sure	the	name	Jack	Ryder	on	it	isclearly	visible.	Don't	be	too	close	to	it	and	perform	a	scan.	That	solves	theriddle	and	gets	you	Jack	Ryder's	Character	Bio.Find	the	door	in	the	northwest	corner	and	open	it.	Chapter	5	--------------------------	WINGS	OF	A	SAVIORo----------------------o|Riddles:	10	||Riddler	Trophies:	22	||Interview	Tapes:	5	||Joker
Teeth:	18	||Chronicles:	4	|o------------[aa05]----oArkham	Island	-	Arkham	East---------------------------There	will	be	nothing	but	another	vent	here.	Open	the	cover	and	slip	inside.Follow	it	all	the	way	to	the	end.	Exit	and	then	move	forward.	Look	for	agrapple	point.	Climb	up	and	then	just	walk	forward	for	a	scene.	You're	on	theoutside	at	last.Eventually,	an
announcement	will	come	from	Joker,	ordering	his	henchmen	to	findthe	Batmobile	and	trash	it.	Hey,	that's	not	cool!	About	a	minute	later,	Batmanwill	get	an	alert	that	the	Batmobile's	automatic	countermeasure	system	is	aboutto	activate.	Knowing	that	Harley	might	be	there	with	the	Commissioner,	he	tellsOracle	to	turn	it	off	so	that	he	won't	get	hurt.
Now	it	falls	on	Batman	toprotect	his	pimpin'	ride.You	can	go	off	to	the	Batmobile,	your	next	objective,	now	if	you'd	like.	Itmight	be	in	your	best	interest	to	look	around	this	area	a	little	first.	It's	abig	place	but	this	will	only	take	a	few	minutes.First	let's	start	with	riddles.	If	you	pull	up	the	Riddler's	Challenge	page,you	see	three	boxes	blinking.	Let's
begin.[RIDDLE	ME	THIS:	"The	legacy	of	this	island	has	been	well	and	truly	buried."]This	one	is	pretty	easy	to	figure	out.	It's	especially	easy	if	you've	watchedone	of	the	last	teaser	trailers	to	come	out	before	the	game's	release.	In	justabout	the	very	center	of	this	area	(refer	to	your	map)	there	is	a	cemetery.	Ifyou	can't	find	it	for	whatever	reason,	face
the	Arkham	Mansion	and	go	left.	Goin	and	look	for	the	grave	that	has	been	dug	up.	Zoom	in	on	the	headstone	andthe	name.	Give	it	a	scan	and	riddle	solved.Continue	north	just	a	bit	from	the	open	grave.	You	should	see	a	small	shackwith	a	red	light	emanating	from	within.	Enter	it	and	grab	the	RIDDLER	TROPHYoff	the	table.	If	you	proceed	further
north	into	the	cemetery,	you	can	findanother	RIDDLER	TROPHY.	It's	right	near	the	northernmost	headstone	and	closeto	the	cliff.The	next	two	riddles	require	you	to	climb	the	Arkham	Mansion.	There	will	be	alot	of	stuff	to	find	in	between	that	though.	Start	by	opening	your	map.	Take	aglance	at	the	Arkham	Mansion's	structure.	If	you	notice,	there	is
the	largesouthern	part	of	the	building,	and	the	smaller	rectangle-shaped	area	to	thenorth.	What	separates	them	is	a	small	inlet	or	indentation	so	to	speak.	Whatyou	want	to	is	head	into	this	area	so	go	there.To	make	it	simpler,	you'll	know	you're	in	the	right	spot	if	you	see	two	wallswith	a	locked	iron	bar	gate.	Grapple	up	to	and	over	the	wall.	You're	in
thearea	now.	If	you	look	on	the	right	wall	as	you	enter	this	large	inlet	area	youwill	see	some	pillars	sticking	out	from	the	wall.	Watch	the	right	wall	and	moveforward.	Between	the	second	and	third	pillars	is	an	ARKHAM	CHRONICLE.	Give	it	ascan.Move	further	into	this	area.	Look	for	a	ledge	to	grapple	up	to	above	you.	Youwant	to	grapple	up	into	a
little	area	with	a	lone	pillar.	Search	behind	thepillar	in	this	area	and	you	should	find	the	RIDDLER	TROPHY	there.Grapple	out	of	there	and	onto	the	next	highest	ledge	of	the	mansion.	Run	alongthe	edge	here	and	go	in	further	east.	As	you	run	further	across	the	roof,	youshould	see	this	next	RIDDLER	TROPHY	in	the	distance.	It	sits	in	front	of	themiddle
of	three	columns.[RIDDLE	ME	THIS:	"Gotham's	greatest	family	towers	over	the	city."]If	you	can't	tell,	there's	an	obvious	pun	in	that	riddle.	Tower.	Grapple	up	tothe	tower	of	the	Arkham	Mansion.	You	should	see	a	grapple	point	above	you	nearthe	previous	Riddler	Trophy.	Get	up	to	this	ledge	and	stand	out	on	the	northeast	side	and	look	in	that
direction.	Zoom	in	on	the	city	and	look	for	theone	tall	building	with	the	"W"	on	it.	Scan	it	to	solve	this	riddle.On	the	east	side	of	this	level	of	the	tower,	you	can	grapple	up	to	one	of	twoother	ledges	above.	Pick	one	and	zip	up	there	to	the	highest	level.	Now	you'rereally	high	up.	Go	along	the	tower	to	the	west	side.	Sitting	right	in	front	ofthe	clock	face	is
this	RIDDLER	TROPHY,	waiting	for	you	to	pick	it	up.	Thisunlocks	the	Character	Trophy	for	Zsasz.[RIDDLE	ME	THIS:	"My	challenges	appear	to	those	with	the	correct	position	inlife."]On	the	same	level	as	the	last	Riddler	Trophy	(the	highest	level	of	the	mansiontower)	is	where	you	can	solve	this.	Stand	on	the	southern	side	of	the	platformand	look	out
at	the	rooftop	below	you.	In	Detective	Mode,	you	see	the	top	partof	the	question	mark.	Where's	the	dot?	It's	at	your	feet.	Tilt	the	camera	untilthe	two	are	aligned	and	scan.Now	face	southwest	and	glide	from	the	tower.	Your	target	is	a	small	"valley"like	part	of	the	roof	where	there	are	roofs	slant	toward	each	other	and	thereis	a	large	gate	on	one	side.
Down	here	in	this	low	area	you'll	find	a	RIDDLERTROPHY	on	the	ground.Get	off	the	mansion	now	and	travel	over	to	the	far	west	side	of	Arkham	East.You	should	see	the	two	guard	towers	high	above.	Grapple	up	to	the	southern	ofthe	two	towers.	Enter	and	on	the	desk	near	the	stationary	guard	is	an	INTERVIEWTAPE.	This	one	is	for	Joker.	If	you
grapple	up	to	the	north	tower,	grappleagain	to	the	roof	of	it	and	find	a	RIDDLER	TROPHY	up	there.	It	gives	you	aCharacter	Trophy	for	the	Blackgate	Prisoners.The	last	item	to	find	for	now	is	on	the	very	southern	side	of	this	area.	Dropoff	from	the	mansion	and	look	at	your	map.	If	you	look	on	the	south	side,	thereis	like	a	small	little	platform	jutting
out.	Go	down	there	(behind	the	largestatue)	and	there	will	be	such	a	platform,	overlooking	the	precipice.	Take	theRIDDLER	TROPHY	here.You've	found	everything	you	can	get	for	now.	Ok,	that	probably	took	longer	thanexpected	but	hey,	you	got	a	lot	of	XP	out	of	it,	right?	In	fact,	you	shouldhave	more	than	enough	to	do	your	next	upgrade	so	let's	take
care	of	that	now.Again,	the	choice	is	yours.	If	you	got	Throw	last	time,	I'd	consider	gettingthe	additional	Combo	Takedown	or	going	for	Critical	Combo	Strikes	which	willhelp	you	use	Throw	faster.	If	you	didn't	get	Throw,	consider	the	Armor	upgrade,or	buy	a	new	gadget.Head	over	to	the	northwest	side	and	find	the	large	security	door.	Pass
throughand	you'll	see	an	ambulance.	Turning	Detective	Mode	on	reveals	two	armed	thugson	the	other	side	and	behind	a	gate.	Try	not	to	let	them	see	you	as	you	goaround	the	ambulance.	Grapple	up	to	the	ledge	above	the	gate.	Use	this	to	getbehind	them.	Crouch	and	then	perform	Silent	Takedowns	to	dispatch	them	easily.Continue	west	now	through
the	next	door.Arkham	Island	-	Arkham	North----------------------------In	the	distance	you'll	see	the	lowlifes	beating	up	Batman's	ride.	Approach	themand	they'll	think	they	can	derive	more	pleasure	from	beating	on	Batman	himself.Put	an	end	to	that	thought.	Again,	this	is	a	big	group	and	most	of	them	haveweapons	so	make	use	of	counter	and	just	watch	all
the	enemies	closely.	Try	touse	Throw	or	Combo	Takedown	if	you	have	either	and	that	will	make	things	a	biteasier.Once	they're	down,	you	can	interact	with	the	Batmobile	to	get	a	new	gadget	fromthe	trunk,	the	Explosive	Gel.	This	nifty	gadget	finally	lets	you	open	all	thosesee-through	walls.	Unfortunately,	you	can't	backtrack	to	use	it.	You're	stuckin
this	area	for	now.Afterwards,	you	enter	the	special	Detective	Mode	for	searching	for	clues.	Theobject	you're	looking	for	is	near	the	front	of	the	Batmobile.	Lock	onto	it	andthen	hold	X	to	scan	Gordon's	pipe.	It	will	soon	bring	up	a	trail	for	you	tofollow.	Before	we	do	that	though,	there	are	a	lot	more	goodies	to	find	in	thisarea.[RIDDLE	ME	THIS:
"Tweedledum	and	Tweedledee	SAW	it,	can	you	SEE	it?"]Again,	another	pretty	obvious	pun.	You're	looking	for	a	See-saw.	To	find	it,go	all	the	way	north,	down	the	main	road	leading	away	from	the	grounds.	Whenyou	get	near	the	front	gate,	the	see-saw	will	be	on	your	right.	Scan	it	tosolve	this	riddle.	It	nabs	you	a	Character	Bio	for	Tweedledum	and
Tweedledee.Go	toward	the	northwest	corner	and	look	for	a	large	abandoned	building	on	thewest	side	with	a	lot	of	vines	and	ivy	and	so	on	growing	from	it.	Look	for	anopen	window	to	grapple	to.	You	can	enter	from	a	few	different	places	but	if	yougrapple	to	the	window,	it	takes	you	right	to	an	ARKHAM	CHRONICLE.	If	you	enterfrom	the	ground,
grapple	up	to	the	second	floor.Stand	where	you	find	the	aforementioned	chronicle	and	look	to	the	south.	Youshould	see	this	RIDDLER	TROPHY	on	the	ground.	You	can	just	as	easily	find	it	byentering	the	abandoned	building	from	the	ground.	You	get	a	Character	Trophy	forAaron	Cash.[RIDDLE	ME	THIS:	"Now	I	see	it,	now	you	don't!"]This	is	a	tricky
one	and	it	took	me	a	while	to	figure	out.	You're	looking	tofind	the	two	pieces	of	the	question	mark.	The	dot	is	underneath	the	bridge-walkwalkway	in	the	abandoned	building.	The	top	part	is	harder	to	find.	Drop	downto	ground	level	and	go	west.	You	should	see	an	archway.	Turn	on	Detective	Modeagain	and	you	can	see	that	the	top	part	of	the	question
mark	is	under	the	arch.Move	Batman	and	the	camera	until	both	are	aligned	and	scan.If	you	go	back	toward	the	Batmobile,	there	are	two	small	guard	houses	with	moregoodies.	Unfortunately,	you	can't	enter	them	through	the	front	doors.	There	isone	thing	you	can	uncover	though.	Throw	on	Detective	Mode	again.	In	between	thetwo	guard	houses	but
closer	to	the	west	one	is	a	breakable	floor	area	in	theground.	Time	to	test	out	your	Explosive	Gel.	Stand	over	it	and	spray	it.	Stepback	a	bit	and	then	detonate	it.	You'll	unearth	a	RIDDLER	TROPHY.Now,	I	said	you	can't	enter	the	guard	houses	from	the	doors.	This	is	true.	Youcan	get	inside	the	eastern	one	by	using	a	different	method	however.
Grappleonto	its	roof	and	in	Detective	Mode,	you	can	see	another	breakable	floor.	Sprayyour	Explosive	Gel	and	blow	it	open.	Drop	in	and	inside,	you'll	find	theRIDDLER'S	SECRETS	MAP.	Buh?	What	this	nifty	item	does	is	it	reveals	thelocations	of	all	the	Riddler's	Challenges	in	the	entire	area.	Each	area	hasits	own	map.	The	riddle	locations	show	up	as
green	question	marks	floatingabout	on	your	map	if	you	hit	Select	to	view	it.	Problem	is	that	the	locationsaren't	100%	specific	as	you'll	see	the	question	marks	move	around	a	lot.	Ithelps	a	ton	though.Climb	out	now.	In	addition,	just	above	these	houses	are	two	towers.	Grapple	upto	the	west	tower	and	search	inside.	This	INTERVIEW	TAPE	is	on	the	desk
andit's	an	interview	with	Joker.	Walk	outside	but	don't	leave	the	tower.	Grappleup	onto	the	roof	of	the	tower.	Face	the	north	side	of	the	map	(refer	to	yournew	Riddler	map	to	help	you	out)	and	glide	in	that	direction,	staying	to	theright.	You	want	to	land	on	top	of	the	large	rock	cliff	here.	Near	the	otherend	is	a	RIDDLER	TROPHY.Grapple	up	onto	the
western	guard	tower	now.	When	you	get	onto	the	platform,grapple	up	to	this	one's	roof	as	well.	On	top,	you'll	find	another	RIDDLERTROPHY.	One	more	to	find.	Go	to	the	south	and	approach	the	Intensive	Treatmentbuilding.	Grapple	up	to	a	ledge	on	the	right	side	and	above	the	entrance.	Onthis	ledge,	go	up	and	over	the	slanted	roof	and	toward	the
top	of	the	entrance.There's	a	RIDDLER	TROPHY	sitting	there.	This	one	gets	you	a	Character	Trophyfor	Warden	Sharp.You	should	be	up	for	yet	another	upgrade.	Armor	is	a	good	choice	if	you	stillhave	not	gotten	it.	If	you	got	Throw	and	you	got	Combo	Takedown	though,	Irecommend	getting	Special	Combo	Boost	which	will	let	you	use	these
movesearlier	in	your	Freeflow	combos.Finally,	back	to	business.	Follow	the	trail	of	tobacco	west	to	a	lockedsecurity	door.	You	have	no	choice	but	to	find	a	way	around.	To	the	right	of	thedoor	is	a	wall	that	can	be	destroyed	with	your	Explosive	Gel.	Spray	it	on,	backoff,	and	then	push	the	button.	Enter	and	open	the	door	here.Arkham	Island	-	Arkham
West---------------------------Go	down	this	corridor	and	through	the	following	door.	The	tobacco	trail	leadsyou	further	along.	On	your	right	though,	you'll	see	two	of	Joker's	men,apparently	building	something.	Get	their	attention	and	punch	their	lights	outfor	some	quick	XP.Follow	the	trail	as	it	leads	you	south	to	a	staircase.	Take	it	up	and	the	trailtakes	you
right	to	a	large	group	of	thugs.	Don't	worry.	If	you've	beenpracticing,	this	still	isn't	too	hard.	Again,	focus	on	your	countering,	but	tryout	your	special	moves	like	the	Combo	Takedown	because	they	help	a	lot.	Theygo	down	pretty	easily.Once	they've	all	kissed	the	pavement,	be	sure	to	destroy	all	three	sets	ofJOKER	TEETH	here.	Next,	grapple	up	to	the
top	of	this	building,	the	MedicalFacility	and	go	around	the	slanted	roofs	to	the	southwestern	corner	of	therooftop.	On	this	side	of	the	building	there	is	a	RIDDLER	TROPHY	to	pick	up.	Itunlocks	a	Character	Trophy	for	the	Batmobile.Although	the	trail	leads	right	to	this	building's	entrance,	move	away	from	itfor	now	to	explore	for	goodies.	Look	at	your
map	and	locate	the	dock	area	whichis	to	the	southwest	sort	of	smack	dab	between	the	two	buildings	in	this	area.You	should	see	it	easily;	it's	by	the	water.	Look	for	a	small	hut	here	and	goinside.	On	the	left	is	an	INTERVIEW	TAPE	with	an	interview	for	Joker.	Walk	outof	this	hut	now	and	instead,	grapple	up	to	its	roof.	On	the	left	side	of	thehut's	roof	is
a	RIDDLER	TROPHY.Go	just	a	ways	north	from	here	and	at	the	base	of	the	Penitentiary	building(underneath	a	high	platform)	there	is	a	spot	you	can	grapple	up	to.	Do	so	tofind	a	wall	that	can	be	destroyed.	Spray	your	Explosive	Gel	then	drop	down	toblow	it	up.	Grapple	back	up	and	scan	the	ARKHAM	CHRONICLE	inside.[RIDDLE	ME	THIS:	"Do	you
see	what	I	see?	No?	Well	then	maybe	I	am	in	a	strongerposition."]Now	climb	up	to	that	high	platform	above	you.	Grapple	up	to	it	and	then	proceedto	grapple	up	to	the	very	next	platform	above	you.	Since	this	is	kind	ofunclear	at	the	corners	there	are	two	spotlights	on	the	railings	and	there	isan	electric	barrier	up	here.	If	you	see	them,	you're	in	the
right	spot.	Turn	onDetective	Mode	up	here	and	on	the	railing	you'll	find	the	dot	part	of	thequestion	mark.	Below	you	on	the	previous	platform	is	the	other	part.	It's	abit	tougher	but	try	to	angle	the	camera	and	align	them	for	a	scan.For	the	next	one,	find	the	guard	tower.	It's	a	bit	to	the	right	when	facingthe	Penitentiary	main	entrance.	It's	the	only
tower	in	this	area	so	it	shouldbe	pretty	obvious.	Stand	underneath	the	tower.	Partially	shrouded	by	a	bush,	aRIDDLER	TROPHY	can	be	found.Last	but	not	least,	go	a	little	bit	northeast	from	that	guard	tower.	You'relooking	for	a	waterfall	up	here	in	the	northeast,	just	a	little	bit	to	theright	of	the	doorway	leading	from	here	to	Arkham	North.	Find	the
waterfall	anddrop	down	this	small	pit	here.	At	the	bottom	is	a	RIDDLER	TROPHY	sitting	infront	of	a	drainage	ditch.	From	here,	grapple	back	up.	Stand	at	the	electricdoorway	leading	toward	Arkham	North.	Grapple	up	to	a	very	small	ledge	above	thedoorway.	Another	RIDDLER	TROPHY	is	just	waiting	for	you	here.That	should	be	all	for	now.	Approach
the	entrance	to	the	Medical	Facilitybuilding.	Open	the	door	and	enter.	Inside,	you'll	have	a	brief	chat	and	you'llbe	denied	entrance.	Exit	and	as	Batman	suggests,	find	another	way	in.Immediately	grapple	up	to	the	roof	again.	This	time,	go	to	the	northeast	sideof	the	roof.	On	a	lower	roof	than	the	main	part	of	the	building,	there	is	awall	you	can	see	with
Detective	Mode	on	that	is	breakable.	Approach	it	andspray	your	Explosive	Gel.	Detonate	it	to	gain	entry.Medical	Facility	-	Maintenance	Access-------------------------------------Climb	over	the	fence	and	drop	into	the	area	below.	Look	for	the	ventilationshaft	on	your	right.	Take	off	the	cover	and	slip	inside.	Proceed	through	thevent	for	a	while	until	you	get	to	a
small	intersection	with	one	path	on	yourright	slanting	down.	Turn	right	to	take	this	path.	It	leads	you	to	a	RIDDLERTROPHY	you	probably	saw	as	you	came	in.Go	back	and	go	the	other	way.	You'll	drop	into	a	dark	corridor	which	just	leadsto	yet	another	vent.	Take	this	into	the	next	room.Medical	Facility	-	Sanatorium-----------------------------You'll	see
something	is	going	on	below.	You	can	go	left	or	right	but	choose	togo	left.	Slip	into	another	vent	and	take	this	until	you	reach	a	large	drop.Climb	up	the	very	next	wall	to	a	vent	there	and	slip	inside	this	one.	You'lldrop	down	another	short	fall.	Turn	around	to	find--surprise,	surprise--anothervent.	This	one	takes	you	to	an	opening	on	the	ground	level.
Look	to	your	leftthough	while	you're	under	here	and	you	should	see	a	grate.	Open	it	up	and	goinside.Proceed	just	a	little	ways	and	then	pop	out.	If	the	camera	view	shifts	out	ofthe	first	person	view,	you	went	too	far.	Pop	out	before	that	and	there	is	ahidden	room	with	an	ARKHAM	CHRONICLE	for	you	to	scan.	Go	back	into	the	grateand	take	it	all	the
way	to	the	other	side.	Pop	out	here.[RIDDLE	ME	THIS:	"TICK!	TOCK!	News	flash!	Someone	is	not	getting	out	of	herealive!"]The	beginning	is	a	pretty	clear	indication	of	what	this	riddle	has	to	do	with,but	the	rest	is	pretty	vague.	Turns	out	you're	right	near	the	location	if	youfollowed	all	the	instructions	thus	far.	Right	near	the	grate	is	a	cell	that	hasa
small	opening	in	the	bars.	Scan	this	to	solve	the	riddle	and	get	a	CharacterBio	for	Killer	Croc.We'll	search	for	more	items	in	a	bit.	It's	time	to	take	out	the	thugs	loomingabout	here.	Step	out	into	the	open	and	find	a	gargoyle	to	grapple	up	to.With	your	Explosive	Gel	in	hand,	you	can	really	have	more	fun	here.	Plan	thebeginning	of	your	attack	like	this.
There	are	two	enemies	who	will	at	thestart,	stay	positioned	right	near	two	explodable	walls.	One	is	in	the	northeastcorner,	and	the	other	is	in	the	southeast	corner.	Flip	on	Detective	Mode	to	seethe	walls.	For	the	northeast	guy,	simply	drop	down	from	the	gargoyle	above	andspray	the	gel	on	the	ground	(above	him).	Don't	set	it	off	just	yet	though.	Zipto
the	other	guy	and	he's	standing	in	front	of	a	small	room	where	the	wall	is.Drop	into	this	room	from	the	gargoyle	and	plant	the	gel	here	(you	want	to	plantthe	gel	so	it	exploded	outward	and	toward	its	victim	to	incapacitate	them).Now	you're	ready.	Zip	up	to	a	gargoyle	that	has	a	view	of	both	of	the	gelcharges.	You	can	target	both	of	them	and	detonate
them	both	at	the	same	time.Do	so	to	wipe	out	both	thugs.	Now	if	you	only	planted	gel	at	one	gel,	you	canstill	get	the	other	guy	depending	on	which	one	you	got.	When	the	explosiongoes	off,	the	other	thugs	come	to	check	what	happened.	If	you	went	after	thesoutheastern	guy,	then	the	northeastern	guy	leaves	his	area	and	he	usuallydoesn't	go	back.
The	southeastern	guy	always	returns	to	the	wall	though.Don't	attack	until	they	all	disperse.	You	can	take	a	moment	while	they'redistracted	to	zip	over	to	the	west	side	and	find	another	explodable	floor.Spray	your	gel	here	and	wait	for	a	thug	to	walk	over	it	to	get	them.	You	havetons	of	other	options	though.You	can	also	try	to	wait	for	an	Inverted
Takedown	but	they're	a	little	harderto	get	this	time	around.	Glide	Kicks	will	be	a	better	choice	if	you	can	get	thethugs	to	separate	from	each	other.	There	is	also	a	grate	in	the	middle	of	thefirst	floor	that	you	can	hide	in	to	wait	for	unsuspecting	thugs	and	use	SilentTakedowns	on	them.	Ledge	Takedowns	are	also	possible	when	the	thugs	peer	overthe
glass	barriers	on	the	second	floor	ledges.When	you've	vanquished	all	of	Joker's	thugs,	approach	the	hostages	on	the	eastside	of	the	room	and	talk	to	the	doctor	there.	You'll	get	three	new	objectives:rescue	Doctors	Young,	Kellerman,	and	Chen.	They	can	be	found	by	going	throughthe	north	door.	Not	so	fast	though,	Speed	Racer.	If	you	want	to	look	for
moreitems,	let's	do	that.	If	not,	skip	ahead.[RIDDLE	ME	THIS:	"A	question	can	only	be	answered	from	a	new	perspective.	Don'tyou	agree?"]If	you	didn't	blow	it	up	already,	find	the	weak	floor	on	the	west	side	of	theroom,	second	floor.	Blow	it	up	with	your	gel.	Turn	on	Detective	Mode	and	lookat	it	facing	north.	You	can	see	the	top	part	of	the	question
mark,	as	well	asthe	bottom	part	on	the	floor	below.	Manipulate	your	view	to	align	them	andsolve	the	riddle	by	scanning.Drop	down	to	the	bottom	floor	and	walk	toward	the	south	end.	Near	the	end	ofthe	floor	grate,	you	should	spot	three	sets	of	JOKER	TEETH.	Destroy	them	all.Next,	go	to	the	east	where	the	last	set	was	and	spray	Explosive	Gel	on
thiswall.	Blow	it	and	you'll	find	a	RIDDLER	TROPHY	on	the	other	end.Last	but	not	least,	go	onto	the	second	floor	and	search	the	small	room	in	thenortheast	corner.	On	the	desk	is	an	INTERVIEW	TAPE,	featuring	audio	from	TheRiddler.Exit	to	the	north.Medical	Facility	-	Upper	Corridor---------------------------------You	can	go	straight	or	left.	Go	straight,	past
the	corpse	of	the	guard	and	downa	small	staircase.	Just	follow	this	hallway	all	the	way	down	until	youencounter	some	thugs.	There's	only	three	so	they	shouldn't	be	much	of	a	threat.Be	sure	to	counter	when	you	can	and	so	forth.You	should	probably	have	enough	XP	for	an	upgrade	if	you've	gotten	most	of	thegoodies	thus	far.	Go	ahead	and	do	so	if	you
want.	I'd	suggest	maybe	buying	anew	Batarang	gadget;	the	Sonic	Batarang,	Remote	Controlled	Batarang,	or	TwinBatarang.	Or	buy	anything	I've	mentioned	so	far	that	you	haven't	gottenalready.Enter	the	doorway	behind	the	thugs.Medical	Facility	-	X-Ray	Room-----------------------------You	can	hear	the	voice	of	a	woman	and	then	some	of	Joker's	thugs.
DetectiveMode	shows	them	all	in	the	room	in	the	center.	It	also	shows	a	weak	wall	toblow	up.	Go	ahead	and	plant	your	Explosive	Gel	so	that	you	can	get	the	threethugs	standing	there.	However,	do	not	set	it	off	yet.	Doing	so	will	alert	theother	two	thugs	on	the	adjacent	side	and	the	woman.	Dr.	Young,	will	be	killed.You	need	to	take	them	all	out	at	the
same	time.Go	around	either	the	left	or	right	to	the	other	side.	Note	that	if	you	goaround	on	the	right	side,	you	need	to	crouch	when	you	reach	the	windows,	orelse	the	thugs	will	spot	you.	Once	you	get	on	the	other	side,	look	for	a	narrowopening	to	slip	inside	and	plant	more	Explosive	Gel.	Now	you're	all	set.	Makesure	you	are	targeting	both	charges
and	then	detonate	them.	All	the	thugs	willbe	taken	out	at	the	same	time.Go	inside	and	talk	to	Dr.	Young.	After	she's	done	boring	me	to	death,	go	aheadand	leave	her.	Don't	go	to	the	door	though.	Instead,	look	up	and	try	to	grappleup	to	the	top	of	this	center	"room".	Get	on	top	of	it	and	there	is	a	RIDDLERTROPHY	up	here.	Schwing!	Feel	free	to	leave
now.Medical	Facility	-	Upper	Corridor---------------------------------As	you	turn	the	corner,	you'll	see	something	a	bit...	different.	There	is	apurple	gift	box	in	the	hall.	Approach	it	cautiously.	Slower,	slower...	closer,closer...	BOOM!	Oh,	whoops.	Turns	out	it	just	releases	three	sets	of	JOKERTEETH	for	you	to	destroy.	Well,	good.As	you	make	your	way	back,	stop
before	making	that	final	left	turn	that	willtake	you	back	toward	the	staircase	and	where	you	originally	entered	this	area.Look	up	at	the	wall	and	you	should	see	an	open	vent.	Grapple	up	to	it	andenter.	There	will	be	a	RIDDLER	TROPHY	right	there.Make	your	way	through	the	halls	and	go	to	the	southwestern	corridor	(hang	aleft	at	the	two	dead
bodies).	This	will	inevitably	take	you	to	some	thugsguarding	the	next	door.	Take	them	out	and	then	enter.Medical	Facility	-	Patient	Observation--------------------------------------You'll	see	some	thugs	taunting	Aaron	Cash,	a	man	you've	probably	heard	about	afew	times	already.	Take	them	out	and	then	Batman	will	talk	to	Cash.	He's	lockedin	the	room	with	the
Doc	you	need	to	rescue,	but	the	room	just	outside	theirsis	flooded	with	Joker	toxin.	Great.Look	for	a	ventilation	duct	just	above	you	and	grapple	up	to	it.	Peel	the	ventoff	the	wall	and	enter	another	vent.	This	will	eventually	take	you	to	aplatform	above	all	the	gas.	There	is	nowhere	to	go	though.	The	gas	covers	everyother	possible	landing	so	you're
stranded.Give	the	room	a	scan	with	Detective	Mode	and	you	should	see	one	of	thoseterminal	boxes	that	power	the	fans.	This	is	the	closest	one	to	you.	To	hit	it,stand	on	the	platform	to	the	right	so	that	you	can	get	a	view	of	it.	Toss	yourBatarang	to	power	the	first	fan.Now,	from	the	left	side	of	the	platform,	you	can	glide	north	to	the	nextlanding	safely.
Climb	the	two	large	ducts	here	and	then	jump	to	the	platform	inthe	corner.	Turn	right	and	jump	to	the	next	one.	Now	turn	around	and	below	yourprevious	platform	is	the	second	box.	Toss	your	Batarang	again	and	that	willactivate	another	fan.The	third	one	is	a	little	trickier.	It's	located	in	a	small	room	below	but	thegas	makes	it	impossible	to	enter	it.	A
Joker	henchman	hangs	precariously	froma	rope	above.	Hmmm...	You	thinking	what	I'm	thinking.	Well	if	you	are,	you'lltoss	a	Batarang	at	his	rope.	This	cuts	him	loose	and	sends	him	crashing	throughthe	roof	of	the	room.	Now	drop	to	the	platform	in	the	corner	and	you	have	aclear	line	of	sight	for	the	last	terminal.	Destroy	it	to	clear	the	room	of	thegas.
Genius!You'll	get	a	Character	Bio	for	Cash.	Talk	to	him	if	you	want.	Go	past	him	andthe	doctor	(who	is	now	considered	rescued)	and	enter	the	room	they	were	holedup	in.	Grab	the	INTERVIEW	TAPE	off	the	table.	This	one	is	also	for	Riddler.Next,	look	for	the	three	sets	of	JOKER	TEETH	in	this	room.	Two	of	them	can	befound	in	front	of	the	first	two
electric	terminals	you	had	to	disable.	The	lastone	is	across	from	the	first	one	on	the	roof	of	the	room	Cash	and	the	doc	werein.[RIDDLE	ME	THIS:	Was	this	Firefly	too	hot	off	the	press?"]Search	thoroughly	around	the	room	for	this	one.	The	clue	is	something	about	anewspaper.	If	you	can't	figure	it	out,	enter	that	small	room	where	you	droppedthe
henchman	through	the	ceiling.	On	the	right	is	an	open	cabinet	and	the	doorhas	some	articles.	Zoom	in	on	the	headline	and	scan.	You	solve	the	riddle	andget	a	Character	Bio	for	Firefly.We're	done	here,	so	return	to	the	corridor.Medical	Facility	-	Upper	Corridor---------------------------------When	you	turn	the	corner,	you	see	another	one	of	those	boxes.	Throw
a	Batarangfrom	afar	or	just	approach	it	to	open	it.	Destroy	all	three	JOKER	TEETH	thatspring	forth.	Move	on.At	the	intersection,	go	straight	across.	It'll	be	a	short	walk	to	the	nextroom.Medical	Facility	-	Surgery	Room-------------------------------Approach	the	man	strapped	to	the	chair.	You	get	a	quick	scene	and	then	a	fighterupts.	Time	to	throw	down.This
might	be	a	tough	fight	if	you're	still	not	totally	comfortable	withFreeflow	Combat.	Keep	your	eye	out	for	the	thugs	who	will	try	to	pull	metalbins	off	the	walls	and	throw	them	at	you.	Aim	for	them	while	in	the	middle	ofyour	combo	and	dispatch	them.More	enemies	drop	in	so	deal	with	the	appropriately.	You'll	likely	get	a	lot	ofcounter	opportunities	here
so	be	ready.	If	you	can	finish	all	these	guys	in	onecombo,	you'll	get	a	really	sweet	XP	boost.	If	you've	practiced	enough,	this	ispossible.Set	the	doctor	free	and	that	should	finish	your	objectives.	Before	we	leave,grapple	up	to	the	balcony	where	the	thugs	dropped	in	on	you	from.[RIDDLE	ME	THIS:	"Shhhhsshh!	Rumors	persist	that	Tommy	Elliot	operates
inArkham.	Can	it	be	true?"]On	the	balcony,	turn	right.	There	is	a	small	marker	board	with	a	list	of	names.Zoom	in	out	with	R3	and	look	for	Tommy	Elliot.	Scan	to	get	the	riddle	and	theCharacter	Bio	for	one	of	my	favorite	Batman	villains,	Hush.There's	a	Riddler	Trophy	up	here	but	it's	out	of	reach.	Drop	down	and	leavethis	room.Medical	Facility	-	Upper
Corridor---------------------------------Another	return	trip,	another	box.	This	"present"	is	a	little	different	thistime	however.	A	new	type	of	thug	emerges.	He	wields	two	small	knives	and	has	aface	mask	of	sorts	to	protect	him.	This	guy	can't	be	hurt	by	normal	strikes	andhe	cannot	be	countered.	So	what	to	do?	As	the	game	tells	you,	use	Stun	towell...	stun	him.
This	allows	you	to	do	normal	strikes.	Fire	away	once	you'vestunned	him	and	he	goes	down.	Easy!Be	sure	to	destroy	the	three	JOKER	TEETH	that	were	also	let	loose.	Scurry	downthe	halls	now	and	return	to	the	Sanatorium.	Chapter	6	--------------------------	A	FEARSOME	OPPONENTo----------------------o|Riddles:	1	||Riddler	Trophies:	0	||Interview	Tapes:	0
||Joker	Teeth:	2	||Chronicles:	0	|o------------[aa06]----oMedical	Facility	-	Sanatorium-----------------------------You'll	get	a	scene.	After	that,	you'll	gain	control	on	top	of	a	gargoyle	asmore	thugs	filter	in	from	the	elevator.	You're	already	familiar	with	this	roomso	itshouldn't	be	tough.	There's	only	three	of	them	and	even	though	you	won't	haveaccess	to	the
Explosive	Gel	walls	if	you	used	them	already,	that's	ok.Try	for	Glide	Kick	and	Ledge	Takedowns.	If	you	want	to	make	it	really	easy,since	all	the	thugs	start	off	pretty	separated,	you	can	just	try	to	sneak	up	oneach	of	them	and	go	for	Silent	Takedowns.Once	you've	cleared	the	room	yet	again,	you	can	take	the	elevator	down.Approach	it	and	destroy	the
two	sets	of	JOKER	TEETH	first.	Get	on	after	that.A	scene	will	begin	and	it	seems	that	madness	is	reigning	here.	It's	about	toget	a	lot	more	chaotic	soon.Medical	Facility	-	Secure	Access--------------------------------When	you	have	control,	spot	the	wall	on	your	left	and	blow	it	open	with	yourExplosive	Gel.	Follow	this	corridor	for	a	ways,	over	obstacles	and	past
a	bunchof	machines.	You'll	enter	a	new	area.Medical	Facility	-	Lower	Corridor---------------------------------You'll	see	an	alarming	sight.	To	follow,	spy	the	vent	on	your	left.	Pull	offthe	cover	and	enter.	Exit	the	other	end	and	approach	the	body	here	for	a	quickscene.	Could	it	be?	Also,	you	notice	Batman's	eyes	are	red?Things	get	even	weirder	when	Batman
tries	to	contact	Oracle.	Go	south	down	thecorridor	and	you'll	see	a	lot	of...	bugs.	Keep	moving.	Hmm,	crunchy.	Sorry.	Inany	case,	open	the	door	to	arrive	in	the...Medical	Facility	-	Morgue-------------------------The	place	is	dead.	Ok,	poor	choice	of	words	there.	You'll	soon	discover	you'renot	exactly	"alone"	either.	There's	a	very	creepy	disembodied	voice
there	withyou,	whispering	ominous	threats	and	so	forth.	Ok,	stop...	._.Try	to	leave	and	you	just	wind	up	in	the	same	room!	Wait,	something'sdifferent.	Approach	the	center	and	you'll	see	three	body	bags.	Only	thing	is...they're	moving!	._.	Open	them	one	by	one	and	you'll	see	some	unsettling	stuffthat	I	will	not	spoil,	but	even	the	most	casual	Batman	fan
should	grasp	thesignificance	of	this.	Open	the	third	bag	and	you're	in	for	a	surprise.	Yourfoe	reveals	himself!Turn	around	and	you'll	see	a	lot	has	changed.	What	the...?	Hop	the	two	gapsahead	and	get	a	scene.	You	see	kids,	this	is	why	you	don't	use	drugs![BOSS	FIGHT	-	SCARECROW]Ok,	this	isn't	a	really	conventional	boss	fight,	but	it	is	a	fight
nonetheless.More	of	a	fight	of	will	and	all	that	but	just	go	with	it.To	clear	this	sequence	you	have	to	reach	the	bat	signal	spotlight	and	shine	iton	Scarecrow	who	is	a	giant.	Did	I	forget	to	mention	he's	giant?	That's	kind	ofimportant.	Scarecrow	rotates	in	the	center	and	his	eyes	cast	a	ghastly	orangeglow.	If	they	catch	you	in	their	light,	you're	toast	and
Scarecrow	will	attack.You	need	to	use	cover	and	move	when	he	isn't	looking.	Any	time	there	is	a	wallor	some	structure	in	front	of	you	that	will	block	Scarecrow's	view,	use	it	ashe	glances	by.	Crouch	for	lower	structures.Start	by	running	up	the	stairs	and	going	around	the	corner.	Stay	here	and	waitfor	Scarecrow's	eyes	to	sweep	by	before	dropping
down.	Run	to	the	end	of	thisplatform	and	crouch	behind	the	white	wall	to	avoid	him	again.	When	his	gazepasses,	jump	the	gap	and	then	climb	up	the	wall	here.	The	next	wall	only	leavesyou	room	to	shimmy.	Wait	for	Scarecrow's	gaze	to	pass	again	then	shimmy	overand	climb	up.	Quickly	take	cover	behind	the	next	wall	on	the	right.Jump	the	gap	and
take	cover	behind	the	tall	vertical	wall	here	with	the	morguedoors.	Wait	for	Scarecrow	to	pass	again	then	quickly	plant	Explosive	Gel	on	thewall	ahead	of	you.	Detonate	it	but	don't	move	anywhere.	Stay	behind	the	wallbecause	Scarecrow	will	come	looking.	He'll	peek	around	and	keep	searching.	Juststay	calm	and	wait.	When	he	looks	over	to	your	left,
run	forward	and	jump	thegap.	Climb	up	and	head	over	to	the	bat	signal	and	use	it	with	X.	Scarecrow	willbe	vanquished	and	the	nightmare	will	end.Medical	Facility	-	Morgue-------------------------You're	back	in	the	Morgue,	and	back	in	reality.	Batman	was	under	the	influenceof	Scarecrow's	fear	toxin;	it's	clear	now.	He's	gone	now	it	seems	though.	Wecan
continue	on.	You'll	get	a	Character	Bio	for	Scarecrow.[RIDDLE	ME	THIS:	"What	silent	killer	of	the	oceans	can	be	found	in	a	tinyjar?"]This	one	is	pretty	easy	because	there's	not	much	in	this	room	to	begin	with.At	the	end	of	one	of	the	three	tables	in	the	center	there	is	a	small	moveableshelf	thing	with	a	jar	on	it.	Zoom	in	on	the	label	and	scan	to	solve
theriddle.	This	also	gets	you	the	Character	Bio	for	The	Great	White	Shark.Head	out	now.	Chapter	7	--------------------------	THE	DARK	NECTARo----------------------o|Riddles:	1	||Riddler	Trophies:	2	||Interview	Tapes:	0	||Joker	Teeth:	3	||Chronicles:	0	|o------------[aa07]----oMedical	Facility	-	Lower	Corridor---------------------------------Return	from	whence	you	came	and
you'll	see	the	body	you	saw	earlier	was	notGordon's.	Scarecrow	played	a	little	dirty	trick.	The	Commish	is	still	out	theresomewhere.The	door	ahead	of	you	will	be	busted	open	and	three	thugs	approach.	Among	themis	one	of	those	dagger-wielding	baddies	so	be	careful.	You	need	to	adjust	tothe	possibility	of	incoming	attacks	from	him	while	dealing
with	the	others.When	you	see	the	red	lightning	bolts,	that	does	not	mean	to	counter.	It	meansto	either	evade	or	use	Stun.	Condition	yourself	to	go	for	stun	in	theseinstances	and	you'll	stop	him	and	also	leave	him	open	to	attack.	Try	to	takehim	down	first	but	counter	all	other	attacks	too.With	that	out	of	the	way,	follow	the	green	arrows.	There	is	a	set	of
JOKERTEETH	around	the	corner.	Go	up	the	short	stairs	and	find	another	set	of	JOKERTEETH.	Turn	and	enter	the	narrow	doorway	where--yes--a	third	set	of	JOKER	TEETHis	busy	chattering	away.	Destroy	them	all	and	that	should	make	20.	Enter	thedoor.Medical	Facility	-	Experimental	Chamber---------------------------------------You	can	see	through	a	window
that	the	Commissioner	is	safe,	but	being	watchedby	Harley.	As	the	Joker	explains,	you	need	to	get	up	to	her	by	going	throughall	the	henchmen	below	without	being	seen.	Sounds	like	a	challenge.First,	don't	leave	this	room.	Look	on	the	table	that	was	on	the	left	as	youentered	(on	your	right	if	you	turn	around	from	the	glass	window).	Pick	up
theRiddler's	SECRETS	MAP.	To	see	all	the	puzzle	locations	in	the	Medical	Facility.Schwing![RIDDLE	ME	THIS:	"Is	this	bear	the	Bane	of	his	life?"]Right	near	the	secrets	map	on	the	same	table	is	a	teddy	bear.	It's	missing	oneear.	Zoom	in	on	it	but	make	sure	you	have	a	full	view	of	its	body.	Scan	it	tosolve	the	riddle.	It	unlocks	the	Character	Bio	for
Bane.Pry	the	vent	cover	off	the	right	wall	and	crawl	through.	The	vent	takes	youpast	some	openings	where	you	can	see	the	thugs	in	here.	Keep	going	until	youreach	the	other	end	and	exit.Silent	Takedowns	is	what	this	is	all	about.	Your	first	victim	will	be	right	infront	of	you	as	you	leave	the	vent.	Stay	crouched	and	take	him	out.	That's	onedown...Now
crawl	through	the	other	vent	on	the	other	side.	There's	actually	two	andone	is	open	and	the	other	needs	to	be	but	they	are	the	same	vent	so	take	yourpick.	Go	through	and	look	for	an	opening	behind	the	next	thug	in	the	cornerhere.	Take	off	the	cover	and	then	perform	another	Silent	Takedown.	That's	two.Also,	enter	the	vent	again	on	the	right	side
and	you	should	find	a	RIDDLERTROPHY.The	last	two	are	patrolling,	one	below	and	one	on	the	upper	platform.	SilentTakedowns	will	do	fine	again,	just	stay	out	of	sight.	You	can	also	go	ahead	ofthem	(again,	don't	let	them	see	you)	and	enter	Corner	Cover	and	wait	patientlyfor	them	to	walk	toward	you	while	you're	hiding	behind	a	corner.	A	prompt
willappear	to	do	a	Takedown.With	all	four	incapacitated,	venture	over	to	the	southern	side	of	the	area	andgo	up	the	stairs.	An	electric	barrier	is	in	place	so	you	can't	enter	the	roomthat	way.	Look	up	though	and	you	can	grapple	to	the	top	of	the	room.	There'san	impossible-to-miss	RIDDLER	TROPHY	here	so	grab	that.	Next,	venture	over	tothe	top	of
the	room	where	Harley	and	Gordon	are.	Through	the	glass	you	canperform	a	Takedown	to	start	a	scene.	After	that,	a	boss	fight![BOSS	FIGHT	-	BANE]Bane	is	well,	big,	as	you	would	expect.	He	fights	just	like	that	Titan	youfought	in	the	beginning	though,	with	some	slight	differences.	The	basicstrategy	is	the	same	in	that	you	want	to	wait	for	him	to
charge	you,	then	useQuick	Batarang	(tap	L1)	and	then	get	the	hell	out	of	there	by	evading.Aside	from	that,	Bane	will	pick	out	large	chunks	of	the	walls	and	throw	themat	you.	Dodge	these	too	to	avoid	a	walloping	headache.When	you	strike	Bane	successfully	and	he	crashes	into	the	wall,	stay	back.Unlike	the	Titan,	Bane	isn't	really	shaken	by	attacks
and	although	you	willdeal	damage,	it's	not	a	lot	and	he	recovers	quickly.	Make	two	quick	hits	andget	out	of	there	before	he	strikes	back.	Now	repeat	the	process.Dodge	his	attacks	and	wait	for	his	charge.	Throw	a	Batarang	and	get	out	of	theway.	When	he	crashes,	attack	again	and	this	time,	Batman	should	automaticallyjump	onto	his	back	and	sever
some	of	the	cables	pumping	Venom	into	him.	Thisis	what	you	need	to	do.After	this	run	away	from	him	as	he	pounds	his	fist	into	the	ground,	releasinga	shockwave.	At	this	point,	Joker's	henchmen	will	intervene.	Now	the	fightbecomes	tougher.	You'll	need	to	take	them	out	but	you	also	need	to	keep	youreye	on	Bane	most	of	all.	It's	difficult	but	deal	with
the	henchmen	and	look	forBane	when	he's	throwing	the	wall	chunks	or	about	to	charge.	Get	out	of	the	wayor	for	the	latter,	use	Quick	Batarang	and	then	get	out	of	there.	That	shouldstun	Bane	again	and	let	you	get	some	jabs	in.	Ignore	any	remaining	thugs	andjust	get	in	the	quick	hits,	then	finish	them	off	and	focus	on	Bane.Get	him	to	charge	twice
and	this	will	let	you	get	on	his	back	again	and	severmore	of	his	cables.	You	only	need	to	do	it	one	more	time	now.Joker	sends	more	henchmen	to	distract	you.	Again,	if	you're	skilled	enough,	tryto	focus	on	the	henchmen	first	and	take	them	all	out	fast	but	just	keep	youreyes	on	Bane	at	all	time	because	he	will	attack.	Dodge	by	using	Redirect(double	tap
X)	to	jump	over	a	henchman	and	out	of	Bane's	line	of	fire.Get	Bane	to	charge	two	more	times	and	Batarang	him	before	dodging.	The	secondand	final	time	lets	you	pull	the	plug	on	him,	literally.	Chapter	8	--------------------------	CRASHING	THE	PARTYo----------------------o|Riddles:	1	||Riddler	Trophies:	9	||Interview	Tapes:	2	||Joker	Teeth:	11	||Chronicles:	3	|o----
--------[aa08]----oWatch	the	scene.	When	you	regain	control	you'll	be	back	at...Arkham	Island	-	Arkham	West---------------------------Batman	gets	on	the	horn	with	Oracle	and	he	divulges	his	new	plan.	Ooooh,	nifty!The	music	starts...	to	the	Batcave!	Head	northeast	toward	the	tunnel	that	wouldtake	you	back	to	Arkham	North.	You	can	find	a	group	of	three
thugs	to	beat	uptowards	the	southeast,	and	then	a	much	larger	group	when	you	get	closer	to	thetunnel.	Try	out	your	new	moves	on	them	and	as	always,	counter,	counter,counter.	Build	up	your	repertoire	of	moves	each	time	when	you	becomecomfortable	with	the	last	one.	Start	including	the	Batarang	into	your	combosand	use	Stun	a	little	more
often.As	you	make	your	way	back	through	the	tunnel	you	should	see	three	sets	of	JOKERTEETH	along	the	path.	Remember	to	take	the	side	door	to	get	to	Arkham	North,as	the	main	security	gate	still	won't	open	(and	never	will).Arkham	Island	-	Arkham	North----------------------------Run	to	the	east	and	make	a	beeline	for	more	victims,	err...	thugs	to	beat
up.A	group	of	four,	but	one	is	of	the	dagger-wielding	variety.	Keep	in	mind	thatyou	can't	counter	him.	Also,	with	Freeflow	Combat	you	can	choose	your	targetsas	you	get	going	with	ease	of	the	Left	Analog	Stick.	Try	to	prioritize	enemieswith	pipes	and	such,	as	they	can	sometimes	be	tougher	to	counter	than	normalones.In	this	case,	go	after	the	dagger
guy	first	by	stunning	him	like	you	havebefore	and	then	try	to	at	least	knock	him	down.	Fend	off	attacks	from	the	restand	try	a	Ground	Takedown	if	you	have	the	window.	Otherwise,	just	try	tomaintain	a	combo.Once	they've	been	dealt	with,	find	the	gateway	with	the	two	lanterns	on	thebrick	posts.	The	gate	is	locked	but	you	can	easily	just	grapple	over.
Ahead	ofyou	will	be	the	cave	entrance.	Ignore	it	for	just	a	moment.	Instead,	grappleup	to	a	ledge	just	above	it.	If	you	can't	get	to	it,	grapple	onto	the	buildingon	your	right	first	and	you	should	be	able	to	get	up	from	there.	Enter	thiscave	and	take	the	RIDDLER	TROPHY	here.	You	can	see	another	one	just	a	few	feetaway,	but	unfortunately	it's	blocked
off.	Darn.Leave	and	drop	down	and	enter	the	lower	cave	now.	Grapple	up	to	a	high	ledgewhere	there	is	a	broken	ladder.	Get	up	here	and	immediately	turn	to	your	left.There's	an	ARKHAM	CHRONICLE	to	scan.	Turn	right,	grapple	up	to	the	next	ledge,pull	yourself	up,	and	open	the	door.Just	follow	this	corridor	all	the	way	until	it	opens	up	to	a	small
room.	Inthe	center	should	be	some	rubble	with	a	bunch	of	skulls	(cozy...).	Stand	thereand	look	to	your	right.	See	it?	No?	Turn	on	Detective	Mode.	Ah,	yes,	anotherdestructible	wall.	Plant	your	Explosive	Gel	and	blow	it	open.	Retrieve	theRIDDLER	TROPHY.Now	just	climb	up	the	south	wall	and	go	up	this	narrow	passage.	Eventually	thegame	will	take
over	and	jump	(quite	literally)	right	into	a	scene.	After	thatyou'll	be	in...	(dramatic	music...!)Caves	-	The	Batcave-------------------Proceed	in	and	prepare	a	nerd	squeal	if	you	have	one.	Jump	down	to	the	mainplatform.	Go	up	the	stairs	and	approach	the	computer	for	a	scene.	After	that,you	will	receive	a	Character	Bio	for	Dr.	Young,	but	more	importantly,	a
newgadget,	the	Batclaw!	Holy	jumping	monkey,	Batman!The	Batclaw	will	extend	to	distant	objects	and	grab	whatever	the	claw	can	holdonto.	Once	it	has	a	hold,	you	can	tap	X	repeatedly	and	pull	it	off	or	towardyou.	This	nifty	gadget	will	work	on	enemies	too.Try	it	out	by	grabbing	two	of	the	boxes	to	clear	the	walkway	on	the	other	sideof	the	gap	to	the
north.	Once	it's	clear,	jump	and	head	for	the	door.	In	thenext	room,	you'll	find	another	very	helpful	feature	of	the	Batclaw.	Aim	it	atthe	high	vent	cover	on	the	wall.	Tap	X	to	pull	it	off	and	voila!	Grapple	up	toit	and	get	in.Caves	-	Old	Sewer-----------------You'll	drop	into	this	new	area	and	there	will	be	an	enemy	right	near	you.	He'son	a	call	though,	so	let's
just	take	a	listen.	After	that,	take	him	out	with	aSilent	Takedown.	Turn	back	around	and	on	the	west	wall	near	the	waterfall,there	should	be	an	ARKHAM	CHRONICLE	here	to	scan.	Use	one	of	the	stairs	to	getup	to	the	next	platform	after	that.At	the	corner,	you'll	encounter	a	group	of	more	thugs.	These	guys	will	be	inthe	middle	of	their	own
conversation,	so	feel	free	to	listen	in	if	you	desire.The	game	hints	to	you	about	using	the	Batclaw	in	combat	by	double	tapping	R2.It	takes	a	while	to	incorporate	into	your	repertoire	of	Freeflow	Combat	moves,but	it	may	prove	useful.	Try	to	practice	on	other	things	first	though.As	this	party	starts,	make	note	of	an	enemy	or	two	scrambling	for	stuff	on
thewall.	Try	to	target	them	first.	The	narrow	corridor	may	make	it	hard	to	targeta	specific	enemy,	so	just	barrel	through	with	constant	Strikes	until	you	getyour	man.	Then	counter	the	others	and	dispatch	them	one	by	one.Consider	upgrading	now	if	you're	able.	Always	up	to	you.	Definitely	go	for	anew	gadget	if	you	haven't	already.	They'll	start	to	come
in	handy.Now	at	the	end	of	the	east	corridor,	you'll	come	to	an	intersection.	Just	forkicks,	go	to	the	right	(south	door)	and	try	to	open	it.	You'll	get	a	smallsurprise.	Go	back	and	look	for	a	vent	on	the	east	wall.	It's	out	of	reach	butthanks	to	the	Batclaw,	that's	no	problem!	Target	it	and	fire,	then	pry	it	off.Before	jumping	in,	look	for	the	corpse	right	below
the	vent	and	take	theINTERVIEW	TAPE	off	his	hands.	It's	for	Killer	Croc.	Go	into	the	vent	and	takethe	RIDDLER	TROPHY	next.Go	north	a	bit	for	a	quick	chat	with	Oracle.	After	that,	throw	on	DetectiveMode	and	spot	the	destructible	weak	wall	on	your	left.	Blow	it	open	with	yourgel	and	take	the	RIDDLER	TROPHY	from	within.	After	that,	be	sure	to
destroy	thethree	sets	of	JOKER	TEETH	on	your	way	toward	the	door.Caves	-	Main	Sewer	Junction---------------------------The	camera	will	pan	around,	giving	you	a	nice	look	around	this	area.	There's	alot	to	find	too	and	the	layout	can	be	a	tad	confusing	so	stick	with	me.	First,go	forward	and	take	a	right.	Go	all	the	way	toward	the	east	wall	and	there	willbe	a
ledge	you	can	climb	onto	on	your	left.Walk	through	this	hollow	pillar	I	guess	you	can	call	it	and	jump	onto	thewalkway.	Go	left	(west)	and	jump	to	the	next	one,	drop	down	to	another,	andfinally	jump	the	gap	to	the	west.	Go	around	this	corner	and	find	a	RIDDLERTROPHY.	It	grants	you	a	Character	Trophy	for	Bane.Make	your	way	back	and	this	time	go
east	across	the	walkways.	You'll	go	aroundthe	corner	of	a	pillar.	Jump	the	gap	here	to	the	large	platform	just	ahead	ofyou.	The	next	gap	ahead	of	you	is	occupied	by	two	sets	of	JOKER	TEETH.	Go	aheadand	destroy	them	now	but	don't	jump	over	there.While	on	this	platform,	turn	left	and	face	the	wall.	Climb	up	it	to	grab	ontoa	ledge	to	shimmy	on.
Shimmy	over	to	Batman's	left	around	the	corner.	You'llbe	able	to	pull	yourself	up	into	a	small	doorway.	Inside	will	be	anotherRIDDLER	TROPHY.	To	get	back,	carefully	crouch	near	the	ledge	and	look	for	theX	button	prompt	to	climb	down.	Shimmy	back	over	and	drop	down.	Now	jump	thatgap	to	where	the	chattering	choppers	were.A	fallen	pillar
becomes	a	makeshift	bridge	for	you	to	take	to	far	west.	Justbe	careful	going	up.	Turn	left	at	the	top	and	jump	to	the	next	platform.	Climbup	the	following	ledge	and	from	there,	you	can	jump	to	the	top	of	this	aqueductwith	the	running	water.	Just	across	from	there	you	should	see	another	gap	youcan	jump	to	(to	the	south)	to	reach	a	RIDDLER	TROPHY
inside	a	pillar.	Thisunlocks	the	Challenge	Room,	Sewer	Bat.Take	another	overturned	pillar	up	to	the	east.	Stop	at	this	platform	now.	Onyour	left	will	be	another	fissure	to	climb	into	and	shimmy	from.	Do	so	andshimmy	around	the	corner	until	you	can	climb	up.	There	will	be	another	ledge	toclimb	onto	in	front	of	you.	Up	here	will	be	a	RIDDLER
TROPHY.	This	gets	you	aCharacter	Trophy	for	Commissioner	Gordon.[RIDDLE	ME	THIS:	"A	puzzle	has	many	sides,	but	only	some	are	visible."]This	one	is	tricky	so	attempt	to	figure	it	out	yourself	if	you'd	like.	It	tookme	a	long	time	to	figure	out.	Anyways,	at	that	ledge	you're	on	where	you	foundthe	previous	trophy	(you	had	to	shimmy	around	and	climb
up	twice,	etc),	turn	onDetective	Mode.	At	the	same	height	as	Batman's	head,	the	lower	part	of	thequestion	mark	is	on	the	top	of	the	brick	wall.	Higher	above	and	on	a	moredistant	wall	is	the	top	part.	Manipulate	the	camera	until	they're	lined	up	andscan.Make	your	way	all	the	way	back,	shimmy	back,	etc.	Jump	across	the	gap	now	tothe	southern
platform.	If	you	look	to	the	east	from	here,	there's	a	largeplatform	with	another	trophy	just	taunting	you.	You	can't	reach	it	yet	though,so	don't	bother.	Instead,	turn	around	and	take	out	the	chattering	JOKER	TEETHhere.	Proceed	east	to	find	another	set	of	JOKER	TEETH.	Right	in	front	of	theexit	is	the	third	set	of	JOKER	TEETH.	Open	it	up	and
proceed.Caves	-	Surface	Access----------------------On	your	immediate	left	from	entering	this	area,	you'll	see	an	INTERVIEW	TAPE	ona	box.	Snatch	it	to	listen	to	an	interview	with	Croc.	Go	up	the	stairs	fromhere	and	just	keep	going	(there's	nothing	to	find	from	here	on	to	the	exit).You'll	come	to	a	dead	end.	A	flip	of	Detective	Mode	reveals	it's
destructibleso	use	the	Explosive	Gel.	Hop	this	gap	and	use	the	door	and	you'll	wind	upat...Arkham	Island	-	Arkham	North----------------------------You'll	be	on	the	second	floor	of	the	dilapidated	building.	After	Joker	chimesin	for	a	bit,	Batman	will	notice	the	two	guard	towers	here	are	occupied	by	asniper	each.	If	they	spot	you	they	will	fire	until	you	get	out	of
sight.	We	canhave	fun	with	this	though.You	can	pester	them	with	your	Remote	Control	Batarangs	(provided	you	boughtit),	or	you	can	try	to	sneak	in	on	the	low	ground,	avoiding	their	sights	anduse	your	grapple	to	get	up	to	the	walkway	and	just	hang	from	the	floor	and	waitfor	them	to	stand	right	above	so	you	can	perform	a	Ledge	Takedown.	Take
outboth	snipers	and	then	from	the	east	tower,	look	to	the	front	of	the	IntensiveTreatment	building.Four	thugs	will	be	standing	there.	From	the	corner	of	the	walkway	of	the	toweryou	should	be	able	to	perform	a	Glide	Kick	on	one	of	them.	Do	that	to	get	theparty	started.	Counter	the	others	and	aim	specifically	for	the	dagger	guy	withStun,	then	some
quick	strikes.	Try	to	do	a	Ground	Takedown	on	him	once	theother	three	are	also	down.	From	there,	just	strike	and	counter	until	you'rehome	free.Even	with	the	Batclaw	in	hand,	we	can't	get	any	new	Riddler	Challenges	in	thisarea.	Intensive	Treatment	is	also	locked	down	so	we	can't	go	in	there	with	thenew	toy	either.	Although	with	each	major	gadget
(non-Batarang	ones	basically)we	obtain,	new	goodies	become	available,	we're	not	gonna	do	treasure	huntbacktracking	until	we	have	all	of	them.	I	do	this	just	so	we	can	keep	goingwith	the	story	and	maintain	a	good	pace.Your	next	objective	is	in	Arkham	East	so	walk	over	to	the	gate.	Destroy	thethree	sets	of	JOKER	TEETH	right	in	front	o	fit.	Go	inside
after	that.Arkham	Island	-	Arkham	East---------------------------The	gate	in	this	underpass	is	open	now.	Some	of	Joker's	thugs	ambush	youthough.	No	problem.	Just	keep	your	eye	on	the	dagger-wielding	foe	as	always.Fighting	in	the	narrow	underpass	shouldn't	be	too	problematic	by	now.	Afterthey're	done,	pass	through	the	next	gate.In	the	actual	East	area,
you'll	see	two	more	snipers	occupying	each	of	the	twoguard	towers.	Again,	try	to	go	for	Ledge	Takedowns	by	grappling	up	to	thebottom	of	the	walkways	when	they	can't	see	you.	Or	just	swing	up	there	and	gofor	Silent	Takedowns.As	you	approach	the	mansion	which	is	your	next	objective,	you'll	likely	see	twomore	snipers.	It's	best	to	approach	from	the
side	so	they	won't	see	you.	Youhave	a	couple	options.	You	can	get	closer	and	toss	a	Remote	Control	Batarangup	there	to	knock	them	both	down	in	one	shot.	You	have	to	grapple	up	thereimmediately	to	finish	them.	You	can	grapple	in	from	the	side	and	try	for	SilentTakedowns.	If	you	try	to	do	Ledge	Takedowns,	note	that	the	other	will	spot	youand	even
if	you're	hanging	from	the	ledge,	he	can	shoot	you.	Drop	down	andhe'll	suddenly	forget	you're	there.	Just	grapple	back	up	and	do	the	other	LedgeTakedown.Now	that	the	area	is	clear,	you	can	proceed.	First	though,	we	can	look	for	afew	items.	This	is	the	first	time	you've	returned	here	with	Explosive	Gel	sothat	opens	up	a	few	opportunities.	Begin	by
facing	the	Arkham	Mansion	entranceand	going	left.	In	this	courtyard	area,	turn	on	Detective	Mode.	Look	for	anearby	weak	floor	to	blow	up.	Underneath	is	a	RIDDLER	TROPHY.Venture	north	and	into	the	cemetery.	Keep	going	north	and	a	little	northwest.You	can	see	the	staircase	that	leads	up	to	the	Botanical	Gardens	above.	If	youturn	on	Detective
Mode,	the	side	of	the	staircase	wall	is	destructible.	Plantyour	Explosive	Gel	and	blow	it	open.	Inside	is	an	ARKHAM	CHRONICLE.Try	to	go	in	through	the	main	entrance	of	the	mansion.	Inside,	the	thugs	willjust	taunt	you	safely	from	behind	the	electric	barrier.	I	think	we've	heardthis	story	before...	There	must	be	another	way	in.	Exit	and	take	a
look.Back	outside,	get	the	two	sets	of	JOKER	TEETH	first	with	some	Batarangs.	Next,Climb	up	to	that	ledge	the	snipers	were	occupying	and	use	the	Batclaw	to	pryoff	the	vent	on	the	wall	above.	With	the	main	entrance	impassable,	this	is	youronly	way	into	the	mansion.	Open	the	next	door	to	enter.	Chapter	9	--------------------------	RELIVING	A
NIGHTMAREo----------------------o|Riddles:	6	||Riddler	Trophies:	7	||Interview	Tapes:	3	||Joker	Teeth:	14	||Chronicles:	2	|o------------[aa09]----oArkham	Mansion	-	Mansion	Entrance	Hall--------------------------------------From	this	high	perch,	you	can	see	three	enemies	below	if	you	turn	on	DetectiveMode.	You'll	notice	one	is	in	red,	meaning	he	is	armed.	This	is	not	a
predatorsituation;	it's	a	Freeflow	Combat	one	so	that	means	he	is	an	immediate	threat.If	you	came	in	with	low	health,	this	is	especially	true.You	should	see,	if	you	stand	at	the	very	edge	of	the	platform,	that	you	canGlide	Kick	to	that	fellow.	Go	ahead	and	do	it	and	knock	him	down.	The	other	twothugs	should	be	so	surprised	that	it	gives	you	a	brief
chance	to	do	a	GroundTakedown,	so	seize	it.	Fend	off	the	other	two	and	punch	their	lights	out	toclear	this	initial	room.Before	moving	on,	walk	down	to	the	south	side	of	the	room.	Stand	right	wherethe	electric	barrier	is	and	turn	around	so	that	you're	now	facing	thestaircase.	From	here,	venture	over	to	the	right	of	the	staircase	and	there	willbe	a	vent.
Pull	it	off	and	enter.	Inside	you'll	find	a	RIDDLER	TROPHY.The	door	at	the	north	end	is	blocked	by	something.	Instead,	look	up	and	grappleto	the	vents	above.	Use	this	as	a	platform.	Look	straight	up	at	the	ceilingfrom	here.	Another	vent	is	directly	above	you.	Pull	off	the	cover	with	theBatclaw	and	grapple	up	there.	In	here	is	an	Explosive	Gel	so	set	it
up	and	openthe	way,	but	be	sure	to	back	off.The	destroyed	wall	reveals	an	ARKHAM	CHRONICLE	to	scan,	as	well	as	a	vent.After	scanning,	go	through	the	vent	and	you	can	drop	down	to	a	new	room.Arkham	Mansion	-	Main	Hall--------------------------You	should	see	a	lot	of	thugs	in	here.	There	are	also	gargoyles,	leading	you	tobelieve	it's	predator	time.
Not	yet	unfortunately.	None	of	these	guys	are	armedanyway.	Feel	free	to	use	a	gargoyle	to	launch	into	a	Glide	Kick	to	start	thingsoff.	From	there,	the	rest	will	come	after	you.	This	should	be	the	biggest	fightyet.It	can	be	tough	too,	depending	on	how	comfortable	you've	gotten	with	the	combatat	this	point.	If	you're	good	at	countering,	that's	basically
all	you	reallyneed	at	the	core.	If	you	picked	up	most	of	the	combat	upgrades,	this	will	makethings	very	easy	too.	With	the	combo	upgrades	particularly,	the	ones	that	letyou	deploy	your	special	moves	faster,	you	can	end	this	fight	a	lot	faster.Since	there	are	a	lot	of	guys,	consider	Throw	if	you	can	aim	one	thug	at	theothers	like	a	hungry	bowling	ball	to	a
set	of	pins.	Combo	Takedown	is	also	goodfor	eliminating	one	or	two	or	more	thugs	from	the	fight	fast.	Other	than	that,just	string	together	a	good	combo	and	go	from	one	enemy	to	the	next,	lookingfor	counters	too.When	they've	all	bitten	the	dust,	we	can	explore	a	little.	There's	a	couplegoodies	to	find	in	this	room.[RIDDLE	ME	THIS:	"Who	is	the	main
man	in	the	main	hall?"]Stand	basically	near	the	south	entrance	and	look	to	your	right.	There	is	a	doorleading	to	another	room	to	the	east.	You	should	know	it's	right	if	you	see	adead	guard	leaning	up	against	the	door.	Well	if	you	turn	to	your	left	from	thatdoor	there	is	a	portrait	on	the	wall	between	two	glass	cases.	It's	of	theCommissioner.	Stand	close
and	scan	to	solve	the	riddle.Approach	the	north	end	and	take	a	glance	at	the	large	statue.	In	it's	base	is	avent	cover.	You	know	what	that	means.	Pry	it	off	with	the	Batclaw	and	get	inthere	to	uncover	a	RIDDLER	TROPHY.Go	up	the	stairs	on	the	left	side.	Just	past	a	desk	you	should	see	two	sets	ofJOKER	TEETH.	Take	them	out.	The	third	set	of	JOKER
TEETH	can	be	found	in	thevery	small	room	on	the	left,	which	you	can	get	into	by	taking	off	the	ventcover.	Get	it,	then	come	back	out.There	is	a	second	similar	room	but	on	the	right	(east)	side	of	the	room.	Thevent	for	this	one	is	on	the	north	side	though	so	go	around	and	you	should	findit.	Enter	in	here	and	take	the	INTERVIEW	TAPE	inside.	This	one
is	forScarecrow.	If	you	can	upgrade	now,	go	for	it.	Try	to	finish	off	the	combatupgrades	soon	if	there	are	still	more	left.Take	the	top	left	(west)	door	out	of	here.Arkham	Mansion	-	West	Wing	Corridor-----------------------------------In	here	you'll	find	one	of	Joker's	thugs	threatening	a	doctor	and	a	guard.Sneak	up	to	him	and	either	use	a	Silent	Takedown	or	pull
him	toward	you	withthe	Batclaw	and	beat	some	sense	into	him.You	get	a	scene.	The	thug	is	wearing	a	device	called	a	suicide	collar.	If	athug	wearing	one	of	these	is	incapacitated,	Joker	is	alerted	from	his	controlarea	and	can	coordinate	the	rest	of	his	men	in	that	area	to	search	around.	It'sa	significant	change	to	Predator	gameplay	from	here	on	out,
but	it's	not	goingto	put	much	of	a	damper	on	your	fun.In	any	case,	there's	nothing	in	this	room	so	just	go	straight	across	to	thenext	door.Arkham	Mansion	-	Arkham	Records	Room------------------------------------A	Predator	room	finally.	Take	a	scan	around	the	room	and	see	where	the	thugsare.	This	room	can	be	a	bit	tricky	because	it's	very	long	and	not	that
wide,plus	you	have	two	floors	with	walkways	and	the	large	cabinets	in	the	center.There	are	plenty	of	gargoyles	though	and	that's	all	you'll	need	at	first.You	have	several	options	and	ways	to	go	about	this	so	it's	really	up	to	you.Starting	things	off	with	a	Glide	Kick	can	work.	If	you	want	to	start	offstealthily	though,	the	closest	thug	should	be	on	your	left
on	the	walkway.Climb	up	and	go	for	a	Silent	Takedown.	You	can	even	do	a	Ledge	Takedown,	butthat	will	alert	the	others.You'll	notice	that	when	they	discover	bodies,	some	of	the	henchmen	will	pairoff.	This	makes	them	harder	targets,	because	unless	you	can	get	a	SilentTakedown	in	and	the	other	doesn't	see	you,	you	need	to	find	a	way	to
isolatethem.	Batarangs	can	help,	as	can	Explosive	Gel.	Now	there	are	no	Explosive	Geltraps	here,	but	if	you	bought	the	proximity	upgrade,	you	won't	need	one.	Youcan	just	plant	it	where	you	think	an	enemy	will	pass	and	it	will	go	off	whenthey	get	near	automatically.	Something	to	consider	if	all	the	enemies	aredistracted.Inverted	Takedowns	can	work
well	on	the	walkway	guys.	Just	try	to	pick	offisolated	enemies	so	you	won't	be	discovered.	There	are	also	grates	on	the	floorin	the	center	of	the	room	that	you	can	use	to	hide	and	spring	out	for	SilentTakedowns.You'll	notice	that	the	previous	room	was	just	a	preview	for	what's	to	come.	Allthese	guys	are	wearing	suicide	collars.	These	pretty	much
render	the	effect	ofSilent	Takedowns	useless,	in	the	sense	that	you	get	away	without	anyone	comingto	check.	Silent	Takedowns	will	still	buy	you	more	time	to	get	away	since	theydon't	make	any	noise,	but	the	thugs	will	still	discover	the	body	anyway.	Youcan	sometimes	take	advantage	of	this	though,	getting	in	position	to	prey	on	theone	straggler	who
is	last	to	join	the	rest.A	combination	of	Silent,	Inverted,	and	Ledge	Takedowns	will	probably	work	best.Feel	free	to	use	your	gadgets	too	though.When	you've	taken	them	all	out,	go	and	rescue	Cash	and	his	buddy	in	the	center.You'll	get	some	quick	dialogue	and	Batman	will	get	his	next	objective.	Beforemoving	on,	let's	explore	just	a	bit	first.Go	to	the
southern	part	of	the	room,	up	a	small	staircase.	There	should	be	anelectric	barrier	on	the	door.	If	you	look	up	on	the	wall	to	your	left	fromthere	though,	you	should	see	a	vent.	Use	the	Batclaw	and	enter.	You'll	come	toa	large	room	behind	some	iron	bars.	There's	nothing	on	the	walkway,	so	justdrop	down.	Turn	on	Detective	Mode	to	help	you	locate	an
INTERVIEW	TAPE	on	thelarge	table	down	here.	Get	it	and	retreat	from	this	room.Get	on	the	walkway	in	the	main	room	and	go	to	the	southwest	corner.	Thereshould	be	another	vent	on	the	south	wall	here.	Open	it	and	go	into	a	similarroom.	This	one	has	a	RIDDLER	TROPHY.	Grab	it	and	we're	ready	to	move	on.Now	go	up	the	north	staircase	from	the
center	of	the	room.	There	should	be	adoor	on	your	right.	Go	through	it.Arkham	Mansion	-	North	Corridor-------------------------------There's	no	way	to	go	forward	in	here	except	by	taking	the	short	stairs	on	yourright	to	a	vent.	Pull	the	cover	off	and	enter.	You'll	drop	into	an	open	cell.Exit	and	there	will	be	two	sets	of	JOKER	TEETH	out	here.[RIDDLE	ME
THIS:	"Did	Amadeus	go	mad,	or	was	he	just	dizzy?"]If	you	enter	the	cell	right	next	to	the	one	you	dropped	into,	you'll	find	a	fewodd	circular	markings	all	over.	Step	inside	and	scan	the	room.	Easy.Now	stand	at	the	bottom	of	the	small	staircase	in	this	room	and	look	up.Grapple	up	to	this	vent.	This	takes	you	out	on	top	of	the	previous	room.	If	yougo
south	and	then	hang	a	right,	you'll	find	a	RIDDLER	TROPHY.	There's	anothervent	to	the	southeast	up	here.	Go	inside	and	take	it	to	the	next	area.Arkham	Mansion	-	Dr.	Young's	Office-----------------------------------You	can	see	three	thugs	trying	to	break	down	the	doors	here.	Their	effortsprove	unsuccessful	however.	Drop	down	when	you're	ready	and	target
the	middleguy	(who	is	armed)	and	try	a	Silent	Takedown.	Since	the	other	foes	will	spotyou	as	you	attack,	the	Silent	Takedown	will	be	a	little	more	aggressive	butproduce	the	same	effect	nonetheless.	Enter	combat	with	the	other	two	now	anddispatch	them.Go	up	the	stairs	here	and	in	this	morgue-like	area,	take	a	look	around.[RIDDLE	ME	THIS:	"It'll
be	a	cold	day	in	Hell	when	this	Ghul	rises	again."]If	you	search	these	open	morgue	door	things,	you	can	see	one	body	sticking	out.There's	a	nametag	on	his	toe.	Zoom	in	to	see	the	name.	Ra's	Al	Ghul.	The	riddleis	solved,	and	you	get	a	Character	Bio	for	Ra's.The	south	door	here	is	locked.	Instead,	look	for	the	vent	on	the	north	wall	inthe	morgue-like
area	and	pry	it	off	with	the	Batclaw.	Grapple	up	there	and	onceinside,	you	get	a	quick	three-way	intersection.	Both	the	left	and	right	pathsare	dead	ends.	Just	go	straight	and	it	takes	you	to	another	vent	covereventually.	Kick	it	off	and	drop	into	the	office	for	a	quick	scene.After	that,	you	need	to	locate	Dr.	Young	but	having	a	trail	to	follow	will	makethat
task	easier.	In	the	scanning	mode,	look	about	the	room.	You	won't	findanything	on	the	floor.	If	you	can't	find	the	clue,	look	at	the	safe	and	it	willbe	there.	Scan	it	to	get	Dr.	Young's	fingerprint.[RIDDLE	ME	THIS:	"How	do	you	mask	your	feelings	without	losing	control?"]In	Dr.	Young's	office,	there	isn't	a	whole	lot	to	see	or	do.	You	might	catchglimpse	of
the	mask	that	is	hung	on	the	wall	however.	If	you	zoom	in	on	it	andget	a	full	view	of	the	mask,	you	can	scan	it	to	solve	this	riddle.	It	alsogives	you	the	Character	Bio	for	Black	Mask.	Grapple	out	of	here	now	since	thefront	door	is	still	locked.As	you	drop	down,	the	door	ahead	of	you	is	forced	open	by	Joker's	thugs.	Batmanwill	thank	them...	with	his	fists.
As	always,	pay	close	attention	to	thedagger-wielding	enemy.	Stun	him	when	he	attacks	or	just	go	after	him	outrightand	then	deal	with	the	others	in	the	mean	time.	By	now	you	should	definitelyhave	the	Combo	Takedown	move.	You	can	use	it	to	quickly	take	dagger-wieldingguys	out	of	the	picture.Proceed	through	the	now	open	doorway	and	into	a	small
room.	Look	for	an	easy	tomiss	INTERVIEW	TAPE	on	the	table	here.	Just	open	the	next	door	after	that	toreturn	to	a	previous	area.Arkham	Mansion	-	West	Wing	Corridor-----------------------------------At	the	bottom	of	the	staircase	will	be	one	of	Joker's	presents.	When	it	burstsopen,	there	will	be	three	sets	of	JOKER	TEETH	for	you	to	destroy.	There'snothing
else	to	do	now.	Turn	on	Detective	Mode	and	follow	Dr.	Young's	trail.	Itwill	take	you	back	to	another	old	room.Arkham	Mansion	-	Main	Hall--------------------------Two	henchmen	have	discovered	your	dirty	work	from	earlier.	They	are	no	threat,so	drop	in	on	them	and	wipe	them	out	when	you're	ready.If	you	pick	up	Dr.	Young's	fingerprint	trail,	it	will	lead	you
right	to	thesoutheastern	door.	Take	it	to	a	new	room.Arkham	Mansion	-	South	Corridor-------------------------------As	you	follow	the	trail	down	this	hallway,	look	for	three	sets	of	JOKER	TEETHto	destroy.[RIDDLE	ME	THIS:	"What	does	a	bird	need	in	the	rain?"]Less	than	halfway	down	this	hallway,	if	you	turn	left	(east)	there	should	be	aglass	display	case	up
against	the	wall.	Inside	will	be	a	top	hat	and	umbrellas.Hmm,	who	could	these	belong	to?	Scan	it	and	you'll	get	a	solved	riddle	and	aCharacter	Bio	for	Penguin.Proceed	just	a	little	further	and	while	in	Detective	Mode,	look	for	thequestion	mark	on	your	right.[RIDDLE	ME	THIS:	"This	fiendish	puzzle	literally	appears	out	of	thin	air."]The	top	part	is	on
your	right.	The	bottom	part	is	well,	a	little	more	cleverlyhidden.	If	you	look	up	near	the	ceiling	on	the	left	side,	there	should	be	somevents	you	can	grapple	onto	as	platforms.	Stand	up	here	and	you	should	see	thebottom	part	at	your	feet.	Align	them	and	scan.Stay	on	top	of	this	platform	with	the	bottom	part	of	the	question	mark	though.Turn	around	and
Detective	Mode	reveals	the	wall	here	is	destructible.	Use	yourExplosive	Gel	and	blow	it	open.	Inside	is	an	ARKHAM	CHRONICLE.	Drop	down	now.Proceed	to	the	corner,	where	you	can	see	some	thugs	are	waiting	in	the	adjacenthall.Follow	the	tutorial	to	take	cover	at	the	corner.	You	can	throw	your	Batarangfrom	here.	Do	that	to	take	out	the	armed
thug.	Spring	out	from	cover	andassault	his	friend	fast	so	that	you	can	perform	a	Ground	Takedown	on	the	firstguy.	Finish	off	the	other	in	the	same	fashion.After	that's	done,	turn	away	from	the	next	door	and	face	the	oppositedirection.	Turn	on	Detective	Mode	if	you	can't	see	it.	There	is	a	vent	on	thewest	wall,	right	in	the	southwest	corner.	Pull	off	the
cover	and	grapple	upinside.	A	RIDDLER	TROPHY	awaits	you.Now	open	the	next	door.Arkham	Mansion	-	Library------------------------Approach	the	enemies	and	a	lot	more	will	just	seemingly	spring	out	of	nowhere.This	group	is	a	bit	more	formidable	since	it	sports	two	dagger	guys.	Build	upa	combo	and	try	to	use	your	Combo	Takedown	move	to	remove
them	from	the	fightquick.	If	you're	becoming	a	lot	better	at	the	combat	though,	go	ahead	and	makea	good	combo,	alternating	between	Strikes,	Counters,	and	Stuns.Once	they're	all	down,	go	through	the	east	door.	Destroy	the	set	of	JOKER	TEETHhere	and	go	down	the	stairs.	Find	a	second	set	of	JOKER	TEETH	along	the	way,with	a	third	set	of	JOKER
TEETH	at	the	bottom	of	the	stairs.Enter	the	doorway	and	an	electric	barrier	cuts	you	off	from	the	hostages.	Jokerthreatens	to	gas	the	room	in	two	minutes.	It's	a	race	against	the	clock,	hurry!Go	back	up	the	stairs	and	into	the	first	room.The	only	way	to	go	is	up.	Grapple	up	to	the	next	balcony,	and	from	there	to	thenext.	Keep	going	until	you	get	to	the
second	to	last	balcony.	A	chandelier	atthe	top	prevents	you	from	reaching	the	highest	one.	A	chandelier	huh...Instead,	look	for	a	low	vent	on	the	wall	up	here	on	the	second	highest	balcony.Open	it	and	slip	inside.	The	vent	takes	you	to	a	small	corridor.	Climb	up	intoanother	vent	on	the	left.	In	this	small	room,	find	a	ledge	to	grapple	up	to.Enter	yet
another	vent	now	and	it	will	take	you	to	the	top	balcony.Well	here	you	are.	The	chandelier	is	here	and	now...	what	to	do?	Think	fast,time	is	almost	up!	If	you	look	at	the	chandelier	in	Detective	Mode,	you	mightbe	able	to	figure	it	out.	If	not,	just	do	this.	Aim	a	Batarang	at	the	rope	thatholds	the	chandelier.	Cut	it	down	and	it	will	break	open	the	glass
floor	atthe	bottom.Without	a	second	to	lose,	drop	all	the	way	down	there	and	disarm	the	trap	for	ascene.	After	that,	you	need	to	find	Dr.	Young's	notes	which	are	in	this	room.Try	to	pick	up	her	fingerprint	trail	again.	It	inevitably	leads	you	to	a	bookjutting	out	from	the	bookcase	at	the	bottom	level	here,	right	next	to	thehostages.	Search	here	with	X	and
you'll	get	a	quick	scene.	The	task	is	done.A	new	problem	arises	and	Joker	will	tell	you	all	about	it.	Before	leaving,	wehave	a	few	things	to	find	in	this	room.	Start	by	climbing	out	of	the	lowestfloor	up	to	the	one	where	the	chandelier	through.	Look	on	the	south	wall	for	avent	cover.	Pry	it	off	and	enter.	Go	straight	to	find	a	RIDDLER	TROPHY.Next,	zip	up
to	the	highest	balcony	again,	where	the	chandelier	used	to	be.Look	for	another	vent	here.	Not	the	one	you	opened	already	to	get	here.	Therewill	be	another	one	nearby	that	isn't	opened.	Open	it	up	and	find	anotherRIDDLER	TROPHY	inside.	That's	all	for	now.	Drop	back	down	and	leave	this	room.As	you	leave	the	room,	you'll	hear	a	strange	sound.
Batman	will	begin	coughing.Uh-oh...Arkham	Mansion	-	Wayne	Manor	(?)--------------------------------Go	down	and	turn	right	at	the	corner.	Immediately	you	can	just	sense	thatsomething	is	off.	With	caution,	proceed	down	this	corridor	and	the	farther	yougo,	the	more	things	start	to	change.	Keep	going	and	keep	walking,	even	asthings	begin	to	twist	before
your	very	eyes.	Just	keep	on	moving,	even	when	itseems	like	what	you're	seeing	is	too	real.	Even	when	the	greatest	of	fearspresent	themselves.	No	matter	what,	just	keep	moving	forward	(if	you	can'ttell,	I	was	being	a	bit	thematic	here).And	the	end,	it	seems	the	twisted	phenomena	end.	Open	the	door	though	and	youwill	discover	that	the	nightmare
has	only	just	begun.This	twisted	landscape	can	only	be	the	work	of	one	person.	Jump	the	gap,	thentake	the	stairs	on	your	right.	Step	forward	and	he	will	appear.[BOSS	FIGHT	-	SCARECROW]This	sequence	will	be	similar	to	the	last	but	there	will	be	one	chiefdifference.	Scarecrow	will	no	longer	rotate	in	a	full	circle.	Instead,	he	willsimply	shift	his	gaze
back	and	forth	between	two	points	slowly.	This	means	youhave	to	time	your	movements	better.Wait	for	him	to	move	away	and	then	jump	the	gap	to	the	right.	You	should	havetime	to	run	past	the	lower	cover	and	just	hide	behind	the	statue	instead.	Thereis	no	cover	to	be	seen	from	here	though.	If	you	look	up	above	however,	there	isa	crate	that	can	be
used.	Select	your	Batclaw	and	target	it.	Pull	it	down	andthen	when	it's	safe	to	move,	run	over	and	hide	there.	From	here,	repeat	theprocess	and	pull	down	another	crate.	Wait	for	Scarecrow's	gaze	to	move	to	theleft	before	running	here.	Wait	again	to	climb	the	following	ledge.Take	this	path	down	some	stairs	to	a	fight	with	skeletons.	Just	stand	at
thefar	end	and	wait	for	them	to	come	to	you.	You	can	see	at	that	end	where	theyappear,	the	light	of	Scarecrow's	sight.	If	you	step	in	there,	he'll	see	you.	Soit's	better	to	stay	back,	this	way	the	constant	movements	of	Freeflow	Combatdon't	accidentally	carry	you	into	a	fast	demise.Wait	for	them	and	they	won't	fight	you	any	differently	than	thugs.
Strike,Counter	and	so	on.	They're	pretty	weak	actually	so	it	should	be	no	problem.Wait	for	Scarecrow	to	move,	then	proceed.Climb	up	the	wall	and	wait	here.	When	his	gaze	comes	all	the	way	to	the	lefttoward	you,	wait.	As	soon	as	he	moves,	make	a	run	for	it.	Jump	the	gap	andshimmy	around	here.	Either	just	hang	on	the	ledge	or	try	to	climb	up
quicklyand	take	cover	on	the	other	side.	Wait,	then	jump	the	gap.	Climb	up	the	ledgeshere	to	the	top.Wait	here	until	his	gaze	goes	past	you	and	to	the	left.	After	that,	jump	thisgap	and	climb	up	to	shimmy.	You	need	enough	time	to	shimmy	around	the	cornerand	if	you	moved	right	after	his	gaze	passed	over	you,	you	should	be	fine.Hang	on	the	ledge
that	has	Batman's	back	to	the	camera	and	wait	for	him	to	passby	again.	Wait	patiently	for	him	to	go	back	to	the	left	before	shimmying	allthe	way	around	and	dropping	down.	Proceed	quickly	up	the	next	path	for	anotherfight	with	the	bone	crew.After	defeating	them,	climb	up	the	following	wall.	Grapple	up	to	a	high	ledge,then	jump	to	ledge	that	you
need	to	shimmy	on.	Pull	yourself	up	when	it's	clearand	look	at	what's	ahead.	Besides	dodging	Scarecrow's	vision,	you	also	have	toworry	about	the	pendulum.	It's	best	to	move	when	Scarecrow	is	looking	towardyou	and	then	moves	the	other	way.	Jump	to	the	next	platform,	then	wait	a	secondif	you	need	to	(you'll	have	the	time)	for	the	pendulum	to
move,	then	jumpagain.Wait	on	this	next	platform	and	hide.	When	Scarecrow's	gaze	soars	over	you,climb	up	and	run	all	the	way	down	this	platform	to	the	bottom	and	hide	behindthe	short	wall	here.	Just	wait	for	his	gaze	to	pass	back	over	you,	going	left.Once	you're	clear,	run	to	the	right,	hop	the	small	barrier,	climb	up,	and	jumpthe	gap	to	reach	the
bat	signal.	If	you	get	a	little	caught	up,	hide	beforeclimbing	up.	Get	to	the	signal	and	put	an	end	to	the	nightmare.	Chapter	10	--------------------------	A	CUT	ABOVEo----------------------o|Riddles:	2	||Riddler	Trophies:	1	||Interview	Tapes:	0	||Joker	Teeth:	3	||Chronicles:	1	|o------------[aa10]----oArkham	Mansion	-	Main	Hall--------------------------Somehow	you're	up	in	the
bell	tower	of	the	mansion.	No	clue	how	that	happened,but	I	guess	Batman	was	tripping	worse	than	he	thought.	With	Zsasz	on	the	looseand	Dr.	Young	in	danger,	we've	got	to	get	moving.To	get	out	of	here,	cut	the	rope	on	the	bell	with	a	Batarang.	This	will	causequite	a	ruckus,	but	it'll	be	your	ticket	out	of	here.	Drop	down	and	it	will	bea	long	way	to	the



bottom.	If	you	can,	try	to	land	on	the	balcony	just	beforeyou	enter	the	room	below.	If	you	miss	it,	you	can	just	as	easily	grapple	up	toit	from	the	bottom.	Up	here	will	be	an	ARKHAM	CHRONICLE.The	bell	destroyed	one	of	the	electric	barrier	doorways,	so	you	can	now	enterthe	east	door	here.	Do	so	and	it	will	take	you	to...Arkham	Mansion	-	East	Wing
Corridor-----------------------------------As	you	proceed	in,	you'll	be	greeted	by	a	new	type	of	foe.	This	stunbaton-wielding	enemy	is	a	little	different	than	what	you're	used	to.	Like	thedagger-guys,	he	can't	be	attacked	or	countered.	If	you	even	try	to	attack	himhead	on,	you'll	take	damage	actually	so	don't	do	it.	The	key	to	hurting	him	isto	use	Redirect	(double
tap	X)	and	get	over	him	to	attack	him	from	behind.Three	strikes	and	he's	out.[RIDDLE	ME	THIS:	"A	game	of	Cat	and	mouse	can	be	painful."]If	you	turn	around	from	where	you	encountered	the	enemy,	there	is	another	oneof	those	glass	display	cases	on	the	south	wall.	It's	just	in	a	little	and	tothe	right	from	where	you	entered.	Zoom	in	on	the	contents
and	you'll	see	a	maskand	clawed	gloves.	Scan	for	the	riddle	solution	and	a	Character	Bio	on	SelenaKyle,	aka	Catwoman.Approach	the	door	but	don't	use	it.	Turn	right	and	enter	the	restroom	area.Turn	left	and	enter	the	men's	room	first.	You'll	see	a	thug	standing	over	aguard'sbody.	Take	him	out	silently.	That's	all.	Leave	and	take	the	north	door
now.Arkham	Mansion	-	Warden's	Office--------------------------------As	you	enter,	you'll	see	Zsasz	dragging	Dr.	Young	off	with	a	knife	restingunder	her	chin.	He	pulls	her	into	the	Warden's	room	and	threatens	to	kill	herif	Batman	shows	himself.	He	will	too	so	don't	step	out	into	view	of	thedoorway.	Instead,	crouch	and	take	cover	beside	it.	Watch	Zsasz	closely
and	waitfor	him	to	poke	his	head	out.	Aim	for	him	with	your	Batarang	and	fire	at	thismoment	to	stop	him.	If	you	wait	too	long--about	a	minute--he'll	kill	her.Watch	the	scene	that	ensues.	Afterwards,	you'll	be	attacked	by	four	thugs.	Oneof	these	guys	has	a	stun	baton	so	be	cautious.	Go	with	the	new	tactics	youlearned.	Try	to	build	a	combo	and	you	can
also	use	Combo	Takedown	to	take	himout	of	the	picture.	Defeat	the	others	and	then	Batman	will	talk	to	Oracle.	He'sjust	as	tired	as	you	are	of	those	electric	gates	and	aims	to	get	something	tohelp	him...	oh	and	save	the	Warden	from	Harley	Quinn.Start	by	entering	Detective	Mode	and	looking	about	for	something	that	willcreate	a	forensic	trail	leading
to	the	Warden.	The	staff	has	some	of	his	bloodon	it.	Scan	it	and	you'll	get	a	trail.Before	following,	look	on	the	south	side	of	room	and	take	a	Riddler	SECRETS	MAPoff	the	table.	Schwing!	There	happens	to	be	a	few	in	here,	including	one	veryclose	to	you.[RIDDLE	ME	THIS:	"Isn't	the	Warden	too	old	for	a	puppet	show?"]To	the	right	of	where	the	Secrets
Map	was,	right	near	the	railing	on	the	southwall	is	another	display	case.	This	one	contains	the	infamous	puppet	known	asScarface.	No,	not	Tony	Montana	Scarface.	The	one	used	by	The	Ventriloquist.Leave	the	Warden's	area	(not	the	room	entirely)	and	turn	right.	In	a	smalloffice	at	the	north	end,	a	RIDDLER	TROPHY	can	be	found	on	the	desk.	This
onegets	you	the	Challenge	Room,	Record	Breaker.Start	making	your	way	back	to	the	door	but	stop	in	the	first	room.	Look	up	atthe	ceiling	and	you'll	notice	there's	a	room	above	you.	Grapple	up	to	thebalcony	from	here.	There's	nothing	in	this	first	room,	so	go	north	into	thenext	one.	Find	two	sets	of	JOKER	TEETH	at	the	north	end.	The	third	set	of
JOKERTEETH	is	hidden	amongst	the	cabinets	near	the	west	wall.	Return	and	drop	downnow.	Open	the	door	to	go	back	to...	Chapter	11	--------------------------	BEHIND	CLOSED	DOORSo----------------------o|Riddles:	6	||Riddler	Trophies:	11	||Interview	Tapes:	5	||Joker	Teeth:	25	||Chronicles:	1	|o------------[aa11]----oArkham	Mansion	-	East	Wing	Corridor---------------
--------------------Your	map	combined	with	the	Riddler's	Secrets	Map	shows	there's	one	lastchallenge	in	this	room.	You	can't	get	it	now	though.Instead,	proceed	toward	the	door	and	a	Joker	gift	box	explodes	to	release	threemore	sets	of	JOKER	TEETH.	If	you	got	all	the	others	up	to	this	point,	you'llcomplete	the	Riddler	Challenge	for	Arkham
Mansion.Arkham	Mansion	-	Main	Hall--------------------------Following	the	forensic	trail,	you	come	back	to	this	room.	Only	once	again,	youare	not	alone.	The	thugs	in	here	are	armed	though.	They	don't	move	at	all	andthey've	all	got	pretty	good	views	of	each	other,	making	Silent	Takedowns	sortof	tough.	You	might	be	better	off	just	using	the	gargoyles	to
stay	above	them,then	dropping	down	behind	the	third	guy	and	just	leaving,	ignoring	them	alltogether.	If	you	attack	them,	they'll	all	gather	near	the	door	too.Here's	a	way	to	do	it	if	you	have	at	least	the	double	Batarang	upgrade.	Swingto	the	south	and	jump	to	the	platform	above	the	last	thug.	Crouch	at	the	edgeand	hit	X	to	hang.	Hit	circle	to	drop
down.	You'll	be	standing	behind	the	thug.Use	your	double	Batarang	and	keep	trying	to	get	the	targeting	so	that	you	hitthe	two	thugs	that	are	farther	away.	It's	hard	to	do	because	it	always	wantsto	target	the	guy	right	in	front	of	you.	Keep	adjusting	until	you	have	them	inyour	sights.	The	upgrade	that	makes	bad	guys	stay	down	longer	from
Batarangshelps	here	but	isn't	necessary.	Throw	them	to	knock	the	two	down.	Now	performa	quick	Silent	Takedown	(or	melee	Takedown)	on	the	guy	right	in	front	of	you.Quickly	take	to	the	air	and	flee.If	you're	fast	enough,	you	should	hopefully	get	out	of	there	unscathed.	If	theyspot	you	before	you	escape,	don't	worry.	Just	go	from	gargoyle	to
gargoyle	andlose	them.	The	other	two	will	likely	cover	the	exit.	If	you	return	to	thatplatform,	you	can	drop	down	behind	them,	target	them	with	another	doubleBatarang	and	perform	Ground	Takedowns	on	them	both.Exit	through	the	south	door	now.Arkham	Mansion	-	Mansion	Entrance	Hall--------------------------------------Just	keep	going	and	follow	the	trail
all	the	way	out	the	door.Arkham	Island	-	Arkham	East---------------------------Follow	the	trail	away	from	the	mansion.	It	will	go	pretty	straight	toward	theabandoned	tunnel,	leading	back	toward	Arkham	West.Arkham	Island	-	Abandoned	Tunnel--------------------------------Use	your	grapple	to	get	over	the	wall	and	then	proceed	further	in.	You'll	haveto	grapple	again
to	get	over	a	locked	iron	bar	door.	Stand	at	the	top	thoughand	survey	the	next	stretch.	A	group	of	henchmen	will	have	a	charming	littlediscussion.	Two	of	them	are	armed.	You	can	isolate	the	others	by	using	a	multiBatarang	on	them.	You	can	also	Glide	Kick	one	of	them	and	then	melee	the	otherreal	fast.The	others	will	take	a	few	moments	to	dispatch
but	it'll	just	be	standard	hitsand	counters.	No	other	special	enemies	are	in	this	group	so	it	shouldn't	betoo	much	of	a	problem.	Just	watch	out	for	any	other	thugs	trying	to	pick	upthose	dropped	guns.From	where	you	fought	them,	look	on	your	right	for	an	opening	that	you	cangrapple	up	to.	In	here	will	be	a	destructible	floor,	revealed	on	DetectiveMode.
Plant	your	Explosive	Gel	and	blow	it	open.	Drop	down	to	grab	a	RIDDLERTROPHY.	It	gets	you	the	Character	Trophy	for	Scarface.	Return	and	proceed	westthrough	the	gate.Arkham	Island	-	Arkham	West---------------------------The	trail	takes	you	northwest.	Detective	Mode	reveals	a	large	group	of	unarmedthugs	in	front	of	the	Penitentiary	building	and	a
sniper	on	the	tower	just	alittle	ways	before	that.	Target	the	sniper	first.	Get	underneath	the	tower	andthen	grapple	up	to	the	ledge	below	him	and	do	a	Ledge	Takedown.	Climb	into	thetower	to	grab	two	sets	of	JOKER	TEETH.Make	your	way	over	to	the	large	group	now	for	some	Freeflow	fun.	You	can	justrun	up	to	them	to	start	things	off	you	can	try
something	a	bit	more	fun	andinstead	grapple	up	to	the	ledge	above	them.	Stand	about	in	the	middle	and	climbover	the	railing	and	you	should	land	on	one	of	the	thugs.One	of	them	wields	a	stun	baton	so	you	should	know	how	to	handle	things	in	thiscase.	Building	up	a	combo	to	do	a	Combo	Takedown	helps	eliminate	that	threat	ifnecessary.	The	rest
should	provide	little	challenge.If	you	are	due	for	an	upgrade	go	for	it.	Start	getting	new	Batarangs	orupgrading	older	gadgets	if	you	haven't	already.	Armor	V2	wouldn't	be	a	badchoice	at	this	point	either,	especially	if	this	is	your	first	time	playing.Approach	the	door	to	the	Penitentiary	but	don't	enter.	Instead,	look	to	theright	wall.	Pry	off	the	vent	grate
here	with	your	Batclaw.	Claim	the	RIDDLERTROPHY	inside.Enter	the	Penitentiary	now.Penitentiary	-	Cells	Access---------------------------Walk	forward	a	bit	and	grab	the	INTERVIEW	TAPE	off	the	desk	on	the	right.	Thisone	is	of	Zsasz.	Ahead	of	you	are	three	thugs,	one	armed.	You	can	go	for	thenot-so-Silent	Takedown	on	the	armed	guy,	then	fend	off	the
other	two,	or	youcan	deploy	multi	Batarangs.Turn	on	Detective	Mode	and	follow	the	trail	to	the	left.	It	passes	through	anow	locked	gate	so	instead,	go	left	and	around	this	gate.	You'll	find	a	corpselaying	near	three	sets	of	JOKER	TEETH.	The	door	is	on	your	left,	go	forward	andaround	the	corner	is	a	path	leading	to	the	restrooms.	Go	into	the	men's
roomfirst	and	find	a	RIDDLER	TROPHY	in	one	of	the	stalls.[RIDDLE	ME	THIS:	"How	do	you	reflect	on	your	successes	and	failures,	Batman?"]The	key	word	is	reflect	here.	Try	to	figure	it	out	on	your	own	if	you	can;	it'spretty	easy.	If	not,	go	into	the	ladies	room.	On	the	back	wall	is	a	mirror.Stand	in	front	of	it	and	zoom	in	on	your	image.	Scan	to	solve
it.Go	to	that	earlier	door	now.	Let	the	camera	scan	you	and	then	proceed	in	whenit	opens.Penitentiary	-	Main	Cell	Block------------------------------The	hallway	opens	up	to	a	room	with	a	bunch	of	crazy	inmates	trapped	in	cells.The	forensic	trail	will	take	you	all	around	this	room	for	a	nice,	unsettlingtour.	You	can	just	ignore	it	and	go	to	where	it	leads,	the	only
path	you	cantake	out	of	here	which	is	to	the	south.There's	an	Explosive	Gel	wall	on	your	left	as	you	leave.	Go	ahead	and	blow	itup	and	it	will	reveal	a	RIDDLER	TROPHY,	as	well	as	a	long	corridor	filled	withwater.	The	water	is	electrified	and	the	security	box	controlling	theelectricity	is	on	the	far	side	of	the	room.	Even	if	you	upgrade	the
sequencer'srange,	you	still	can't	reach	it	from	here,	so	for	now,	traversing	this	corridorwill	be	impossible.	Come	back	later.	For	now,	proceed	through	the	next	door.Penitentiary	-	The	Green	Mile-----------------------------Walk	forward	for	a	quick	scene	with	a	character	who	will	become	more	importantlater.	Ignore	her	and	go	around	the	large	cell	toward	the
door.	You	may	alsonotice	there	are	a	lot	of	other	inmates	on	the	left	and	right.Penitentiary	-	Security	Control	Room------------------------------------Follow	the	trail	in	and	around	the	structure	in	the	middle.	The	trail	leadsaround	and	up	the	stairs	here.[RIDDLE	ME	THIS:	"A	case	of	mistaken	identity?"]This	can	be	a	lot	clearer	after	you	take	care	of	your
business	in	this	room,but	if	you	look	to	the	north	wall,	you'll	see	something	odd.	Someone	will	betrapped	behind	a	see-through	wall	here.	You	can	try	talking	to	them	but	they'lljust	say	the	same	things	after	a	while.	After	you're	done	in	this	room,	theperson	may	be	the	Warden,	only,	it's	not	actually	him.	Scan	this	person	to	getthe	real	scoop	and	the
solution	to	the	riddle.	It's	Clayface,	and	you	get	hisCharacter	Bio.Follow	the	trail	up	to	the	room	and	approach	the	Warden.	A	scene	starts.	Afterthat,	cut	the	Warden	loose.	He'll	give	Batman	the	(cue	Zelda	music...)Cryptographic	Sequencer!	The...	what?	This	is	the	nifty	gadget	that	willfinally	let	you	bypass	just	about	all	of	those	electric	security	gates.
Bytargeting	the	control	boxes,	you	can	use	the	sequencer	with	the	left	and	rightanalog	sticks	to	find	the	right	frequency	to	overload	it.	We	need	to	do	thatnow	to	get	out	of	here.The	box	is	just	outside	the	room.	Select	the	sequencer	and	target	it.	Using	it,adjust	the	sticks	until	you	see	the	screen	turn	brighter	green.	When	it	does,you're	getting	warmer.
If	you	have	a	DualShock	3	controller,	it	will	vibratemore	intensely	when	a	stick	is	in	the	right	position	(that	sounded	dirty...)If	you	haven't	done	so	already,	talk	to	Clayface.	He	should	be	the	Warden	bynow.	He'll	change	into	Gordon	next.	Go	up	the	stairs	beside	his	cell	and	lookfor	the	second	cell	up	here.	Plant	Explosive	Gel	and	bust	it	open	to	claim
aRIDDLER	TROPHY.Go	back	toward	the	exit	but	take	the	stairs	beside	it	first.	You'll	pass	bya	strange	inmate;	not	too	sure	what	his	deal	is.	In	the	next	cell	over	is	aRIDDLER	TROPHY.	To	raise	the	gate	and	take	it	though,	you	need	to	use	theCryptographic	Sequencer	again.	Getting	this	one	unlocks	the	Intensive	Treatment(Extreme)	Challenge
Room.Penitentiary	-	The	Green	Mile-----------------------------Poison	Ivy	may	be	free	now,	but	she's	not	in	here	anymore.	Go	around	her	celland	face	the	west	wall.	The	cells	are	open	and	in	the	one	third	from	the	right,there	is	another	RIDDLER	TROPHY.As	you	move	toward	the	exit,	there	will	be	a	sudden	cry.	One	of	those	crazedinmates	will	jump	out	and
charge	you.	Just	as	he	nears,	there	will	be	a	counterprompt	will	appear.	Hit	Triangle	to	throw	him	down.	This	stuns	him,	so	followup	with	a	Ground	Takedown.	If	he	grabs	you,	tap	X	repeatedly	to	shake	him	off,then	finish	him.	Expect	to	see	a	lot	more	of	these	guys.Penitentiary	-	Main	Cell	Block------------------------------Harley	appears	and	activates	an
electric	floor	below.	Before	you	get	trapped,grapple	up	to	a	platform	above	you.	Hoist	yourself	up	and	prepare	for	a	fight.At	least	one	guy	will	scramble	for	a	gun	in	the	corner	rather	quickly.	Go	forhim	fast,	running	past	and	ignoring	the	others.	Another	may	go	for	the	othercorner	which	also	has	a	cabinet	with	a	gun	inside.	While	in	the	midst	of
yourcombo,	you	can	fling	a	Batarang	at	him	to	stop	him.	Fend	off	the	others	andfinish	them	off	when	you	can.A	bigger	group	attacks.	Again,	some	of	them	will	scramble	for	the	guns,	so	tryto	incorporate	the	Left	Analog	Stick	more	into	your	combos	to	target	theseguys.	They	can	take	a	lot	of	hits	so	keep	countering	when	necessary	and	useyour	special
moves.After	that,	walk	from	this	platform	north	to	a	wide	room.	There	are	three	setsof	JOKER	TEETH	on	your	left.	Destroy	them,	then	walk	into	this	corner	room	andlook	for	an	INTERVIEW	TAPE	on	the	desk	on	your	right.	Next,	use	yourCryptographic	Sequencer	on	the	security	box	here.	This	disables	the	electricfloor.[RIDDLE	ME	THIS:	"Two	people,
one	voice,	no	gun?"]This	one	isn't	too	tough	to	figure	out,	because	the	solution	does	stand	out	abit.	Up	here,	on	the	north	wall,	there	is	a	display	case	with	a	tommy	guninside.	It's	right	under	the	"Mors	Certa,	Hora	Incerta"	sign	on	the	wall	(whichIm	told	translated	from	Latin	means	"Death	is	certain,	but	its	hour	is	not."Scan	the	gun	to	solve	the	riddle
and	earn	a	Character	Bio	for	TheVentriloquist.Drop	down	to	the	first	floor	now	and	go	through	the	west	door.	One	of	thelunatics	will	attack	you	again.	Wait	for	it	and	counter	like	you	did	earlier(hopefully).	There's	another	on	the	south	side	of	the	room	so	be	ready.	Alsosearch	the	third	cell	from	the	left	on	the	south	wall	and	take	the	RIDDLERTROPHY.
[RIDDLE	ME	THIS:	"This	room	is	the	end	of	days	for	even	the	most	celebratedkiller."]There's	two	clues	in	this	one	sort	of.	To	solve	this	one,	inspect	the	firstcell	on	your	right	as	you	entered	this	room	from	the	electric	floor	area.Stand	at	the	doorway	and	scan	this	room	with	all	the	dates	posted	inside.You'll	get	a	Character	Bio	for	the	Calendar	Man
after	solving	this	riddle.Go	up	the	stairs	in	the	southwest	corner	and	through	the	security	door.Penitentiary	-	Guard	Room-------------------------The	only	way	to	go	is	forward	so	just	do	that	and	move	straight	through	thedoor	to	the	next	room.Inside,	Harley	has	laid	a	trap.	Two	guards	hang	over	electrified	water.	Cuttingthem	loose	will	kill	them	in	this	case.
If	you	turn	on	Detective	Mode,	you	cansee	there's	a	few	security	boxes	around.	Target	the	one	next	to	Harley's	windowand	disable	it.	This	doesn't	do	anything	yet	except	turn	on	a	timer	that	willrelease	Joker's	toxin.If	you	look	in	Detective	Mode,	you	can	trace	the	cables	from	the	electrifiedpools	to	their	sources.	What	you	may	not	have	noticed	is	that
Harley	turns	thefirst	box	back	on	again.	You'll	probably	need	to	crack	it	again.	Do	so	to	shutoff	the	electricity	running	to	the	first	trap	pool.	Feel	free	to	cut	down	theguard	now.The	electricity	also	runs	to	the	pool	on	the	left.	Before	Harley	turns	it	onagain,	you	can	step	in	the	water	quickly	and	use	the	sequencer	to	crack	thebox	here.	If	you	can't	crack
it	fast	enough	and	Harley	starts	counting	down,cancel	your	operation	and	get	out	of	there.	You'll	have	to	crack	the	first	oneagain.Once	you	crack	the	second	box	in	the	water,	cut	down	the	second	guard.	Afterthis,	you	have	a	set	30	seconds	to	get	out	of	this	room.	Get	to	the	door	anduse	the	sequencer	on	the	box	here.	Crack	it	open	fast	and	you'll
escape	safely.It's	one	of	the	ones	that	requires	you	to	be	a	bit	more	precise	so	try	to	payattention	to	both	the	screen	and	the	rumble	(if	you	have	a	DS3	that	is).Run	out	of	there	with	the	guards	and	the	door	will	be	permanently	locked	fornow.	Harley	taunts	you	to	come	find	her.	First,	destroy	the	three	sets	of	JOKERTEETH	out	here.Next,	turn	right	and
pass	through	the	deactivated	electric	barrier	gate.	Lookfor	a	vent	on	the	wall	to	your	immediate	left.	Use	the	Batclaw	and	then	grappleup	to	it.	Take	the	vent	all	the	way	into	the	previous	area,	Main	Cell	Block,	tofind	a	RIDDLER	TROPHY.	Go	back	now	and	drop	out	of	the	vent.	Go	around	thecorner	to	get	into	the	south	room.	The	two	guards	are	in
here	now.	On	your	leftwill	be	an	INTERVIEW	TAPE,	another	for	Zsasz.	Leave	this	room	now	and	go	backto...Penitentiary	-	Main	Cell	Block------------------------------There's	another	loose	inmate	here	so	watch	out.	Counter	and	take	him	down.Approach	the	east	corridor	and	destroy	the	three	sets	of	JOKER	TEETH	here.Continue	on	into	the	main	room.Go
straight	across	and	take	out	three	more	JOKER	TEETH	as	you	wait	for	theelectric	barrier	to	drop.	Enter	this	door	now.Penitentiary	-	Controlled	Access--------------------------------Proceed	forward.	You	can	hear	one	of	those	crazed	inmates,	but	don't	worry,they	won't	jump	out	from	one	of	these	cells	on	your	left	and	right.	Go	up	thestairs.[RIDDLE	ME	THIS:
"What	has	four	walls,	two	sides,	and	one	ex-DA?"]You	can	probably	tell	who	this	is	about	if	you're	somewhat	of	a	Batman	fan.	Inthe	first	cell	on	your	right	after	going	up	the	short	stairs,	there	is	aposter.	It	says	"VOTE	DENT".	Zoom	in	on	it	and	scan	to	solve	the	riddle.	You'llalso	get	a	Character	Bio	for--that's	right--Two	Face.Walk	to	the	west	end	of	this
room.	There	doesn't	seem	to	be	a	way	to	move	on.If	you	look	up	though,	there	is	a	vent.	Pull	it	down	and	be	ready.	One	of	theinmates	drops	down	and	attacks.	Counter	him	and	then	take	him	down.	Now,grapple	up	there.	Be	sure	to	first,	take	the	INTERVIEW	TAPE	off	the	deskimmediately	after	you	climb	up.Use	your	sequencer	on	the	box	here	too.	It'll
lower	the	electric	barrier	below.Don't	drop	down	just	yet	though.	Go	out	onto	the	walkway,	going	west.	As	youreach	the	end,	approach	the	inmate	to	lure	him	into	attacking.	Do	away	withhim.	There's	nothing	at	the	end	of	that	walkway	so	don't	bother.	Instead,approach	the	north	wall	here.	There	are	three	walls	that	can	be	blown	up	withExplosive	Gel,
allowing	you	to	get	into	the	cells	below.	The	middle	one	andright	one	are	empty	though,	but	feel	free	to	blow	up	the	walls	anyway	just	forfun.	Drop	into	the	left	cell	and	take	the	RIDDLER	TROPHY.	Climb	back	out	andtake	the	stairs	down	to	the	door.Penitentiary	-	Extreme	Incarceration------------------------------------Walk	forward	and	Harley	unleashes	a
bunch	of	thugs	on	you.	She	doesn't	want	toget	her	own	hands	dirty.	Sound	like	someone	else?Anyway,	take	notice	what	the	floor	looks	like	here.	As	you	start	battling	thethugs,	the	floor	eventually	becomes	electrified.	They'll	scramble	off	and	climbup	to	one	of	the	upper	tiers	and	you	should	follow.	These	areas	can	beelectrified	too	though,	so	you'll	be
moving	a	lot.The	thugs	flee	to	the	closest	safe	area,	so	if	you	stand	in	the	middle,	they'llprobably	split	up	and	that	might	be	at	least	a	little	helpful.	Either	way,	beatup	the	thugs	in	the	same	area	you're	in	now.	Eventually,	this	floor	will	beelectrified	too,	so	climb	back	down.	Deal	with	any	survivors	as	a	whole	bunchmore	show	up.Keep	up	with	this
strategy.	The	thugs	are	a	bit	harder,	but	still	shouldn'tpose	a	huge	threat.	Whenever	the	floor	starts	to	activate	below	you,	flee	tohigher	ground	by	climbing	the	nearest	railing.	The	next	two	batches	of	thugswill	have	stun	baton	users.	Using	Combo	Takedown	and	Throw	will	help	a	lot.They	like	to	crowd	you	and	attack	a	lot	so	expect	to	see	a	lot	of
counterprompts.Once	you've	subdued	them	all,	you	get	a	scene.	After	this,	you'll	get	aforensic	trail	that	is	tracking	Harley's	fingerprints,	and	that	is	furthernarrowed	down	to	include	ones	with	traces	of	chlorophyll.	Where	would	she	getthat?	In	the	Botanical	Gardens,	of	course.	If	you	go	there,	you'll	pick	up	thetrail.For	now,	take	a	look	around.	There's
quite	a	few	things	to	gather	before	weleave	the	Penitentiary	completely.[RIDDLE	ME	THIS:	"All	alone	in	your	cell?	Why	don't	you	break	the	ice	with	themost	dangerous	prisoners?"]It	sticks	out	like	a	sore	thumb	so	this	shouldn't	be	hard.	To	the	right	of	thisroom's	entrance	is	a	cell	that	is	totally	covered	in	ice	and	there	are	somelarge	ice	stalagmites	on
the	electric	floor	platform.	Just	stand	here	andwithout	zooming	in,	scan	the	entire	cell.	That	should	do	it.	You	get	theCharacter	Bio	of--who	else?--Mr.	Freeze.Next,	take	any	of	the	three	doors	here.	For	the	ease	of	things,	just	take	thecenter	door.	Destroy	two	JOKER	TEETH	that	will	be	just	about	right	at	yourfeet.	Just	a	few	steps	forward	and	there	is	a
Riddler	SECRETS	MAP	on	your	lefton	the	desk.	Go	forward	and	turn	either	left	or	right,	and	before	going	out	thedoor,	turn	to	go	up	the	stairs.	This	takes	you	into	Harley's	little	controlroom.On	the	desk	in	the	first	room	there	is	an	INTERVIEW	TAPE.	This	is	the	last	onefor	Zsasz.	Go	into	the	main	room	and	you'll	see	there	are	several	securityboxes
here.	Each	of	them	controls	the	opening	of	a	cell	below.	They	arenumbered	1-6	and	the	boxes	correspond	to	them.	If	you	look	at	your	map	now	withthe	new	Riddler	Secrets	Map,	you	can	see	you	only	need	to	open	one,	and	that	isnumber	5.	Use	the	Cryptographic	Sequencer	and	overload	the	number	5	box.	Returnto	the	main	floor	and	enter	this
cell.Retrieve	the	RIDDLER	TROPHY	from	within	the	cell.	As	soon	as	you	do,	the	barssuddenly	close	behind	you!	Harley	chirps,	claiming	she's	caught	you	in	hertrap.	As	Batman	remarked	earlier	in	the	game	though,	she	never	was	too	bright.If	you	turn	on	Detective	Mode,	you	can	see	the	wall	behind	you	is	ripe	forExplosive	Gel	goodness.	Spray	it	and
then	blow	it	open.	Scan	the	ARKHAMCHRONICLE	here,	then	step	forward	and	turn	around.	Look	up	and	grapple	to	theledge	here.	Plant	more	Explosive	Gel	on	this	wall	and	drop	down,	detonate	it,then	grapple	back	up	to	escape.Harley	can't	believe	it.	Leave	her	and	this	room	now.Penitentiary	-	Controlled	Access--------------------------------Simply	walk
through	the	gate	and	you'll	see	a	gift	box	waiting.	As	you've	cometo	expect,	three	sets	of	JOKER	TEETH	pop	out.	That	should	be	all	20	for	thisarea.	Joker	comes	on	the	air,	but	keep	moving.Penitentiary	-	Main	Cell	Block------------------------------Just	go	northeast	through	the	door	and	down	the	corridor.	An	inmate	launches	asurprise	attack,	but	you	should
be	able	to	deal	with	these	guys	by	now.	Hopeso,	because	you're	far	from	seeing	the	last	of	them,	unfortunately.Penitentiary	-	Cells	Access---------------------------Make	your	way	all	the	way	back	to	the	entrance.	As	you	pass	through	the	showersarea,	another	loony	bird	drops	in	from	the	ceiling	and	attacks.	Dispatch	himand	keep	moving.	There's	a	second
one	hiding	in	the	grate	in	the	floor	justbefore	the	entrance,	but	you	can	see	this	one	in	Detective	Mode,	so	you	knowit's	coming.	After	that,	return	to...	Chapter	12	--------------------------	HIS	PERSONAL	ARMYo----------------------o|Riddles:	9	||Riddler	Trophies:	14	||Interview	Tapes:	7	||Joker	Teeth:	19	||Chronicles:	2	|o------------[aa12]----oArkham	Island	-	Arkham
West---------------------------Now	that	you	have	the	Cryptographic	Sequencer	in	hand,	your	goodie-retrievingabilities	have	expanded	greatly.	Sure,	you	can	just	continue	with	the	story,but	this	isn't	backtracking.	I'll	have	a	section	for	finding	the	remaininggoodies	later,	but	these	are	of	the	"Well,	while	we're	here..."	variety.	Andit's	true,	these	are	all	here	in
Arkham	West	and	available	to	you.Begin	by	gliding	down	to	the	ambulance	on	the	ground	below	in	the	near	centerof	the	area.	Be	careful	though,	you'll	likely	attract	the	attention	of	a	fewlunatic	patients	roaming	about.	Deal	with	them	as	you	have	thus	far	or	tryother	means	if	they	rush	you	at	about	the	same	time.Right	near	the	ambulance	is	a	small
guard	house	with	an	electric	barrier.	Useyour	sequencer	on	the	security	box	and	overload	it.	Inside	is	the	Riddler'sSECRETS	MAP	for	this	area.	This	is	a	good	start	so	that	you	can	rely	on	this	ifmy	directions	ever	confuse	you.	Feel	free	to	look	on	your	own	too;	I'm	justhere	to	help	if	you	need	it.Go	south,	toward	the	Medical	Facility	building.	There	is	a
disabled	liftplatform	here	(right	next	to	a	sign	that	says	just	"Medical".	There	is	anothersecurity	box	here.	Tamper	with	it	with	your	sequencer	to	get	the	lift	raisedpermanently.	Underneath	it	is	a	RIDDLER	TROPHY,	now	free	for	the	taking.	Itrewards	you	with	a	Character	Trophy	for	Harley	Quinn.Return	to	the	Penitentiary	building	and	climb	up	to	the
balcony	above	theentrance.	There	is	that	electric	barrier	here.	If	you	have	upgraded	the	rangefor	the	Cryptographic	Sequencer	already,	you	can	crack	the	security	box	on	thefar	wall.	If	not,	you'll	have	to	come	back	later.	Inside,	you'll	find	a	veryhard	to	miss	RIDDLER	TROPHY	just	sitting	there.[RIDDLE	ME	THIS:	"Zsasz	is	counting	on	you	finding	his
work."]To	the	left	as	you	enter	this	secret	room	(again,	above	the	Penitentiaryentrance)	you	can	see	a	table	and	seated	around	it	are	three	dead	Arkham	guardspositioned	as	if	they	were	playing	a	card	game.	The	cards	have	tally	marks	onit,	Zsasz's	trademark.	Scan	this	scene	to	solve	the	riddle.Your	next	destination	is	the	Botanical	Gardens	in	Arkham
East.	You	can	takethe	tunnel	from	West	to	East,	or	cut	through	Arkham	North.	Choose	to	take	theArkham	North	route,	because	you	can	grab	a	whole	bunch	of	stuff	along	the	way,while	the	other	route	has	nothing	(unless	you	missed	some	things	earlier).Take	the	tunnel	back	toward	Arkham	North.	Immediately	look	for	a	vent	above	youin	this	tunnel
that	you	can	grapple	up	to.	On	your	left	on	the	wall	should	be	avent.	Look	up	to	see	it.	Hit	it	with	your	Batclaw	to	pry	it	off.	Climb	up	hereto	get	a	RIDDLER	TROPHY.	That's	all	for	now	in	here.	Proceed	now	into	ArkhamNorth.Arkham	Island	-	Arkham	North----------------------------This	place	is	simply	crawling	with	those	crazies	so	tread	carefully.
UseDetective	Mode	to	see	where	they	all	are.	At	least	two	will	be	pretty	close	towhere	you	enter	from	the	side	tunnel.	The	rest	can	rush	you	in	pairs	sometimes,so	try	to	use	Batarangs	or	melee	attacks.After	you've	cleared	them	out,	you	can	start	searching	around	this	old	area.First,	go	to	the	west	of	the	two	guard	houses.	You	were	successful	in
breakinginto	the	other	earlier	thanks	to	an	Explosive	Gel	floor	on	the	ceiling	(and	ifyou	didn't	do	that,	do	it	now).	The	west	one	needs	the	sequencer	though,	so	useit	on	the	security	box	to	gain	entry.	Inside,	you'll	find	an	INTERVIEW	TAPE.[RIDDLE	ME	THIS:	"Let's	face	it,	there	are	two	Dents	on	the	wall."]Inside	this	house	there	are	more	"VOTE
DENT"	posters	on	the	wall.	Scan	them	tosolve	the	riddle	with	ease.	They're	easy	to	miss	though.	If	you	didn't	get	thesimilar	riddle	in	the	Penitentiary,	this	will	unlock	the	Character	Bio	for	TwoFace.Exit	and	then	go	all	the	way	to	the	northwest	corner.	Just	outside	theabandoned	building	is	a	small	tower.	Grapple	up	to	it	and	there	is	an	electricbarrier.
The	security	box	is	inside	but	if	you	stand	as	close	as	you	can,	youshould	be	able	to	target	it	with	the	sequencer	to	crack	it.	Inside	is	a	RIDDLERTROPHY.Time	to	move	on.	Go	east	and	through	the	security	door.Arkham	Island	-	Arkham	East---------------------------As	you	go	through	here	an	inmate	will	attack	you	at	the	underpass.	Put	himdown,	then	move
on	to	the	East	courtyard.	Even	more	of	them	are	crawling	aroundhere	though,	unfortunately.	You	can	avoid	some	of	them	if	you	choose.	If	youwant	the	XP	though,	or	just	have	some	frustrations	to	vent,	chase	all	theloonies	down.More	importantly,	there	is	the	matter	of	a	few	things	to	pick	up	here.	From	thetunnel	exit,	go	down	the	path	southeast	and
look	for	the	three	corpses.	Justnear	them	should	be	two	sets	of	JOKER	TEETH.Next,	grapple	up	to	either	of	the	two	guard	towers.	You	likely	noticed	thateach	has	a	long	walkway	extending	from	them.	They	both	lead	to	the	same	secretroom	so	no	need	to	be	picky	with	which	tower	you	choose.	Follow	the	walkway	intoward	the	cliff	and	you'll	see	the
electric	barrier.	Luckily,	you're	equippedwith	the	sequencer	so	use	it	to	gain	entry.	Inside,	you	can	find	an	INTERVIEWTAPE	on	a	desk	and	a	RIDDLER	TROPHY	close	to	the	back	wall.Next,	there	is	that	small	guardhouse	across	from	the	Arkham	Mansion	entrance,right	next	to	the	large	(currently	defaced)	statue	of	the	Warden	(there's	alsoan	enemy
up	there	that	you	can	pull	down	with	the	Batclaw).	Approach	the	smallguard	house	and	use	the	Cryptographic	Sequencer	to	disable	the	barrier.	Enterto	grab	the	RIDDLER	TROPHY	and	the	Riddler's	SECRETS	MAP.	The	former	will	giveyou	the	Character	Trophy	for	Poison	Ivy.You're	done	here	completely	in	Arkham	East	for	Riddler	Challenges,	save	a
fewmore	of	those	chattering	chompers.	So	for	now,	make	your	way	up	the	stairs	andenter	the	Botanical	Gardens.Botanical	Gardens	-	Glasshouse	Entrance---------------------------------------Just	as	you	enter,	there	should	be	a	set	of	JOKER	TEETH	at	your	feet.	Destroyit,	and	the	second	set	just	a	few	steps	ahead.	The	third	set	of	JOKER	TEETH	canbe	found	to
the	left	from	there.Next,	stand	back	near	the	door	as	if	you	just	entered.	On	your	left	and	rightare	two	little	openings	like	windows	almost.	Choose	either	one	to	enter	a	shortvent	and	then	drop	down	to	the	area	below.	In	a	small	nook	down	here,	youshould	find	an	ARKHAM	CHRONICLE.	Scan	it	and	add	it	to	your	collection.	Climbout	on	either	end.
[RIDDLE	ME	THIS:	"Is	the	number	up	for	these	guards?"]From	the	entrance,	if	you	step	forward	enough	so	that	the	area	opens	a	bit	morewide,	you	can	see	a	bench	on	your	left.	On	the	bench	is	a	dead	guard,	and	aboveit,	another.	Both	are	(or	rather,	were)	reading	books,	or	at	least	were	madeto	look	like	it.	Scan	this	somewhat	disturbing	scene	to
solve	the	riddle.Next,	from	the	entrance	go	right,	around	the	center	structure.	On	a	bench	hereagainst	the	west	wall,	there	is	an	INTERVIEW	TAPE.	This	one	is	the	first	offive	for	Poison	Ivy.Turn	on	Detective	Mode	and	you'll	get	the	first	view	of	Harley's	trail.	Followit	to	the	north	and	the	following	doorway	will	be	guarded	by	two	armed	thugs.If	they
spot	you,	they	probably	won't	open	fire	right	away.	Try	to	get	the	jumpon	them	though	by	using	corner	cover	and	the	multi-Batarangs	to	stun	them	foreasy	Takedowns.Now,	whip	out	the	sequencer	and	operate	on	the	security	box	to	lower	the	gate.Enter	the	next	room.Botanical	Gardens	-	Botanical	Glasshouse----------------------------------------A	quick	look	in
Detective	Mode	should	make	it	all	too	clear	this	is	a	Predatorroom.	Oh,	goodie!	It's	been	a	while.	Remember	that	all	the	thugs	here	arewearing	those	nasty	suicide	collars.There's	a	lot	of	ways	you	can	plan	your	attack.	You	must	always	plan	for	thecollars	to	alert	the	others	though.	Sometimes	you	can	prey	on	a	straggler	lateto	regroup	with	the	others
but	just	be	careful	you	aren't	spotted.	Since	thesuicide	collars	make	things	tough	because	the	enemies	like	to	start	groupingtogether,	you	should	try	infusing	gadgets	into	your	strategies	more.	The	SonicBatarang	is	an	excellent	pick	up	for	this	point	in	the	game.	You	can	draw	oneand	only	one	enemy	to	any	spot	you	choose	in	an	effort	to	isolate	them
and	takethem	out	quietly.I	like	to	begin	by	climbing	the	high	ledge	on	the	left.	There	should	be	onethug	here.	You	might	be	able	to	do	a	Ledge	Takedown,	but	try	to	wait	for	him	toturn	around,	climb	over	the	railing	and	then	use	a	Silent	Takedown	instead.	Theothers	come	over	soon	enough.	If	you	see	a	chance	to	pick	off	someone	else	asyou	perch
yourself	on	a	gargoyle,	go	for	it.When	you	get	down	to	four	guys,	one	usually	covers	one	of	the	exits,	wherethere	is	no	real	way	to	get	to	him	without	being	seen.	The	others	grouptogether	usually.	Try	the	Sonic	Batarang	if	you	have	trouble	finding	a	goodopportunity	and	lure	someone	toward	you	for	an	Inverted,	Corner,	or	SilentTakedown.	The	Silent
+	Corner	Takedowns	are	a	good	combo.	By	defeating	oneenemy,	you	can	wait	at	the	corner	of	one	of	the	small	planters	at	the	top	leveland	strike	again	when	the	next	thug	comes	to	investigate,	running	toward	you.Just	be	make	sure	he's	not	joined	by	anyone.With	only	one	guy	left,	you	get	the	joy	of	choosing	how	to	dispatch	him.	Afterthis,	you're	free
to	explore	a	bit.[RIDDLE	ME	THIS:	"What	time	is	tea	time	in	Wonderland?"]From	the	entrance	of	this	room,	go	up	the	left	staircase.	Just	walk	forward	abit.	Under	the	above	floor	there	is	a	little	shelf	here	with	a	tea	set.	Scanthis	for	the	riddle	solution.	It	also	opens	the	Character	Bio	for	the	MadHatter,	who	looks	a	lot	more	like	a	leprechaun.If	you	go
north	from	there	just	a	bit	(still	on	the	second	floor),	there	willbe	a	cross	of	two	grates.	Drop	in	and	there	is	a	RIDDLER	TROPHY	under	here.	Hopover	the	railing	now	and	search	the	area	behind	the	giant	statue	in	the	center.In	Detective	Mode,	you	should	see	one	of	the	walls	can	be	destroyed.	Use	yourExplosive	Gel	and	climb	into	the	vent	here.	Take
it	to	a	small	room	where	yetanother	RIDDLER	TROPHY	is	waiting.That	will	be	all.	If	you	pick	up	Harley's	trail,	it	should	lead	to	the	northdoor	on	the	top	floor.	Head	on	through.Botanical	Gardens	-	Flooded	Corridor------------------------------------You	get	a	scene	and	after	that,	the	main	exit	to	this	room	is	blocked	off.	Ontop	of	that,	the	water	is	electrified
here,	making	get	over	to	that	sideimpossible	right	now.	Turn	on	Detective	Mode	and	take	note	of	the	three	cablesrunning	under	the	floor.	Follow	them	back	into	the	previous	room.Botanical	Gardens	-	Botanical	Glasshouse----------------------------------------Follow	the	cables.	They	go	down	to	the	second	floor,	leading	you	to	the	doorthat	takes	you
east.Botanical	Gardens	-	Statue	Corridor-----------------------------------Walk	down	the	corridor	and	destroy	the	single	set	of	JOKER	TEETH.[RIDDLE	ME	THIS:	"Remember	the	Waynes?	How	could	anyone	forget?"]Right	there	should	be	a	bench.	If	you	step	closer	and	zoom	in	on	the	smallplaque	on	the	bench,	it	has	a	message	in	memorandum.	Scan	it	and	you
not	onlysolve	the	riddle,	but	get	a	two-in-one	Character	Bio	for	Thomas	and	MarthaWayne.Don't	follow	the	cables	out	of	this	small	room	with	the	bench.	Go	to	thesoutheast	corner.	There,	you'll	find	another	set	of	JOKER	TEETH,	as	well	asanother	bench.	What's	special	about	this	one?	Look	closer.	It	has	an	INTERVIEWTAPE	on	it.Follow	the	cables
northeast	and	destroy	the	third	set	of	JOKER	TEETH	in	thishall.	Open	the	door	at	the	end	here.Botanical	Gardens	-	Glasshouse	Generator	Room---------------------------------------------Within	this	room,	you'll	see	a	large	group	of	thugs	harassing	a	poor	hostage.Start	this	off	however	you	want;	Batarangs,	Batclaw	one	guy,	etc.	When	they	allinevitably	swarm	you,
pick	your	targets.	You	have	a	dagger	guy	and	a	baton	guythis	time,	the	latter	I	find	more	important	to	take	down.	Again,	if	you	havemost	of	your	Combat	upgrades,	try	to	focus	on	using	your	special	moves	earlyto	limit	the	number	of	hostiles.This	is	also	a	good	time	to	practice	building	a	really	high	combo.	You	caneasily	get	one	in	the	upper	30's	if
you've	been	getting	really	good	at	it.Learn	to	recognize	the	counter	signs	and	more	importantly,	the	red	lightningbolts	which	basically	mean	dodge	(or	if	it's	coming	from	a	dagger	guy,	this	canalso	tell	you	"Stun").	Overall,	these	guys	shouldn't	provide	too	much	of	aproblem.	Just	watch	out	for	them	trying	to	pick	weapons	off	the	walls	and	such.After
the	fight,	cut	the	man	loose	and	you'll	talk	to	him	for	a	few	seconds	asBatman	delivers	probably	one	of	the	few	weaker	lines	in	the	game.	Just	to	theleft	from	him,	there	is	an	INTERVIEW	tape	on	the	computer	terminal.	Grab	that,then	climb	up	to	the	higher	platform	on	the	west	side.	Climb	the	ladder	next	toface	an	electric	barrier.	The	security	box	is
on	the	other	side,	so	you'll	needthe	range	upgrade	for	the	Cryptographic	Sequencer.	Overload	it	and	inside	youcan	find	the	Riddler's	SECRETS	MAP	on	your	right	in	the	corner.	On	the	otherside	is	a	RIDDLER	TROPHY	on	a	table.Drop	back	down	to	the	main	floor.	The	security	box	that	will	deactivate	thegenerator	is	booby	trapped.	When	you	start
fiddling	around	with	the	sequencer,there	will	be	a	very	thin	line	(probably	impossible	to	see	if	you're	notplaying	in	HD)	at	the	top	of	the	sequencer's	display	screen.	It	depletes	slowlyfrom	right	to	left.	The	security	box	has	three	"locks"	you	need	to	crack,	andeach	has	one	of	these	timers.	Take	too	long	to	find	the	right	frequency	and	thetrap	goes
off.Make	use	of	both	the	visual	display	and	the	rumble	if	you	have	a	DS3controller.	Try	to	quickly	rotate	each	stick	individually	until	you	find	thespot	where	each	rumbles	the	controller	most,	then	point	them	both	there	andadjust	until	you	get	it.	Do	this	three	times	and	you'll	deactivate	thegenerator.	Let's	not	waste	any	time	then.	Go	back	through	the
previous	tworooms	all	the	way	back	to	where	you	encountered	Joker.Botanical	Gardens	-	Flooded	Corridor------------------------------------Cross	the	water	to	the	other	side	of	the	room.	The	debris	here	makes	the	mainexit	impassable,	as	noted	earlier.	Instead,	destroy	the	two	JOKER	TEETH	hereand	pry	open	the	vent	on	the	left.[RIDDLE	ME	THIS:	"The
Ratcatcher	needed	more	than	just	his	charm	to	lead	hisarmy."]As	you	go	through	the	vent,	keep	your	eyes	peeled	for	a	part	of	the	vent	floorthat	is	an	iron	bar	grate.	You'll	see	it	if	you	look	close	enough.	Stop	hereand	look	straight	down	through	the	bars.	You'll	see	a	part	of	a	mask,	gloves,and	a	book.	Scan	these	objects	for	the	riddle.	The	Character	Bio
for	theRatcatcher	unlocks	afterwards.The	vent	is	pretty	linear	for	the	most	part.	When	you	do	come	to	anintersection	inside	though,	turn	right	first.	Behind	some	apparent	fungus	(um,yuck?),	there	is	a	RIDDLER	TROPHY.	Grab	it	and	then	take	the	other	path	to	theexit.Climb	over	the	rubble	in	this	room	and	blow	up	the	west	wall	with	yourExplosive
Gel.	Drop	down	and	turn	right.	Open	the	next	door.Botanical	Gardens	-	Abandoned	Chamber-------------------------------------This	is	a	large	and	sometimes	confusing	chamber.	It's	packed	with	hidden	itemsand	goodies	though,	so	let's	do	our	best	to	track	them	down.	Begin	by	justdropping	down	to	the	floor	below.	Venture	over	the	north	side.	Look	for	asingle
floor	grate	to	slip	inside.	Follow	this	vent	until	you	can	pop	out	atthe	end.	It	takes	you	into	a	secret	little	room.	Pick	up	the	RIDDLER	TROPHYhere	and	make	your	way	back.From	the	grate,	go	east	to	the	northeast	corner.	Drop	into	this	sewage	ditchand	turn	right.	Crouch	to	pass	under	the	low	hanging	drain.	It	takes	you	toanother	RIDDLER	TROPHY.
Now,	go	around	the	bottom	area	until	you	get	to	thesouth	side	near	a	collapsed	pillar.	There	should	be	stairs	here	to	take	to	alarge	square	platform.	Two	staircases	lead	away	from	here.	The	one	on	the	lefttakes	you	back	to	the	entrance	so	take	the	one	on	the	right	(going	east).If	you	turn	left,	you	can	jump	a	gap,	leading	to	the	north	door	(and	the
exit).Ignore	it	for	now.	Turn	left	and	there	is	a	platform	here	too.	It	can	be	hardto	jump	to	because	of	the	pipe,	but	try	to	stand	as	far	to	the	left	as	you	canand	jump	mostly	straight	to	reach	this	platform.	Run	up	to	the	wall	and	grabonto	the	fissure	here	to	shimmy	over.	Climb	up	the	top	here	where	the	waterfallis	and	watch	for	a	body	to	drop	down
(Yikes,	that	was	surprising).	Turn	aroundhere	and	jump	to	the	platform	here.Now	that	you're	up	here,	walk	south	and	look	for	something	important	on	yourleft.	There	is	a	catwalk	being	held	up	by	a	rope.	Cut	it	down	and	cross	it	tothe	other	side.	Turn	left	and	jump	the	gap	to	the	adjacent	platform	here.	Claimthe	RIDDLER	TROPHY	here.	Now,	cross
the	catwalk	again	but	turn	around	at	theother	end.At	the	start	of	the	catwalk	again,	take	just	two	or	three	steps	forward.	Noticethe	brick	wall	on	your	left	with	all	the	moss	and	such?	Face	it	and	climb	it.Shimmy	around	it	to	the	left	and	pull	yourself	up	here.	Crouch	under	a	pillarand	reach	the	end	of	this	ledge.	Turn	on	Detective	Mode.[RIDDLE	ME
THIS:	"This	challenge	can	only	be	seen	by	those	with	a	differentview	on	life."]If	you	did	all	the	previous	steps	correctly	(I	know	it	can	be	confusing),	youshould	be	looking	at	the	two	parts	of	the	question	mark.	Just	a	quick	reviewin	case	you	got	lost.	Make	your	way	to	the	platform	that	leads	right	to	thenorth	door.	Turn	left	and	jump	to	the	platform.
Climb	up	the	wall,	shimmy	overand	climb	onto	the	waterfall	platform.	Turn	around,	jump	to	the	ledge	here,walk	to	the	right,	cut	down	the	catwalk	on	your	left	and	climb	up	the	brickwall	on	the	left.	Shimmy	over,	pull	yourself	up,	and	crouch	under	the	pillar	toreach	this	point.	Got	that?	In	any	case,	line	up	the	two	pieces	here	(may	takea	little	work--
don't	fall	off!)	and	scan	for	the	riddle.After	getting	that	riddle,	stay	up	here.	Face	the	north	wall	and	jump	to	it.You'll	grab	onto	another	fissure.	Shimmy	over	to	the	left	and	pull	yourself	up.Inside	this	nook	is	an	ARKHAM	CHRONICLE.	If	you	return	to	the	opening,	you	canjump	and	glide	to	the	platform	directly	ahead	of	you.	There's	only	one
morechallenge	remaining	in	this	room.	Unfortunately,	you	can't	reach	it	yet.	Makeyour	way	back	to	the	north	exit	and	open	the	door.Botanical	Gardens	-	Flooded	Corridor------------------------------------Climb	the	two	ledges	then	grapple	into	the	vent.	It	leads	right	to	two	thugsharassing	another	innocent	employee.	When	you	emerge	from	the	vent,	they
spotyou.	Only	two	of	them	though,	so	you	should	be	ashamed	if	they	give	you	a	hardtime.After	you	defeat	them,	talk	to	the	man	and	you'll	get	a	new	objective.	Beforeheading	off	anywhere,	take	a	look	around	first.[RIDDLE	ME	THIS:	"Looks	like	all	the	king's	horses	trampled	all	the	king'smen."]Go	down	the	south	corridor.	Look	for	the	small	bench.	On
it	are	a	bunch	offigurines	that	look	like	they	were	run	over.	Zoom	in	and	scan	for	the	easyriddle	solution.	It	also	unlocks	a	Character	Bio	for...	Humpty	Dumpty?Return	to	the	center	room	where	Jordan	Fraser	is.	Take	the	east	path	now,	downsome	stairs.[RIDDLE	ME	THIS:	Is	this	a	tribute	to	what	a	mad	dog	left	behind?"]At	the	bottom	of	the	stairs	that
lead	to	the	eastern	doorway,	there	is	apedestal	with	a	headless	statue	on	it.	The	head	is	at	its	feet.	Just	below	thatis	an	inscripted	plaque.	It's	actually	been	inscripted	again	if	you	lookclosely	in	zoom	mode.	Scan	this	to	solve	the	riddle.To	the	left	of	the	headless	statue	is	an	INTERVIEW	TAPE	sitting	on	a	bench.This	one	is	also	for	Poison	Ivy,	of	course.
Now	go	through	the	east	door	intothe	next	room.Botanical	Gardens	-	Aviary--------------------------You'll	get	a	quick	look	at	the	newest	trap	Joker	and	his	henchmen	have	set	up.There	are	two	more	hostages,	each	being	held	in	a	cage	hanging	high	above.	Theidea	is	that	if	Batman	takes	out	any	enemy,	the	suicide	collar	will	alert	thethug	who	is	controlling
the	crane	holding	the	cages	and	will	drop	the	hostagesto	their	deaths.	Therefore,	Batman	deduces	that	to	save	them,	the	craneoperator	has	to	be	the	first	to	go.Easier	said	than	done	of	course.	The	first	thug	standing	a	ways	in	front	of	youwill	not	move.	Move	up	slowly	when	he	turns	his	back,	hugging	the	left	wall	asyou	do	so.	Hide	when	he	turns
around.	Look	fro	a	vent	on	the	left	wall.	Pullthe	cover	off	and	enter.Grapple	up	and	then	climb	the	ladder	here.	Enter	the	vent	at	the	top	to	comeout	on	a	higher	level	of	the	Aviary.	Turn	on	Detective	Mode	to	see	where	therest	of	the	thugs	are	positioned.	There	is	one	below	you,	to	the	left.	Justleap	off	the	ledge	here	and	hold	X	to	glide.	Glide	straight
over	his	head	tothe	wall.	Grapple	to	the	top	of	this	wall	and	look	for	the	next	thug	below.	Ifhe	has	his	back	turned,	drop	down.You	need	to	get	past	this	guy	somehow.	He	patrols	on	this	higher	platform.	Youcan't	get	around	below.	The	only	way	is	to	grab	the	ledge	just	below	therailing	and	shimmy	across	the	gap.	This	way,	you'll	stay	out	of	sight	and
youcan	make	it	past.	Just	don't	shimmy	when	he's	facing	you,	because	you	caneasily	be	spotted.	Shimmy	over	when	he's	moving	away	from	you,	then	drop	downwhen	he	turns	around	again.Under	here,	remove	the	vent	cover	and	go	inside.	Grapple,	then	climb	a	bunch	ofledges	to	the	top.	Turn	around	and	jump	to	the	next	ledge	that	will	lead	you	tothe
top	of	the	observation	room	where	the	operator	is.	Drop	in	and	take	himdown.	That	completes	your	objective,	but	you	need	to	take	care	of	the	others.First,	destroy	the	three	JOKER	TEETH	in	here.	The	other	henchmen	won't	come	upto	check	out	what	happened	and	will	actually	just	patrol	or	stand	by	normallyas	if	they	didn't	hear	Joker's	warning.
Drop	from	the	crane	room	and	make	yourway	toward	the	low	corridor	where	one	guy	is	walking,	and	on	the	other	end,another	is	just	standing.	Try	to	sneak	up	quickly	on	the	walking	enemy	and	usea	Silent	Takedown.	Then,	just	as	quickly,	do	another	on	the	guy	on	the	otherside	of	the	narrow	corridor.There	should	be	a	third	guy	just	below.	Turn
around	and	grapple	up	to	safetyabove	and	wait	for	him	to	inspect	the	bodies.	When	he	passes	underneath	you,you	can	drop	down	and	try	to	do	a	third	Silent	Takedown	when	his	back	isturned.	You	can	also	wait	outside	the	corridor	and	try	a	Corner	Takedown.	Orjust	knock	him	out	with	a	Batarang,	lure	him	in,	etc,	etc,	etc.After	you	silence	the	last
enemy,	you'll	get	a	quick	scene	where	the	hostagesare	lowered	down	safely.	You're	done	here	now.	You	can	venture	on	to	the	nextroom,	but	first,	look	around,	as	always.[RIDDLE	ME	THIS:	"There's	no	closet	in	the	Gardens,	so	someone	is	using	theroof	instead."]A	tough	one	to	figure	out	sometimes,	because	the	clues	aren't	particularlyhelpful.	If	you
look	high	up	on	the	southwest	wall	however	(you	should	have	aview	from	almost	anywhere	in	the	room),	you	might	be	able	to	spot	it.	Therewill	be	a	skeleton	stuck	in	the	wall.	Zoom	in	on	it	and	scan	it	for	thesolution.	The	Character	Bio	you	unlock	this	time	is	for	Killer	Moth.'Make	your	way	over	to	the	lower	platform	on	the	southeast	side.	Look	for
thetwo	hostages	standing	around	here.	Talk	to	them	if	you	want.	Just	beyond	themis	a	bench	in	the	corner.	Sitting	on	it	is	another	INTERVIEW	TAPE.You're	done	here	for	now.	Go	back	over	to	the	west	side	and	climb	up	the	ledge.Try	to	look	for	Harley's	fingerprints	in	Detective	Mode.	They	should	be	plantedall	over	this	metal	wall.	Investigate	it	and
Batman	removes	a	hatch,	revealinganother	one	of	his	booby	trapped	security	boxes.	Whip	out	the	sequencer	and	tryto	beat	the	three	locks.	Remember,	you're	timed	so	be	quick.Once	you	succeed,	a	secret	door	opens	beside	you.	Enter	for	a	scene.Botanical	Gardens	-	Titan	Production	Facility---------------------------------------------Joker's	plan	is	visualized	a	bit
more	and	boy	is	it	ugly.	Seriously.[BOSS	FIGHT	-	TITANS]You've	fought	one	of	these	guys	already,	and	Bane	who	was	pretty	similar.	Twoat	once	is	not	as	easy,	obviously.	You	need	to	always	be	on	the	look	out	fortheir	charges.	They	always	advertise	it	by	roaring	and	setting	themselvesfirst.	Your	strategy	is	the	same,	Quick	Batarang	them,	then	get	the
hell	out	ofthere.	When	they	run	into	the	walls,	you	can	get	a	few	quick	shots	in,	thenback	away.What	makes	this	different	though	is	you	have	to	watch	out	for	the	other	one.If	you're	busy	slugging	the	first	Titan,	and	the	then	the	second	one	charges,you	have	to	move,	immediately!	Don't	take	your	eyes	off	either	one	at	any	time.They	should	both	start
the	fight	by	charging,	but	thankfully,	not	at	the	sametime.	Try	to	get	them	both	to	crash,	then	strike	one,	then	the	other.	They'llboth	do	the	ground	shockwave	attack,	and	the	first	one	will	likely	hit	you.	Nobig	deal.	Both	are	weakened,	or	at	least	one	is	hopefully.	If	you	repeat	theprocess	one	more	time,	you	can	make	this	fight	a	lot	easier.Wait	for	one
to	charge	again.	Quick	Batarang,	evade,	etc.	When	he	crashes,strike	him	a	few	times	and	this	time,	Batman	should	jump	onto	his	back.	In	thisfashion,	you	can	briefly	control	the	Titan,	like	a	buckin'	bronco.	Steer	himtoward	the	other	guy	and	his	hands	will	flail	and	strike,	dealing	a	littledamage.	After	a	few	hits	though,	you'll	be	thrown	off.If	the	Titan
you	attacked	in	this	method	was	already	weakened	earlier,	he'llbe	stunned	now	too.	You	can	attack	and	get	on	his	back	too	now	and	repeat	theprocess.	Try	to	maintain	this	strategy	for	the	fight.	Not	only	does	it	dealdamage,	but	you	also	are	pretty	safe	when	using	these	guys.	Once	one	of	themgoes	down,	it	becomes	even	easier.	Just	continue	to	dodge
and	attack.	It	won'tbe	long	before	you	emerge	victorious.Next,	you	need	to	destroy	the	containers	carrying	the	Titan	formula.	DetectiveMode	reveals	six	tanks	along	the	west	wall.	Plant	Explosive	Gel	on	any	one	ofthem	and	it	should	trigger	of	chain	of	explosions	that	eventually	destroy	themall.After	this,	approach	the	exit.	Use	the	Cryptographic
Sequencer	to	raise	thegate.	Unfortunately	though,	Joker	lowered	the	bridge,	so	there's	no	way	to	getacross	to	the	door.	Hmm,	what	to	do...	Oh	wait,	I've	got	it!	Call	in	theBatwing!	Brilliant!	Watch	as	this	tremendously	awesome	scene	unfolds.	TheBatwing	crashes	in	and	drops	off	a	new	gadget	for	you.	It's	the	Line	Launcher.The	Line	Launcher	allows
you	to	move	over	large	gaps	or	distances	on	a	zip-linekind	of	method.	The	launcher	fires	a	line	backwards	and	forwards,	so	it	needsto	have	something	to	stick	to	on	both	sides.	It	has	good	range	and	it	will	comein	handy.Stand	at	the	exit	and	the	door	is	just	across	from	you.	Don't	use	the	LineLauncher	on	the	door	though.	Angle	the	camera	and	look	for
an	opening	to	theright	of	the	door.	You	should	see	an	alcove	over	there.	Aim	your	Line	Launcherthere	and	fire.	It	should	carry	you	across	here	where	you'll	find	a	RIDDLERTROPHY.	This	one	unlocks	the	Silent	Knight	(Extreme)	Challenge	Map.Use	the	Line	Launcher	to	traverse	the	gap	and	reach	the	door.	Return	to	theprevious	room.Botanical
Gardens	-	Aviary--------------------------Nothing	to	do	here	but	just	go	through	and	backtrack	to	the	next	room.Botanical	Gardens	-	Flooded	Corridor------------------------------------Go	up	the	stairs	and	into	the	central	room.	Go	straight	across	and	stop	at	thelarge	ravine.	This	would	have	been	impossible	to	cross	before.	Now	you	have	thewonder	that	is	the	Line
Launcher.	Use	it	to	get	over.	On	the	other	side,	you'llfind	not	only	a	RIDDLER	TROPHY,	but	also	three	sets	of	JOKER	TEETH.	The	trophygets	you	the	Shock	and	Awe	Challenge	Map.Pass	through	this	doorway	for	a	scene.	After	that	nice	chit-chat,	you'll	beback	in	the	same	area.	Batman	discusses	his	next	objective	with	Oracle	anddetermines	that	he
needs	to	talk	to	Aaron	Cash	who	should	still	be	in	theArkham	Mansion.Return	to	the	ravine.	At	the	other	end	is	a	large	group	of	thugs,	tauntingBatman	because	he	can't	get	to	them.	Oh,	if	they	only	knew...	Fire	up	the	LineLauncher	and	Batman	will	automatically	kick	a	bunch	of	them.	Disengage	byhitting	X	right	after	that,	so	you	don't	go	all	the	way
toward	the	east	door.Now	face	off	with	them.	This	is	a	tricky	fight	only	because	there's	so	many	andthe	room	isn't	really	big.	Focus	on	countering	mostly,	and	use	Combo	Takedownon	the	enemies	wielding	pipes.	Throw	also	helps.	If	you'd	rather	not	fight,	youcan	also	use	the	Batclaw	from	Batman's	side	to	pull	them	into	the	ravine.	You'llforego	any	XP
you	can	earn	by	doing	so	though.Once	clean	up	is	done,	you	have	to	leave	the	Botanical	Gardens.	The	southerncorridor	is	still	blocked	though,	so	you	need	to	take	the	long	way.	Look	forthe	vent	in	the	central	room.	Take	it	back	down	to	the	Abandoned	Chamber.Botanical	Gardens	-	Abandoned	Chamber-------------------------------------Jump	the	gap	and	take
the	stairs	down.	Take	the	only	other	stairs	that	lead	upto	the	next	platform.	Jump	this	gap,	turn	left	and	then	turn	right	to	find	theexit.Botanical	Gardens	-	Flooded	Corridor------------------------------------Climb	out	of	the	debris	area	and	into	the	ventilation	duct.	Take	this	all	theway	back	to	the	water	room.	In	an	effort	to	halt	Batman's	progress,	two	thugshave
turned	the	generator	back	on,	thus	electrifying	the	water	yet	again.Apparently	they	didn't	get	the	memo	about	Batman's	Line	Launcher.	Use	it	toget	across	and	knock	them	out.	Perform	Ground	Takedowns	to	finish	them.	Openthe	door	now.Botanical	Gardens	-	Botanical	Glasshouse----------------------------------------A	new	group	of	thugs	have	made	this	room
their	home.	There	should	be	onestanding	right	before	you,	near	the	railing.	Take	him	out	with	a	SilentTakedown.	Before	grappling	up	to	avoid	the	rest	of	the	thugs	who	willinevitably	come	looking,	you	can	plant	an	Explosive	Gel	trap	on	the	floor	ifyou	want.Try	to	pick	off	isolated	targets	with	Inverted	Takedowns	or	Ledge	Takedowns.Remember	to	try
using	gadgets,	such	as	the	Batclaw	to	pull	guys	over	railings,and	the	Sonic	Batarang	to	lure	one	foe	into	a	trap.	The	Sonic	Batarang	can	alsobe	upgraded	to	become	a	trap	explosive.	Consider	this	for	some	of	yourTakedowns.After	you've	cleared	the	room,	return	to	the	first	room	in	this	area.Botanical	Gardens	-	Glasshouse	Entrance-------------------------------
--------Destroy	the	three	JOKER	TEETH	here.	Move	toward	the	exit	and	there	is	a	suddeninterruption.	Joker	gave	Ivy	Titan	and	the	results	are	a	little	annoying	(butyou'll	see	how	more	annoying	they	get	in	a	moment)	as	her	plants	decide	to	dosome	redecorating.	The	entrance	becomes	blocked	during	the	commotion.The	grate	on	the	floor	is	open	so
drop	down	into	the	basement.	Go	to	the	rightand	climb	out	by	grappling.	Use	the	vent	to	get	on	the	other	side	of	Ivy'sgiant	plants	and	to	the	exit	door.	Chapter	13	--------------------------	DELIVER	US	FROM	EVILo----------------------o|Riddles:	5	||Riddler	Trophies:	4	||Interview	Tapes:	3	||Joker	Teeth:	4	||Chronicles:	2	|o------------[aa13]----oArkham	Island	-	Arkham
East---------------------------As	you	can	soon	see,	Ivy's	"babies"	have	gotten	out	of	control.	Besides	crazytrees,	roots,	and	other	abnormal	things	springing	up,	there	are	these	purpleplant	pods	you'll	see	all	over	the	island.	When	you	get	within	medium	range,they	release	one	or	two	red	spores	that	home	in	on	you	and	deal	significantdamage.	What	you	might
not	realize	is	that	they	can	be	destroyed.	Just	getclose	and	look	for	a	prompt	to	pulverize	them.	You	get	rewarded	25	xp	each,	soit's	not	much.Go	across	the	field	toward	the	mansion,	destroying	any	of	the	pods	youencounter	along	the	way.	Also	be	on	the	watch	for	one	or	two	lunatics	stillroaming	around.The	main	entrance	of	the	mansion	is	blocked	by
a	mutated	tree.	Grapple	up	toyour	old	secret	entrance	above.Arkham	Mansion	-	Mansion	Entrance	Hall--------------------------------------Check	your	map	and	confirm	Cash's	location.	As	you	can	see,	this	entire	areahas	been	poisoned	by	Ivy's	(get	it?)	plants.	A	toxic	mist	lurks	and	if	you	falldown	you'll	have	to	escape	as	if	it	were	Joker	Toxin.	Your	only	option	is
touse	your	Line	Launcher	to	go	straight	across.On	this	platform,	look	for	the	open	vent	above	you.	Grapple	your	way	in.	Takethe	next	vent	to	drop	into	the	following	room.Arkham	Mansion	-	Main	Hall--------------------------There's	no	way	straight	across	as	the	plants	pretty	much	have	becomecomfortable	here.	Look	to	the	right	wall	and	spot	a	gap	you	can
use	the	LineLauncher	to	zip	to.	Drop	down	onto	the	walkway	and	go	north	as	far	as	you	can.Turn	left	and	face	the	west	wall.	Use	the	Line	Launcher	again	to	get	over	tothe	opposite	walkway.	Go	north	from	here	and	drop	over	the	railing	at	the	endto	land	safely	on	the	staircase	and	away	from	the	toxic	mist.Go	up	here	and	find	Cash	and	a	few	other
people.	Talk	to	Cash	to	get	the	scoopon	what	to	do	next.	Your	goal	is	to	get	into	Killer	Croc's	lair	to	find	thespores	that	might	make	an	anti-Titan	formula.	Cash	explains	that	the	way	intoCroc's	lair	is	by	the	elevator	all	the	way	back	in	the	Intensive	Treatmentfacility.	Think	back.	You	remember	in	the	very	beginning	of	the	game,	thatelevator	that	Killer
Croc	came	up	from?	Yeah,	that's	the	one.	We	haven't	beento	Intensive	Treatment	in	a	while.	Let's	go	there	now.Grapple	back	up	to	the	walkway	and	pretty	much	repeat	what	you	did	before,using	the	Line	Launcher	back	and	forth	to	get	out	of	here.	Zip	across	the	gapin	the	previous	room	and	leave	the	mansion.Arkham	Island	-	Arkham	East------------------
---------From	the	mansion	grounds,	travel	northwest.	Find	the	tunnel	that	will	take	youback	to	Arkham	North.	If	you	happen	to	have	Detective	Mode	on,	you	can	seethere	is	something	waiting	for	you	in	there.	They're	wearing	the	Arkhamraincoat	uniforms,	but	they're	clearly	Joker	henchmen.They	yell	"Surprise!"	Know	how	to	say	"Surprise!"	back?	A	fist
to	the	face	willdo	the	trick.	One	has	a	stun	baton	and	that	will	be	all	for	unique	enemies.	Therest	is	pretty	standard.	Expect	a	lot	of	counters.	Try	to	use	the	tripleBatarang	mixed	in	with	your	combos,	if	you	have	it.	This	helps	you	limit	thenumber	of	attackers,	and	even	buys	you	some	time	to	perform	Ground	Takedownsperhaps.Defeating	the	enemies
allows	you	move	on	finally	to	Arkham	North.Arkham	Island	-	Arkham	North----------------------------The	plants	have	blocked	the	entrance	to	the	Intensive	Treatment	building	too,wouldn't	you	know	it?	Holy	plot	device,	Batman!	In	any	case,	a	sniper	guardsthe	only	other	entrance.	At	the	same	time,	the	area	is	crawling	with	crazyinmates	and	those	mutated
plants.Clear	enough	of	the	plants	and	maniacs	so	that	you	can	roam	around	a	little.To	get	up	to	where	the	sniper	is,	you	need	to	use	the	Line	Launcher	from	theeast	tower.	He	might	spot	you	if	you	grapple	up	there	though.	Try	to	stand	asclose	to	the	tower	as	you	can	without	him	seeing	you	and	throw	a	RC	Batarang.Steer	it	into	him	and	then	crash	it
into	the	wall	behind	him	to	lose	control.Quickly,	while	he's	down	grapple	up	to	the	tower.	Use	the	Line	Launcher	fromthe	corner	of	the	walkway	to	get	over	to	him.	If	you	want,	wait	for	him	to	getup,	then	knock	him	out	with	another	RC	Batarang	before	zipping	over	there.Take	him	out	permanently,	then	destroy	the	three	JOKER	TEETH	here.	Enter
thebuilding	now	from	here.Intensive	Treatment	-	Maintenance	Access----------------------------------------This	room	can	be	a	bit	confusing	with	all	the	walls,	pipes,	and	ventilationducts.	Favor	the	right	wall	and	go	forward.	Look	for	a	vent	cover	near	theground.	Pull	it	off	and	take	this	to	another	vent.	Enter	this	one	too	to	cometo	a	small	area	with	a	RIDDLER
TROPHY.	To	get	it,	step	onto	the	left	edge	andwalk	toward	the	wall.	There	is	an	opening	here	to	get	it.	This	gives	you	theSewer	Bat	(Extreme)	Challenge	Map.Make	your	way	to	the	left	side	of	the	room	now,	using	the	first	vent	again	orby	climbing	over	all	the	obstacles	from	the	entrance.	Look	for	a	platform	inthe	back	to	climb	onto	a	vent	cover	just
waiting	to	be	ripped	off.You'll	come	to	a	small	room	with	a	very	large	vent	shaft	on	your	right.	Takethis	down	and	drop	at	the	end.	A	smaller	vent	leads	you	to	a	familiar	room.Intensive	Treatment	-	Intensive	Treatment	Lobby-----------------------------------------------Remember	this	room?	Ah,	the	memories.	Predator	is	still	the	name	of	the	game,only	now,	Joker
has	taken	things	one	big	step	farther.	As	the	sceneillustrated,	the	gargoyles	are	now	all	booby	trapped.	If	you	grapple	up	to	one,it	sets	off	a	proximity	bomb	that	blows	up	in	about	three	seconds.	This	meansthat	you	can't	stay	there	long	for	one	thing,	and	two,	the	gargoyles	you	usewill	be	destroyed.This	being	the	case,	you're	a	lot	better	off	just	not
using	them.	You'rethinking	what,	you	crazy,	man?	Te	loco,	hombre?	No,	no.	You	can	do	this,	trustme.	You	just	have	to	perform	Silent	Takedowns	and	a	variety	of	other	Takedowns,so	long	as	you	don't	use	the	gargoyles	for	anything.	Keep	track	of	enemymovement	by	having	Detective	Mode	on	and	this	become	easy.	In	an	emergency,yes,	you	can	use
the	gargoyles	to	get	away.	It's	best	if	you	just	do	this	asinconspicuously	as	possible	though.Start	by	removing	the	vent	cover	at	the	end.	One	thug	will	be	walking	towardyou.	Wait	for	him	to	stop	almost	underneath	you.	Now	push	the	Left	Analog	Stickall	the	way	forward	so	that	you	can	try	to	land	on	top	of	him.	Stun	himimmediately.	The	others	will	be
running	toward	your	location	so	quickly	jumpover	the	railing	on	the	left	and	down	to	the	floor	below.	Watch	the	enemymovement	in	Detective	Mode	and	plan	your	next	move.There's	a	variety	of	ways	to	go	here.	The	key	is	attacking	lone	enemies	orusing	Silent	Takedowns	correctly.	Try	to	go	for	any	enemies	that	drop	down	tothe	first	floor	and	use
either	of	the	two	side	corridors	to	get	around	them	ifthey	go	down	the	middle	and	use	Silent	Takedowns.	Batarangs	can	also	help	stunthem.For	the	others,	again,	it's	a	matter	of	getting	them	alone.	Ledge	Takedowns,Explosive	Gel,	Batclaw	usage,	it's	all	possible.	You	just	gotta	wait	and	seewhat's	out	there.	Remember	to	use	the	Sonic	Batarang
(hopefully	you	have	thisat	least	by	now)	to	draw	them	to	where	you	want	them.	This	might	be	useful	forone	enemy	in	particular	that	likes	to	stay	in	the	center	office.	It's	hard	toget	to	him	without	drawing	him	out	first.	You	can	sometimes	use	corner	coverin	the	east	side	room	and	try	to	throw	a	Batarang	at	him	but	it's	kind	oftough.One	way	is	to	perch
on	a	gargoyle	near	the	office	real	briefly	and	then	get	offbefore	it	kills	you.	The	explosion	might	draw	him	out.	Now	wait	for	him	to	goback	and	then	stand	on	top	of	the	glass	above	the	side	room	and	perform	aTakedown	through	there.Anyway,	once	you	have	taken	out	all	of	the	thugs,	return	to	the	center	officeroom	and	use	the	sequencer	on	the
security	box.	It's	booby	trapped	so	again,be	quick.	The	second	upgrade	for	the	sequencer	will	help	if	you're	havingtrouble	with	these	things.Drop	down	and	take	either	of	the	two	doors	to	go	north.	It	doesn't	matter	whichyou	pick.Intensive	Treatment	-	Cell	Block	Transfer-----------------------------------------Walk	down	the	hall	and	you	can	see	it's	quiet.	Too
quiet,	as	they	say,	and	thatis	never	good.	Keep	moving	and	then	something	will	happen.	Wait	a	minute,	whatthe	hell?	Is	the	game	freezing?	No,	it's	not.	The	screen	will	start	bugging	outand	your	first	thought	will	be	that	your	game/system	is	busted.	This	issupposed	to	happen	so	don't	worry.	I	REPEAT,	THIS	STRANGE	"GLITCH"	LIKEFREEZING
SCREEN	BUGGING	OUT	THING	IS	SUPPOSED	TO	HAPPEN	SO	DON'T	FREAK	OUT.NOTHING	IS	WRONG	WITH	YOUR	GAME	OR	SYSTEM.Once	that	is	over,	a	scene	plays,	nearly	identical	to	the	opening	game	scene,but	with	some	significant	differences.	You	regain	control,	only...	you're	notplaying	as	Batman.	I	won't	spoil	it	so	just	move	forward
through	this	areauntil	a	scene	plays.	Almost	looks	like	game	over,	but	read	the	"retry"	messagecarefully.	Oh,	very	clever.	Hit	"Retry"	and	obviously,	it's	all	a	trick.	You'llbe	brought	to	a	very	strange	area.	Only	one	person	could	be	behind	this...Go	up	the	walkway	and	past	all	the	strange	visions	of	yourself.	At	the	endyou'll	see	another...	eating	a...	rat?
No,	you	can't	punch	yourself.	Wait	forthe	large	wall	to	swing	to	the	left	and	then	use	the	Line	Launcher	to	getacross	here.	Once	you	do,	the	architect	of	all	your	greatest	fears	will	revealhimself	again.[BOSS	FIGHT	-	SCARECROW]Wait	for	his	gaze	to	go	to	the	left	and	quickly	jump	the	gap	and	hide	behindthe	object	here.	When	he	moves	to	the	left,
climb	up	the	ledge	here.	Scarecrowunleashes	his	minions,	so	just	wait	for	them	to	come	to	you.	Remember	that	youdon't	want	to	accidentally	fight	yourself	into	his	gaze.	There's	a	lot	of	thembut	they	all	go	down	without	many	hits.Once	Scarecrow	retreats,	go	down	and	climb	up	the	wall	here.	Take	cover	andwait.	When	Scarecrow's	vision	goes	from
left	to	right,	immediately	run,	climbup	the	wall,	and	hide	behind	the	object	again	(some	sort	of	tank?).	When	hepasses	over	you	to	the	left,	bolt	to	the	right.Jump	to	the	next	platform	when	he	starts	moving	right.	Move	toward	the	cameraand	duck	beside	the	stage	where	above	you	can	see	a	vision	of	Zsasz	zappinganother	Batman.	Wait	for	him	to	pass
over	to	the	left,	then	run	over	and	jumpthe	next	gap.Climb	up	the	next	ledge	when	it's	safe	and	hide	here.	Wait	for	one	of	thosesliding	walls	to	come	into	view.	When	it	gets	close,	step	out	in	front	of	it.Use	this	as	mobile	cover	to	protect	you	and	keep	up	with	it	so	that	you	don'tget	caught.At	this	next	gap,	wait	for	him	to	move	from	left	to	right	as	usual.
Jump	thegap	and	climb	up	the	wall.	Find	the	low	cover	to	crouch	behind	here.	Move	whenit's	safe	from	here	to	jump	to	a	large	platform	that	will	drop	on	you.	Staydown	here	if	Scarecrow's	gaze	is	passing	by	above.	Wait	and	then	grapple	up	tothe	other	one.Up	here,	you	can	see	the	bat	signal.	To	get	to	it,	you	need	to	wait	forScarecrow's	gaze	to	move
over	to	the	right.	When	it	does,	make	a	run	for	it	andtry	to	use	it.	Unfortunately,	Scarecrow	will	have	none	of	this,	and	back	in	theworld	that	doesn't	run	on	LSD,	you	will	see	him	trying	to	inject	Batman	withmore	of	his	toxin.Back	in	LSD	world,	you'll	fall	down	to	a	lower	area.	You'll	be	attacked	by	moreskeletal	minions.	They'll	take	a	little	more	damage
than	before,	but	they	stillare	not	tough.	Counter	as	necessary	and	keep	up	your	attacks	until	they	allgo	down.	This	activates	the	first	of	three	bat	signals.Next,	a	larger	creature	appears,	almost	like	the	skeletal	version	of	a	Titan.It	has	the	same	charge	attack,	so	use	the	same	strategy.	Use	Quick	Batarang	anddodge.	This	time,	when	it	crashes	into	the
wall,	it	explodes.	That	willactivate	the	second	one.In	this	final	phase,	you'll	have	to	face	both	the	large	group	of	skeletons	andone	of	the	special	creatures	at	once.	Try	to	make	your	focus	the	big	guy.	Justwatch	for	counters	in	the	mean	time.	When	he	charges,	use	Quick	Batarang.	Whatdirection	and	where	you're	aiming	will	not	matter	at	all,	just	hit	the
buttonfast	and	dodge.	He'll	be	down.	Now	just	fend	off	the	others	normally	until	youactivate	the	last	signal	and	wake	up	from	this	infernal	nightmare	for	good.Intensive	Treatment	-	Cell	Block	Transfer-----------------------------------------With	that	over,	Scarecrow	runs	like	the	pansy	we	all	know	he	is.	Your	goal	isahead	of	you,	but	take	a	look	around	first.
[RIDDLE	ME	THIS:	"Hook	up	with	your	relatives	before	you're	transferred	out	ofhere."]This	one	gave	me	a	little	trouble	because	I	thought	the	riddle	was	speakingexplicitly	to	Batman,	making	me	read	into	the	"relatives"	comment	so	I	waslooking	for	bats,	haha.	To	figure	this	one	out	the	correct	way,	go	into	theeastern	corridor	of	the	Cell	Block
Transfer	area.	In	the	bottom	right	corner	isa	staircase.	Use	the	sequencer	to	get	rid	of	the	barrier	first.	In	this	smalloffice,	there	doesn't	seem	to	be	anything	of	interest.	Zoom	in	on	the	pictureframe	on	the	table	though	and	you'll	see	a	family	picture	with	Aaron	Cash	andhis	family.	Scan	it	to	solve	it.Go	further	up,	again	using	the	eastern	corridor.
Another	barrier	is	in	placefor	the	top	right	staircase.	You	need	the	range	upgrade	for	the	sequencer	toreach	this	one	though.	Crack	it	and	go	up	inside	to	find	an	INTERVIEW	TAPE	forHarley.Pass	through	the	north	door	and	into	the	next	area.Intensive	Treatment	-	Secure	Transit------------------------------------You'll	see	Scarecrow	descending	in	the	elevator.
Looks	like	he	wasn't	kiddingabout	his	plan.	The	elevator	shaft	closes	after	he	goes	down,	meaning	you	haveto	open	it	again	to	follow	him.Start	by	turning	to	your	right	and	destroying	the	single	set	of	JOKER	TEETHthere.	Take	the	staircase	up	near	it.	Go	into	this	office	and	find	theINTERVIEW	TAPE	on	the	table	on	your	left.Now,	approach	the	elevator
shaft.	Jump	and	glide	to	the	far	platform	below.Turn	left	to	pass	by	an	old	chronicle	and	then	go	down	here	and	make	your	wayinto	the	vent.	Take	this	to	another	area	and	drop	down	this	ledge	all	the	waydown	below.	Go	to	the	southwest	corner	and	jump	to	the	fissure	so	you	canshimmy	over	to	the	right.	Drop	down	when	you	can,	then	turn	around.
Crouch	toget	under	this	pipe	and	then	turn	right	immediately.	It's	an	old	vent	opening(the	cover	will	still	be	there	if	curiosity	didn't	tempt	you	earlier).	Goinside	and	there	are	two	Explosive	Gel	walls.	Open	the	one	on	the	left	to	findan	ARKHAM	CHRONICLE.	The	right	one	has	nothing,	surprisingly.Drop	down	the	rest	of	the	way	until	you	get	to	the
bottom.	I	choose	to	do	thisfor	the	next	and	last	challenge	in	this	room	just	for	the	sake	of	clarity.Begin	climbing	up	again	like	before.	You'll	have	to	shimmy,	climb	up	into	avent.	Once	you	get	out	of	the	vent,	grapple	up	twice.	As	soon	as	you	do	that,turn	left	(Detective	Mode	helps).	Step	onto	this	ledge	and	notice	the	ventcover	on	the	wall.	Use	your
Batclaw	to	open	it,	then	carefully	jump	to	the	ventto	lay	claim	to	this	RIDDLER	TROPHY.Drop	back	down	to	the	bottom	again.	Find	the	staircase	in	the	corner	leading	tothe	above	office.	You	can	see	three	thugs	waiting	inside	via	Detective	Mode.Use	your	Batclaw	or	your	Batarangs	if	you	want,	just	make	sure	you	target	thearmed	thug	first.	The	tight
space	here	makes	fighting	a	bit	uncomfortable,	butyou	should	manage.Turn	your	sights	on	the	security	box.	It's	booby	trapped	like	a	lot	have	beenlately	so	you	know	what	to	do.	When	you	crack	it,	the	elevator	shaft	opens	upagain.Drop	down	and	you	land	on	the	elevator's	roof.	Just	near	you	will	be	a	largegroup	of	Joker	henchmen.	Start	things	off	with
a	triple	Batarang	if	you	want.When	you	drop	down	to	their	level,	one	or	two	of	them	may	run	off	to	grab	gunsfrom	the	gun	lockers.	Try	to	prevent	this,	but	as	always,	watch	out	for	otherattacks.	You	can	use	the	Batclaw	to	pull	a	thug	away	from	the	locker,	but	ittakes	a	few	seconds	and	leaves	you	vulnerable,	so	you'd	be	better	off	justattacking	head
on.Once	they're	all	down	you	can	explore	a	little	bit.	Go	up	the	stairs	next	tothe	elevator	(going	north)	and	in	the	office,	you	should	find	a	Riddler	SECRETSMAP.[RIDDLE	ME	THIS:	"Dr.	Jonathan	Crane	plans	on	elevating	fear	to	new	depths."]Next,	return	to	the	elevator	and	although	you	can't	climb	on	top	of	it,	look	tothe	east	part	of	the	shaft	wall.
There	should	be	a	vent	that	you	may	or	may	nothave	opened	earlier.	Get	inside	and	hang	a	right,	to	go	down	the	red	lit	path.You'll	pop	out	in	a	small	little	cave-like	room	with	a	bunch	of	pictures	ofBatman,	graphs,	and	other	things	laying	about.	Scan	this	room	and	you'll	solvethe	riddle.Now	that	you	have	the	Secrets	Map,	this	would	be	a	great	time	to
explore	therest	of	Intensive	Treatment	for	goodies.	You're	here,	so	why	not?	If	you'dmuch	rather	continue	on	though,	by	all	means	skip	the	next	several	paragraphs.If	you	want	to	explore,	grapple	your	way	out	of	the	bottom	floor	and	back	up	tothe	middle	level	(the	dark	blue	room).One	of	the	doors	is	locked,	but	the	other	is	not.	Take	this	back
into...Intensive	Treatment	-	Transfer	Loop-----------------------------------Go	all	the	way	down	the	corridor	until	you	get	to	the	loop.	Turn	right	and	thenturn	right	again	to	go	down	this	hall	here.[RIDDLE	ME	THIS:	"A	top	hat	and	tails	is	the	only	dress	code	for	this	party	inthe	north."]Go	through	the	red	lighted	hall	going	east	from	the	loop	area,	then	look	for
alow	hanging	gate	that	says	"Emergency	Shutdown"	on	your	left.	Crouch	under	hereand	then	turn	right.	On	the	wall	is	a	poster	of	the	Penguin,	advertisingsomething.	Scan	it	and	solve	the	riddle.Go	further	east	down	the	hallway	and	go	all	the	way	until	you	reach	the	exitthat	will	take	you	into	the	north	room.	Don't	go	through	yet	though.	Turnaround
and	face	the	scene.	To	make	sure	you're	in	the	right	spot,	you	shouldsee	two	corpses,	a	green	painted	arrow,	and	a	portrait	of	the	Warden.	Right?Good.	Now	look	up	at	the	wall	above	all	of	this.	You	should	see	a	vent	cover.Use	your	Batclaw,	then	your	grapple	to	get	up	there.	Inside	you'll	find	anARKHAM	CHRONICLE.Drop	out	and	then	go	back	east
and	take	that	door	this	time.Intensive	Treatment	-	Decontamination-------------------------------------Go	north	through	this	hall	until	you	reach	the	near	end.	Look	for	the	electricbarrier	on	your	left.	Use	your	Cryptographic	Sequencer	on	the	security	box(located	to	the	right)	and	go	inside.	On	your	immediate	left	will	be	anINTERVIEW	TAPE.	This	should	be	the
last	one	for	Harley.	Climb	the	ladder	andyou'll	also	find	a	RIDDLER	TROPHY.Now	leave	Decontamination	to	go	west.Intensive	Treatment	-	Processing	Corridor-----------------------------------------Use	your	sequencer	on	the	security	box	to	proceed	further.	Go	all	the	way	downthe	hallway	and	at	the	intersection,	just	go	straight.	Turn	left	at	the	cornerand	enter
a	familiar	room.Intensive	Treatment	-	Patient	Pacification	Chamber--------------------------------------------------Start	by	going	straight	instead	of	turning	left.	Go	through	the	doorway	and	upthe	stairs,	just	like	you	did	at	the	waaaaay	beginning	of	the	game.	As	youreach	the	top,	have	Detective	Mode	on	and	look	for	the	vent	cover	on	the	wall.You	know	what	to	do.
When	you	get	in	there,	snag	the	RIDDLER	TROPHY.[RIDDLE	ME	THIS:	"Even	I	was	shocked	when	I	saw	how	Maxie	Zeus	was	treated!"]Now,	go	east	into	the	main	room	where	Zsasz	once	was.	Go	to	the	southeastcorner	of	the	room	and	use	your	Explosive	Gel	here.	Inside	you'll	find	astrange	cell.	Scan	pretty	much	anywhere	in	here	to	solve	the	riddle.
It	givesyou	the	Character	Bio	for	Maxie	Zeus.Leave	the	way	you	entered.Intensive	Treatment	-	Processing	Corridor-----------------------------------------Return	down	this	hall	but	make	a	left	as	soon	as	you	are	able.	Follow	thiscorridor	all	the	way	back	to	a	very	nostalgic	room.Intensive	Treatment	-	Holding	Cells-----------------------------------Use	your	sequencer	to	get
rid	of	the	annoying	barrier	in	place.	Go	down	theramp	and	there	is	only	one	thing	for	you	to	find	here.[RIDDLE	ME	THIS:	"Where	would	you	find	my	home	sweet	home?"]From	the	ramp,	turn	left.	Investigate	this	cell	in	the	northeast	corner	of	theroom.	It	should	be	a	really	obvious	answer.	Scan	this	cell	to	solve	the	riddle.Now	go	south	and	up	the	next
ramp.	Remove	the	barrier	as	you	always	do	and	gointo	the	next	room.	Basically	use	your	map	if	you	get	lost.	We're	done	treasurehunting	so	make	your	way	all	the	way	back	to	Secure	Transit.Intensive	Treatment	-	Secure	Transit------------------------------------Drop	back	down	to	the	bottom	area.	From	there,	drop	down	the	elevator	shaftto	where	you	were
quite	a	while	ago.	We're	done	treasure	hunting	so	it's	timeto	move	on.	Take	the	south	door	out	of	here.	Chapter	14	--------------------------	IN	HIS	REALMo----------------------o|Riddles:	0	||Riddler	Trophies:	1	||Interview	Tapes:	1	||Joker	Teeth:	0	||Chronicles:	0	|o------------[aa14]----oCaves	-	Control	Room	Access---------------------------Walk	down	here	and	take	the



INTERVIEW	TAPE	off	the	crate.	Then,	just	take	thispath	to	the	very	next	door.Caves	-	Croc's	Lair-------------------Step	forward	and	a	scene	plays.	After	that,	you're	free	to	move	on.	At	thisopening,	look	toward	the	southeast.	You	should	see	a	large	tunnel	opening	withwater	coming	out.	Use	your	Line	Launcher	to	land	right	next	to	this.	There	willbe	a
RIDDLER	TROPHY	sitting	there.	It	gives	you	the	Survival	Tactics	ChallengeMap.Go	back	across	and	this	time,	go	west.	Go	as	far	as	the	walkway	will	take	you.Use	your	Line	Launcher	at	this	point	to	get	across	and	go	further	west.	You'llsoon	see	an	opening	on	your	right.	Line	Launcher	toward	this	to	gain	entry.A	loud	roar	billows	out	as	you	come	to
the	entrance.	Oh,	that's	comforting.There's	no	map	schematic	for	this	area,	so	you're	going	in	blind.	Even	better.Luckily,	Batman,	being	the	clever	thinker	he	is,	comes	up	with	a	plan,	a	fewactually.	You	can	locate	the	spores	using	a	trace	signal	that	will	measure	yourdistance	from	each	in	meters,	as	shown	on	the	left	of	your	screen.	Right	nextto	it	is
an	image	of	a	vial	that	will	display	how	much	of	the	spores	you	have.Go	forward	and	just	walk	full	speed	but	don't	run.	Watch	as	the	distancedepletes	on	the	left.	It's	easy	to	figure	out	which	way	to	go.	As	long	as	thedistance	keeps	decreasing,	you're	getting	warmer.	If	it	turns	red	and	startsbeeping,	you're	going	the	wrong	way.You'll	climb	over	two
gates	on	your	way	through.	The	path	is	very	linear	inthe	beginning.	Keep	moving	and	as	you	reach	a	certain	platform,	notice	theautosave	kicking	in.	When	you	look	left	down	this	next	corridor,	you	just	getthat	feeling...Sure	enough,	as	you	proceed	forward,	Killer	Croc	pops	up	and	starts	runningtoward	you.	Oh	shi-!	You	might	be	paralyzed	with	fear,
but	you	need	to	actquickly.	When	he	gets	close	enough,	he'll	drag	you	down	under	the	water	andthen	it's	all	over.	When	you	see	him	pop	up,	prepare	a	Batarang	by	holding	L1.Target	him	and	you	should	see	it	lock	on	around	his	neck	area.	Throw	it	and	itwill	hit	the	collar,	knocking	him	over	and	into	the	water.	This	protects	you...for	now.Walk	up	to	the
intersection	and	you	should	be	within	30	meters	of	the	firstspore.	Walk	forward	and	climb	over	the	fence.	Approach	the	next	intersectionand	Croc	may	attack	again.	Prepare	another	Batarang	(and	remember	that	QuickBatarang	will	not	do	the	trick)	and	let	him	have	it.	Turn	right	after	this	andfind	the	first	spore.	To	cut	it	down,	throw	your	Batarang	at
it.	Approach	itand	hit	X	to	collect	some.The	vial	fills,	but	not	nearly	enough.	As	if	you	didn't	already	guess,	you	needto	find	a	lot	more.	Turn	around	and	take	a	right.	Go	down	to	the	nextintersection	and	you	should	be	about	50	meters	away	from	the	next	one.Be	prepared	for	Croc	to	attack	at	any	time	as	I	don't	think	all	of	his	attacksare	scripted	for
precise	moments.	If	you	can't	see	him,	you'll	know	he	iscoming	by	the	change	in	music	and	the	loud	splash.	Prepare	your	Batarang	andpan	the	camera	around	quickly.	Look	for	the	platforms	that	are	causing	thewater	to	ripple	and	you	can	locate	him	before	he	gets	you.Go	forward	and	turn	right.	The	next	spore	is	behind	the	gate	so	climb	up	it.Croc
may	attack	you	from	behind	here	so	be	careful.	Hopefully	he	won't	attackuntil	you	get	the	spore.	Either	way,	wait	for	him	to	break	open	the	gate,	thenthrow	your	Batarang.	Collect	the	second	spore	sample	when	ready	and	then	getout	of	there.Go	straight	across	from	here	and	make	a	left.	Croc	will	probably	attack	againat	this	point	so	be	ready.	At	the
intersection,	go	straight.	You'll	very	soonreach	another	one.	Turn	right	here	and	climb	the	gate.	Go	straight	and	youshould	see	meat	and	some	other	things	hanging	here.	Turn	left	at	this	point	andyou	should	see	Croc	bust	down	a	large	gate	in	front	of	you	and	attack.	Knockhim	out	with	another	Batarang	and	then	continue.Go	past	where	he	broke
down	the	gate	and	cut	down	the	third	spore.	Collect	thissample	and	then	keep	your	eye	on	the	gate	to	the	right.	Prepare	a	Batarang	andas	soon	as	Croc	busts	it	down,	fire.	Continue	down	this	path	now.You	should	be	about	40	meters	away	at	the	next	intersection.	Go	straight	andthere	will	be	a	left	and	right	path.	Turn	left	and	the	next	spore	is
rightthere	for	you.	When	you	approach	the	spore	though,	Croc	destroys	the	platformsleading	up	to	it,	effectively	cutting	off	your	escape	route.	Going	into	thewater	would	be	suicide,	Batman	knows	this.	You'll	need	to	find	another	way.Collect	the	spore	sample.	You	only	need	one	more,	but	it's	far	away	and	youhave	to	get	across	the	water.	Use	your
Line	Launcher	to	get	across.	You'll	seeCroc's	hand	grope	through	the	air	in	an	effort	to	stop	you,	but	he	shouldmiss.Turn	right	and	go	forward	until	you	see	a	sudden	prompt	to	run.	Croc	startsdestroying	more	platforms	and	if	you	don't	hoof	it	out	of	there,	you're	donefor.	Run	until	it	stops.	You'll	come	to	rest	at	an	intersection.	Turn	left	andclimb	over
the	gate.	Immediately	start	running	as	more	platforms	start	to	bedestroyed.	Turn	right	and	then	continue	on	from	here.	Remember	to	just	followthe	gauge	on	the	left	if	you	get	lost.The	only	way	to	go	from	here	is	left	and	that	forces	you	into	another	leftturn.	Turn	right	here	and	Croc	will	probably	come	charging	through	a	gate	so	beready	to	take	him
down	again.You	should	be	within	100	meters	as	you	pass	through	this	gate.	Start	runningstraight	as	Croc	destroys	more	platforms.	You	can	go	straight	or	turn	right	atthis	next	intersection.	Turn	right	and	go	forward.	You	can	see	the	spore	inthe	distance.	Go	this	way	but	watch	out	for	Croc.	Go	all	the	way	down	and	getthe	last	spore	sample.You've	got
what	you	came	for.	The	task	is	to	escape	now.	Batman	turns	on	thebeacon	he	planted	when	he	came	in.	It's	over	500	meters	away,	giving	you	a	goodidea	just	how	deep	you	are	into	Croc's	territory.	He	may	have	the	advantagehere	but	he's	still	no	match	for	the	Dark	Knight.You	can	just	use	the	gauge	to	make	your	way	out,	but	I	feel	like	I'm	not
doingmy	job	if	I	don't	give	directions.	Go	forward	and	hang	a	left.	You	come	to	adead	end.	Wait	for	Croc	to	burst	out	from	the	gate	on	your	right,	then	take	himdown.	Go	this	way	now	(right)	and	prepare	to	run	forward	as	Croc	strikes	again.You'll	be	stranded	here	as	the	path	ahead	is	a	dead	end,	and	the	paths	on	theleft	and	right	aren't	fully
connected.	Use	your	Line	Launcher	and	fire	it	tothe	left	to	make	it	across.	Turn	here	and	go	down	this	next	path.	Run	forwardwhen	Croc	strikes	and	turn	right.Turn	right	again	and	go	down	this	next	path.	Croc	might	attack	you	from	behindso	be	ready.	Always	look	for	where	the	water	is	disturbed	if	you	can'timmediately	locate	him.There	will	be	a	gap
on	your	left.	Use	the	Line	Launcher	again	and	turn	leftas	Croc	attacks	from	underneath	yet	again.	You'll	eventually	come	to	a	sporelocation	and	you	should	be	under	300	meters	away.	Turn	left	from	the	spore	andgo	all	the	way	down	and	then	make	a	right	turn.	As	you	approach	thisintersection,	Croc	might	appear	right	in	front	of	you	so	be	fast.Go
straight	at	the	intersection,	climbing	the	gate.	Go	right	and	then	preparefor	another	Croc	attack	(if	only	the	late,	great	Steve	Irwin	was	here.	RIP).Turn	left	at	this	intersection	and	then	right.	Go	down	this	path	and	you'realmost	there.	When	you	get	to	within	120	or	so	meters,	something	happens.Croc	starts	chasing	you,	destroying	each	platform
underneath	your	feet.	Startrunning.	You'll	have	to	run	toward	the	camera,	Crash	Bandicoot	style	so	it	canbe	a	little	tricky	at	first.	Keep	going	until	you	reach	the	tunnel.	Crocemerges	and	will	give	chase.	If	you	try	to	leave,	the	gate	slams	shut	on	you.Remember	that	Batman	planted	a	trap	though.	Select	your	Explosive	Gel	and	waituntil	Croc	comes	to
the	charge	that	he	planted.	Detonate	it	at	this	moment	tosend	Croc	falling	to	his	demise.	Chapter	15	--------------------------	A	GROWING	THREATo----------------------o|Riddles:	0	||Riddler	Trophies:	8	||Interview	Tapes:	2	||Joker	Teeth:	12	||Chronicles:	2	|o------------[aa15]----oThe	next	thing	to	do	is	use	the	spores	to	create	the	antidote	for	Titan.	TheBatcave	is
therefore	our	next	logical	destination.	Fortunately,	it's	nearby.From	the	mouth	of	the	lair,	go	west.	You	should	be	able	to	Line	Launcher	yourway	over	to	the	opening	on	that	side.	As	you	approach	the	door,	destroy	threesets	of	JOKER	TEETH.Caves	-	Old	Sewer-----------------Go	left	and	down	this	next	corridor.	As	you	near	the	next	opening,	you	can
hearthe	Joker	henchmen	around	the	corner	talking.	One	of	them	is	armed,	so	entercorner	cover	and	hit	him	with	a	Batarang	to	stun	him.	You	have	two	daggerenemies,	but	overall,	there	shouldn't	be	much	to	worry	about	here.	Remember	tostun	them	and	try	to	take	them	out	early	with	Combo	Takedowns.	Throw	can	alsobe	effective	here.	You	can	use
it	to	toss	guys	down	to	the	lower	level.When	that's	over,	chat	with	Oracle	for	a	moment.	Go	south	and	look	for	thelarge	circular	opening	across	a	large	gap	here.	Use	the	Line	Launcher	to	getover	there	and	snag	the	RIDDLER	TROPHY	here.	This	one	is	good	for	obtaining	thecharacter	trophy	for	Killer	Croc.	Get	back	across	then	grapple	up	to	the
ledgeon	the	west	wall	to	exit.Drop	down	to	the	rocky	bridge	and	go	forward.Caves	-	The	Batcave-------------------Go	down	and	jump	to	the	central	platform.	From	there,	go	up	the	stairs	and	ascene	starts.	After	that,	the	Batcave	is	trashed.	Son	of	a...	The	good	news	isyou	get	a	new	gadget,	or	rather,	an	upgraded	one.	The	Batclaw	becomes	the
UltraBatclaw!	Schwing!	It	fires	three	hooks	at	once.	This	has	a	few	uses.	It	can	notonly	pry	off	vents	with	almost	no	effort,	but	it	can	pull	on	three	thugs	atonce	for	Predator	mode	or	even	combat.	More	importantly	however,	it	can	destroyall	of	those	high	destructible	walls	you've	seen,	the	ones	that	are	too	high	toreach	with	your	Explosive	Gel.One
such	wall	is	behind	you	and	this	is	your	only	way	out.	Use	the	UltraBatclaw	and	fire	it	at	the	wall.	Pull	by	tapping	X	repeatedly	for	a	few	secondsto	break	it	down.	Jump	in	here	and	grapple	up	to	a	ledge	above.	Walk	out	hereand	you	can	see	there	is	a	path,	but	it's	a	long	one.Glide	all	the	way	down	to	the	nearest	cliff	east	of	your	location.	When	youland,
be	sure	to	collect	the	RIDDLER	TROPHY	on	the	lowest	ledge	of	this	cliff.Climb	up	to	the	top	and	use	the	Line	Launcher	to	get	across	this	large	chasmto	the	cave	opening	across	from	you.	Go	through	and	then	look	for	a	spot	tograpple	up	to.Grapple	up	once	and	just	once	and	you	can	step	to	a	ledge	outside.	Look	to	thenortheast.	There	is	a	small	ledge
all	the	way	down	there.	Glide	to	it	and	takethe	RIDDLER	TROPHY	here.	This	one	gets	you	the	Record	Breaker	(Extreme)Challenge	Map.	To	get	out	of	here,	look	to	the	east	and	use	the	Line	Launcher.From	there,	you	can	grapple	up	to	the	ledge	you	jumped	from.Enter	the	cave	again	and	now	grapple	up	again	to	a	higher	ledge,	then	one	moretime	to
the	top.	Use	the	Line	Launcher	here	to	go	across	to	a	cave.	It	takesyou	down	a	narrow	tunnel	which	eventually	comes	to	an	opening	overlooking	thebridge	leading	away	from	the	Batcave.	Glide	down	to	this	bridge	and	go	east,back	into	the	Old	Sewer.Caves	-	Old	Sewer-----------------Drop	down,	then	before	rushing	up	here,	look	at	the	ceiling	for	a
weakstructure	(use	Detective	Mode	if	you	have	to)	and	use	the	Ultra	Batclaw	to	openit	up.	Grapple	up	here	and	take	the	RIDDLER	TROPHY.Now,	go	up	the	stairs.	Ivy's	plants	have	taken	over	here	so	destroy	the	podsyou	encounter.	Get	rid	of	the	first	one,	then	turn	right	down	the	nextcorridor.	At	the	end,	another	pod	is	waiting.	Turn	left	and	go
through	the	northdoor.Caves	-	Main	Sewer	Junction---------------------------The	pods	are	here	too	and	if	you	took	damage	earlier,	you're	best	off	avoidingthem.	You	can	use	the	Line	Launcher	to	just	zip	to	the	platforms	ahead	of	youand	avoid	a	few	of	them.	Make	your	way	to	the	northeast	corner	where	thetoppled	pillar	is.	Go	up	this	to	the	next	level.Make
your	way	to	the	aqueduct	where	it	is	now	flowing	with	the	bright	greenTitan.	Don't	go	up	the	next	toppled	pillar	just	yet.	Turn	to	the	south.	Youshould	see	the	large	hollowed	out	pillar	structure.	Jump	to	it	and	turn	left.You'll	see	another	platform	in	the	distance	with	a	RIDDLER	TROPHY.	Use	yourLine	Launcher	to	go	over	there	and	get	it,	then	use	it
again	to	get	back.	Thatone	bestows	upon	you	the	character	trophy	for	Scarecrow.Go	up	from	the	aqueduct	and	from	there,	to	the	top.	You've	obviously	gota	new	problem	on	your	hands	with	Titan,	and	it's	something	we	need	to	deal	withnow.	Ivy	will	have	to	wait.At	the	top,	jump	to	the	platform	with	the	plant	pod	and	destroy	it.	The	eastexit	is	blocked,
so	turn	around.	There's	that	impassable	gap	from	before.	Nowhowever,	you	got	the	Line	Launcher.	Use	it	to	get	across	here.	Pick	up	theRIDDLER	TROPHY	here	and	get	the	Rumble	In	the	Jungle	Challenge	Map.	Ignore	theplant	pod	if	you	are	low	on	health	and	just	run	to	the	north	end	of	thisplatform.Climb	up	this	ledge	then	another	on	the	left.	Turn
around	and	hop	these	gaps.Climb	up	a	few	more	ledges	and	make	your	way	to	the	very	highest	point	in	theback	here.	Turn	around	and	use	the	Line	Launcher	to	zip	back	toward	the	otherend	and	you	can	climb	up	from	here.Climb	up	the	structure	from	here	and	walk	up	a	small	slope.	Walk	to	the	veryeast	end.	Turn	right	here	and	use	the	camera	to
spot	a	lower	ledge	below	you.Try	to	drop	down	here	and	take	the	RIDDLER	TROPHY.	Climb	back	up	and	then	finda	spot	to	climb	back	onto	the	slope	again.Turn	around	and	turn	Detective	Mode	on.	There's	a	weak	wall	here	and	threeenemies	on	the	other	side.	Use	the	Ultra	Batclaw	to	remove	the	wall.	The	thugscome	to	check	it	out.	Try	out	the
gadget	on	them	next	for	some	fun.	Walk	downa	bit	and	then	grapple	up	here.Caves	-	Pump	Control	Room-------------------------There	will	be	one	more	thug,	so	just	beat	his	brains	in.	After	that,	take	aquick	look	around.	To	the	right	from	where	you	entered	there	is	a	RiddlerSECRETS	MAP	so	definitely	take	that.Go	down	the	corridor	and	right	before	you
turn	left	to	get	to	the	door,	lookfor	the	INTERVIEW	TAPE	sitting	on	the	drum	barrel.Caves	-	Pressure	Control	Junction---------------------------------Go	up	the	stairs	and	you'll	see	two	enemies.	Go	with	multi-Batarangs	or	yournew	Ultra	Batclaw,	or	handle	it	straight	on	if	you	wish.	Once	they're	down	youcan	go	left	or	right.	Let's	go	left	first.Look	for	one	JOKER
TEETH	after	the	first	staircase.	After	the	second	staircaseis	another	JOKER	TEETH.	Right	above	it	is	a	weak	wall.	Use	the	Ultra	Batclaw	onit	and	climb	up	here	for	a	RIDDLER	TROPHY.	The	third	set	of	JOKER	TEETH	is	justa	few	steps	away	from	the	door.Caves	-	Pump	Room-----------------Start	by	using	the	Line	Launcher	to	get	across	the	room	to	the
small	platformin	the	southwest	corner.	It's	occupied	by	a	lot	of	drum	barrels	and	moreimportantly,	an	INTERVIEW	TAPE.	This	should	be	the	last	for	Killer	Croc.Now,	use	Detective	Mode	and	identify	your	enemies.	One	is	armed,	one	hasdaggers,	and	one	has	a	stun	baton.	These	are	your	most	important	targets.	Asidefrom	that,	other	thugs	will	try	to
pull	metal	bins	off	the	walls	and	throw	themat	you.	Your	special	moves	do	wonders	here,	but	so	do	your	gadgets.	ComboBatarang	and	the	new	Ultra	Batclaw	can	help	you	temporarily	take	some	enemiesout	of	the	fight	as	you	deal	with	others.When	you've	taken	them	all	out,	look	for	the	two	security	boxes	on	the	wall.Use	your	Cryptographic	Sequencer
on	both	to	shut	down	the	first	two	pumps.Grapple	up	to	the	ledge	and	use	the	exit.Caves	-	Pressure	Control	Junction---------------------------------There	shouldn't	be	anything	hindering	you	as	you	make	your	way	across	the	roomto	the	east	corridor.	Look	for	three	more	sets	of	JOKER	TEETH	along	the	way.Caves	-	Control	Room--------------------As	the	other	room
was	a	combat	one,	this	is	a	Predator	room.	There	are	a	wholelot	of	enemies	in	here	too.	Step	toward	the	exit	and	look	for	a	gargoyle	above.Zip	up	to	it	and	use	this	plan	your	attack.You	can	begin	by	grappling	to	the	gargoyle	that	is	above	the	southwest	walkway.A	thug	will	pass	underneath	it	really	soon	so	try	not	to	miss	the	window	for	anInverted
Takedown.	That	starts	things	off,	so	get	out	of	there	and	plan	yournext	move.	You	can	drop	down	to	the	lower	level.	Some	thugs	will	patrol	downhere	so	Corner	Takedowns	are	possible,	but	watch	out	for	groups.	In	thesecases,	you	can	hide	in	a	grate	and	see	if	maybe	you	can	spring	out	and	performa	Silent	Takedown	on	one,	then	hide	again,	and	get
the	other	by	surprise.Ledge	Takedowns	are	also	quite	possible,	but	it	can	be	difficult	when	there	area	lot	of	thugs	in	the	beginning.	One	strategy	to	try	is	to	use	a	Sonic	Batarangand	plant	it	on	the	southwest	walkway	or	another	walkway	where	there	is	arailing.	Have	a	thug	investigate	and	either	detonate	the	Batarang	or	take	himout	a	different	way.
When	the	others	come	to	investigate,	get	into	positionwhere	you	can	use	the	Ultra	Batclaw	and	pull	all	three	of	them	over	therailing.	Sweet!There	are	also	two	enemies	holed	up	in	the	control	room	in	the	east.	They	areeasy	to	take	out.	Using	the	lower	area,	find	a	vent	cover	to	use.	Take	the	ventto	a	little	area	sitting	right	below	the	control	room.	The
floor	is	weak	thereso	use	the	Ultra	Batclaw	to	pull	it	out	from	under	them,	taking	them	both	downat	once.	Flee	before	the	others	investigate.Choose	how	to	deal	with	the	remainders--it	shouldn't	be	tough	by	now.	After	theroom	is	clear,	go	to	the	southwest	wall	and	pull	it	down	with	the	Batclaw	(useDetective	Mode	to	find	it).	Climb	inside	and	scan	the
ARKHAM	CHRONICLE	here.Do	the	same	for	the	northwest	wall.	This	one	has	a	RIDDLER	TROPHY	inside.Go	to	the	east	now	and	on	the	left	wall	inside	the	control	room,	there	is	asecurity	box.	It's	of	the	Joker	variety	so	remember	you're	timed	and	have	todisable	three	"locks".	Once	it's	shut	down,	the	third	pump	is	also	shut	down.That	takes	care	of
that	threat.As	you	make	your	way	back	to	the	door,	two	thugs	try	to	stop	you.	Easy.	Clobberthem	and	then	use	the	door.Caves	-	Pressure	Control	Junction---------------------------------Go	back	down	this	corridor.	Before	you	reach	the	center	room,	a	gift	box	willexplode,	launching	three	JOKER	TEETH.	Destroy	them,	then	proceed.In	the	center	room,	you'll	be
trapped.	Joker	then	sends	down	a	Titan	to	dealwith	you.	You've	handled	these	guys	before,	so	it	shouldn't	be	too	much	of	aproblem.	He'll	charge	you	from	the	start,	so	Quick	Batarang	and	evade,	thenhit	him	a	few	times	and	back	away.	After	this,	Joker's	other	thugs	enter	thefray.	Now	you	have	to	deal	with	these	guys	while	also	watching	the
Titan.Counter	any	incoming	attacks	from	them	but	remain	focused	on	the	Titan.	Whenhe	charges	again,	activate	another	Quick	Batarang	and	get	out	of	there.	Runto	him	and	attack,	countering	other	enemy	attacks	in	the	process.	When	hekneels,	attack	again	to	get	on	his	back.	Now,	use	the	Titan	and	attack	theother	thugs	until	you	get	thrown	off.
Hopefully,	by	the	time	you're	finished,the	next	batch	of	thugs	will	emerge.This	is	where	things	can	get	difficult.	Don't	engage	the	other	enemies	nearthe	Titan	because	he	will	smash	you	to	death.	Put	some	distance	between	you	andthe	Titan	and	lure	the	others	to	you.	Counter	their	attacks	and	just	wait	foranother	charge.	Batarang,	evade,	and	then
attack.	Keep	this	as	your	generalstrategy.	Never	get	too	close	to	the	Titan	before	it	charges.	Also	watch	for	itto	throw	bodies	and	such.Use	the	Titan	again	to	help	you	defeat	some	of	the	henchmen.	The	third	and	byfar	largest	group	shows	up.	Try	to	take	some	of	them	down	as	well	before	youget	thrown	off	again.	Again,	avoid	the	Titan	and	then	wait
for	it	to	charge	andattack	it	until	you	finish	it	off.	After	this,	you	have	only	the	large	group	ofhenchmen	to	deal	with.	This	can	be	a	tough	fight	overall	so	having	at	leastArmor	Upgrade	V2	will	help.	Counter	and	use	your	special	moves	until	the	lastthug	has	gone	down.After	that,	give	yourself	a	small	pat	on	the	back.	Go	through	the	north	doorwaywhere
the	Titan	burst	through.	Look	up	and	find	the	wall	that	you	can	use	yourUltra	Batclaw	on.	Pull	it	down	and	then	grapple	up	to	this	ledge.	Inside	is	anARKHAM	CHRONICLE.From	here,	turn	around	and	pull	down	another	wall	above.	Grapple	up	here	andthen	turn	around	and	jump	on	this	little	platform.	Plant	Explosive	Gel	in	thecenter,	then	jump	back
to	the	previous	platform.	Detonate	the	gel	and	theelevator	above	crashes	down.	You	can	now	escape	by	pulling	down	the	next	wallabove	you	and	grappling	to	it.	Follow	the	hall	down	to	a	door.Arkham	Island	-	Arkham	West---------------------------Destroy	the	wall	in	front	of	you	with	Explosive	Gel	and	your	location	will	soonbecome	a	bit	more	clear.	As	you
can	observe	here,	Ivy's	influence	hasexpanded	to	the	whole	island.	Her	plants	and	more	of	those	lunatics	are	roamingabout.	There's	also	a	sniper	in	the	tower	to	watch	out	for.You	can	do	some	nearby	goodie	hunting	but	I'm	still	saving	a	small	sectionbefore	the	end	of	the	game	for	that.	We're	gonna	try	to	just	get	the	ones	thatare	sort	of	along	the	way
for	now.	That	being	said,	you	need	to	get	to	ArkhamEast,	right?	Go	southeast,	but	not	toward	the	tunnel	just	yet.	Instead	goto	the	Medical	Facility	building	and	climb	to	the	roof.On	the	roof,	go	to	the	northeast	corner	(you	can	also	just	grapple	directly	upto	that	part	of	the	roof)	and	have	Batman	face	north.	You	should	see	a	cliffon	the	far	side	with
RIDDLER	TROPHY.	Use	the	Line	Launcher	to	get	over	thereand	grab	it.	This	gives	you	the	Character	Trophy	for	the	Batwing.Go	down	to	where	the	tunnel	entrance	to	Arkham	East	is,	but	again,	don't	gothrough	it.[RIDDLE	ME	THIS:	"Does	Scarecrow's	gas	break	down	barriers	as	it	drives	youinsane?"]Standing	in	front	of	the	gateway,	look	for	the	two
overhanging	platform/pillarthings.	Grapple	up	to	the	one	closest	to	the	door	and	then	with	Detective	Modeon,	examine	the	rock	wall	on	your	left.	There	is	a	structurally	weak	wall	here.Use	the	Ultra	Batclaw	first,	then	grapple	up	to	it.	Within	this	nook	are	a	fewcanisters	of	what	we	assume	is	Scarecrow's	fear	toxin.	Scan	it	to	solve	thisriddle.Drop	down
and	now	and	proceed	east,	passing	just	under	the	sign	that	says"ARKHAM	EAST"	but	yet	again,	do	not	pass	through	the	door.	Stand	right	in	frontof	the	door	and	look	straight	up.	Detective	Mode	reveals	another	weak	wall.	Usethe	Batclaw	again,	then	zip	up	here	to	find	a	sneaky	RIDDLER	TROPHY.Yes,	you	can	proceed	through	the	door,
finally.Arkham	Island	-	Abandoned	Tunnel--------------------------------Not	much	here	except	more	of	Ivy's	plant	pods	and	her	voice	channeling,reaching	your	ears	from	deep	within	the	Botanical	Gardens.	Keep	your	eyes	outfor	two	sets	of	JOKER	TEETH	near	the	exit.Arkham	Island	-	Arkham	East---------------------------You'll	have	to	fight	your	way	through	more
mutated	plants	as	you	tread	towardthe	Botanical	Gardens	building.	God	only	knows	what's	waiting	there.	Of	moreimportance	in	this	area	are	the	two	snipers,	one	in	each	tower.	Get	the	twosets	of	JOKER	TEETH	near	the	Warden's	statue,	then	go	up	after	the	first	sniperin	the	south	tower	and	perform	a	Ledge	Takedown.	Two	additional	sets	of
JOKERTEETH	in	this	tower.When	the	other	sniper	isn't	looking,	Line	Launcher	yourself	over	to	him	andtake	him	down	too.	After	that,	drop	down	from	here	and	make	your	way	over	tothe	staircase	leading	to	the	gardens.	Up	the	first	small	flight,	you'llencounter	another	plant	pod	and	right	next	to	it,	what	should	be	the	last	twoJOKER	TEETH	for
Arkham	East.Go	around	the	tree	and	enter	the	Botanical	Gardens	yet	again.Botanical	Gardens	-	Glasshouse	Entrance---------------------------------------You	need	to	take	the	detour	to	get	around	the	large	roots	again.	Slip	insidethe	opening	on	your	left	and	just	go	all	the	way	through	until	you	can	grappleup	through	the	open	grate.More	plant	pods	are	strewn
about.	Destroy	them	and	Ivy	becomes	understandablyupset.	Proceed	north	and	through	the	doors.Botanical	Gardens	-	Botanical	Glasshouse----------------------------------------More	plant	pods.	Remember	to	sneak	up	on	them	and	destroy	them.	Simply	fightyour	way	through	to	the	top	level	and	the	doors	up	there.Botanical	Gardens	-	Flooded	Corridor----------------
--------------------A	giant	vine	clears	the	main	corridor	of	the	debris	that	Joker	once	created	awhile	back	with	his	explosion.	On	your	right	are	three	JOKER	TEETH,	the	lastthree	for	this	area	hopefully.	Get	them	before	moving	on.The	water	is	still	electrified	so	use	your	Line	Launcher	to	get	over	there.	Gothrough	the	corridor	and	chase	the	vine	as	it	leads
you	to	the	center	room.	Inhere,	two	Arkham	guards,	under	Ivy's	influence,	will	attack	you.	Don't	holdback	because	they're	good	guys.	Smash	them	to	the	ground.Peer	down	the	west	corridor	and	the	vine	is	simply	waiting	for	you.	Fire	up	theLine	Launcher	to	get	there.	Proceed	down	this	short	passage	to	arrive	at	thedoors	and	the	site	of	the	impending
fight.Botanical	Gardens	-	Elizabeth	Arkham	Glasshouse-----------------------------------------------A	scene	plays.	Giant	plant	monster?	Should've	seen	that	one	coming...[BOSS	FIGHT	-	POISON	IVY]Ivy,	with	the	power	of	Titan,	has	conjured	up	this	behemoth	beast	of	a	plant.It's	a	formidable	opponent.	Try	to	have	at	least	Armor	Upgrade	V3	for	thisfight.The
creature's	outer	vines	pierce	the	platform	you're	on	and	cause	many	othersmaller	vines	to	appear.	Each	vine	patch	covers	one	third	of	the	platform	at	atime	and	if	you	don't	get	away	in	time,	they'll	ensnare	you	and	drain	yourhealth	until	you	free	yourself	by	tapping	X.	This	is	a	really	easy	thing	toavoid	though	for	the	most	part.For	the	next	stage,	Ivy
has	her	plant	attack	with	the	two	inner	vines.	Theseones	shoot	spores	directly	at	you.	Left	or	right	movement	is	the	key.	After	afew	shots,	the	main	core	of	the	plant	opens	up	to	expose	Ivy.	This	is	yourwindow	of	opportunity	to	attack.	Use	a	Quick	Batarang	and	you	should	hit	herfor	a	small	amount	of	damage.	This	is	your	strategy.Problem	is,	the
window	is	somewhat	small	and	you	have	to	try	to	focus	on	nottaking	damage	from	the	spore	shots.	The	first	idea	is	to	evade	from	these	bydouble	tapping	X.	I	don't	prefer	this	strategy	though.	I	find	it	a	lot	betterto	just	run	left	to	right	by	holding	X.	Evading	makes	it	hard	to	prepare	aBatarang	right	after	and	sometimes	when	you	try	to	go	Quick
Batarang	+	Evadein	quick	succession,	you'll	still	get	hit	by	that	last	spore.	Running	makes	iteasy	to	avoid	the	spores	and	also	set	yourself	for	a	Quick	Batarang	before	Ivyprotects	herself	again.Also,	one	important	thing	to	keep	in	mind	is	that	you	should	keep	throwingBatarangs	when	possible.	Even	when	she's	protected	you'll	still	deal	a	verysmall
sliver	of	damage.After	you	get	a	direct	hit,	the	two	vines	unleash	a	bunch	of	spores	at	once	soconsider	evading	for	this	or	just	run	all	the	way	to	the	left	or	right	to	avoidall	of	them.This	will	be	the	basic	flow	of	the	fight	for	the	first	half.	Stay	away	from	thevine	attacks	and	then	dodge	her	spores	by	running	and	use	Quick	Batarang	whenshe	is	open	to
attack.	It	seems	pretty	simple	once	you	get	the	hang	of	it.Deplete	her	health	and	the	plant	falls	to	the	platform,	begging	you	to	run	upto	it.	Select	your	Explosive	Gel	and	spray	a	charge	on	her	protective	capsule.He	automatically	detonates	it,	but	unfortunately,	it's	not	enough.	We	need	todo	this	again.	Now	it	gets	a	lot	harder	though.Your	health	is
automatically	restored	and	this	marks	a	checkpoint	in	the	fight.Ivy	adjusts	her	strategy	slightly.	Now,	while	you	have	to	worry	about	her	vineattacks,	she	sends	controlled	guards	after	you.	The	difficulty	here	is	dealingwith	and	countering	their	attacks	all	the	while	watching	for	the	vines	to	cometo	your	area.	When	they	do,	use	Redirect	quickly	and	just
get	out	of	there,fleeing	to	safety.	Also,	don't	let	a	combo	attack	carry	your	momentum	towardsthe	vines.Once	you	defeat	them,	the	shooting	phase	starts.	Again,	try	to	run	instead	ofdodge.	She	fires	them	a	lot	faster	now	so	try	to	stay	on	the	move	and	find	aquick	moment	to	use	Quick	Batarang.	She	usually	opens	the	capsule	after	thefirst	shot.The	fight
will	continue	like	this.	You	want	to	try	to	avoid	losing	any	healthin	the	first	phase	with	the	guards.	It	gets	tough	because	Ivy	shifts	the	vinesaround	a	lot.	You	can	try	to	knock	the	guards	off	the	cliff	though	and	thatmakes	it	a	lot	easier.Once	you	bring	her	health	down	again,	plant	the	Explosive	Gel	for	a	scene	andthe	end	to	this	fight.	Chapter	16	-----------
---------------	TREASURE	HUNTINGo----------------------o|Riddles:	5	||Riddler	Trophies:	13	||Interview	Tapes:	5	||Joker	Teeth:	4	||Chronicles:	6	|o------------[aa16]----oArkham	Island	-	Arkham	North----------------------------The	first	thing	you'll	likely	notice	is	that	there	are	fireworks.	No,	that'snot	the	speakers	on	your	TV	crackling;	it's	fireworks.	They're	directing
youover	to	the	Penitentiary	in	Arkham	West	where	the	"party"	is	being	held.	By	allmeans	feel	free	to	run	off	there	if	you're	in	a	hurry	to	finish	the	game.	Youcan	still	collect	goodies	afterwards.	I	put	this	chapter	in	to	just	finish	themall	off	before	the	final	fight.This	will	be	assuming	you've	followed	this	guide	to	the	letter	up	to	thispoint.	If	you	need
extra	help,	seek	out	the	Secrets	Maps	in	each	area.	We	beginin	Arkham	North	where	there	a	few	things	we	still	need.For	starters,	over	near	the	east	exit	(leading	back	to	Arkham	East)	there	aretwo	JOKER	TEETH	on	the	ground.	Next,	go	over	to	the	west	side	and	grapple	up	tothe	west	guard	tower.	Up	here	are	the	last	two	JOKER	TEETH.	These
should	be	allof	them	in	the	game	too.Standing	up	here	on	the	tower,	look	to	the	west	wall.	Fire	the	Line	Launcher	inthis	direction	to	reach	a	distant	platform	with	a	RIDDLER	TROPHY	upon	it.	Dropdown	now	and	then	turn	around.	There's	a	weak	wall	high	up,	a	little	bit	underthat	platform,	again	on	the	west	side.	Use	the	Ultra	Batclaw,	then	grapple
upto	find	a	RIDDLER	TROPHY.	This	one	gives	you	the	Henchman	on	Titan	CharacterTrophy.Next,	go	into	the	west	corridor	leading	back	to	Arkham	West.	Grapple	up	to	thevent	above	you.	Turn	around	and	look	for	a	weak	spot	on	the	wall	here.	UltraBatclaw	it	like	always	and	then	grapple	up	to	find	this	RIDDLER	TROPHY.	Thisone	is	good	for	the
Invisible	Predator	Challenge	Map.Go	right	back	out	to	Arkham	North.	We're	taking	a	small	detour	but	be	preparedto	come	right	back	to	Arkham	North	again	so	we	can	enter	the	Intensive	Treatmentbuilding.	For	now	though,	go	to	the	path	to	the	left	of	the	building,	that	onethat	leads	back	to	the	Batcave.	Go	all	the	way	through	until	you	arrive	at
thecave.	You	should	be	able	to	go	straight	through	to	the	main	exit	that	will	takeyou	back	to	the	Old	Sewer.	In	the	Old	Sewer,	make	a	right	at	the	intersectionand	enter	Croc's	Lair.Caves	-	Croc's	Lair-------------------As	soon	as	you	enter,	look	up	to	the	ceiling	for	a	weak	structure	to	use	theUltra	Batclaw	on.	You'll	find	a	RIDDLER	TROPHY	when	you
grapple	up	here.	Itunlocks	Rumble	In	The	Jungle	(Extreme)	for	Challenge	Mode.	Return	all	the	wayback	to	Arkham	North.Arkham	Island	-	Arkham	North----------------------------You	need	to	go	to	the	Intensive	Treatment	Building.	The	only	way	in	is	the	upperlevel	again	so	climb	the	guard	tower	and	use	the	Line	Launcher	again.	Onceinside,	make	your	way
through	until	you	reach	Intensive	Treatment	LobbyIntensive	Treatment	-	Intensive	Treatment	Lobby-----------------------------------------------In	this	very	familiar	room,	you'll	want	to	drop	down	to	the	bottom	floor	and	goto	your	left	(west	side).	There	is	a	doorway	down	here	a	guard	opened	for	youa	long	time	ago.	It	was	covered	by	Ivy's	roots	last	time	we	were
here	so	thepassage	beyond	it	was	off	limits.	Now	you	can	go	through.Intensive	Treatment	-	Utility	Corridor--------------------------------------Go	down	the	stairs	and	look	for	the	Explosive	Gel	wall	here.	Detonate	it	and	goinside	to	take	this	RIDDLER	TROPHY.	Instead	of	going	back,	just	follow	thiscorridor	all	the	way	to	the	exit.	It	eventually	takes	you	to	that
cliffoverlooking....Arkham	Island	-	Arkham	East---------------------------We're	back	here	again.	Drop	down	to	the	main	area	below.	We	have	pressingbusiness	in	the	Botanical	Gardens	and	Arkham	Mansion.	Head	to	the	Gardens	first.Make	your	way	back	to	the	center	room	of	the	Flooded	Corridor	area.Botanical	Gardens	-	Flooded	Corridor-----------------------------
-------Now,	if	you've	been	following	this	guide	to	a	T,	you'll	see	on	your	map	thereshould	only	be	two	nagging	Riddler	Challenges	left.	Find	the	vent	which	shouldbe	cleared	now	and	enter.	Go	down	the	ledges	to	the	doorway	to	return	to	thatbig,	confusing	room.Botanical	Gardens	-	Abandoned	Chamber-------------------------------------Turn	right	and	try	to	jump
to	this	platform.	Again,	it	can	be	a	little	trickysometimes.	You	can	also	jump	to	the	one	across	from	the	door	and	then	LineLauncher	over.	Go	around,	and	shimmy	up	to	the	waterfall	ledge.	Jump	acrossfrom	here	and	follow	this	ledge	down	to	the	catwalk	you	should	have	cut	downearlier	from	the	ceiling.Take	the	catwalk	down	to	the	near	end	and	stop.
Look	up	on	the	east	wall	for	aweak	spot.	Use	the	Ultra	Batclaw.	From	here,	you	can	try	to	jump	up	to	it	(youneed	to	hug	the	wall	and	jump	from	the	nearest	platform)	or	drop	down	andgrapple	up	to	it.	Inside	is	a	RIDDLER	TROPHY.Exit	this	room	and	go	back	to	the	Flooded	Corridor.	From	the	center	room	again,go	east	this	time	to	reach	the	Aviary.	Go
up	to	the	secret	doorway	you	foundearlier	on	your	first	visit.	Use	this	to	get	back	to...Botanical	Gardens	-	Titan	Production	Facility---------------------------------------------Use	the	Line	Launcher	to	get	into	the	big	room.	Turn	around	immediately	and	atthat	doorway,	have	Batman	face	northeast.	Use	the	Ultra	Batclaw	to	remove	thewall	here.	Use	the	Line
Launcher	to	reach	the	ARKHAM	CHRONICLE	here.	Now	youshould	be	finished	with	the	Botanical	Gardens.Return	to	the	courtyard	and	go	southeast	toward	the	mansion.	You	want	to	enterthe	mansion	and	make	your	way	to	the	Library	first.Arkham	Mansion	-	Library------------------------Turn	left	immediately	upon	entering	and	in	this	passage	there	is	an
electricbarrier	in	place.	Use	your	Cryptographic	Sequencer	to	disable	it.	On	the	otherside	is	an	INTERVIEW	TAPE	sitting	on	the	desk.	As	you	get	closer	to	getting	all240	challenges,	The	Riddler	becomes	increasingly	frustrated.Return	to	the	Main	Hall	and	take	it	all	the	way	up	to	the	north	end.	Go	east,past	the	giant	crashed	bell	and	through	this
doorway.Arkham	Mansion	-	East	Wing	Corridor-----------------------------------This	one	will	be	quick	and	easy.	Enter	and	turn	left.	Look	for	the	structuralweakness	on	the	west	wall.	Pull	it	down	with	the	Ultra	Batclaw,	climb	up,	MerryChristmas.	This	RIDDLER	TROPHY	gives	you	Survival	Tactics	(Extreme)	inChallenge	Mode.Return	to	the	Main	Hall	again	and
just	go	straight	across,	to	the	west	wingthis	time.Arkham	Mansion	-	West	Wing	Corridor-----------------------------------Go	down	and	then	up	the	stairs	to	the	location	of	one	of	Joker's	gift	boxeswhich	has	long	been	open.	Turn	left	and	look	for	the	structural	weakness	on	thewall	to	use	your	Ultra	Batclaw	on.	This	one	drops	you	down	to	an	area	with
anINTERVIEW	TAPE.Proceed	further	west	now.Arkham	Mansion	-	Arkham	Records	Room------------------------------------There	should	be	only	one	thing	left	in	this	room.[RIDDLE	ME	THIS:	"Our	records	show	that	a	Strange	transfer	request	was	made	inthis	room."]Go	down	and	then	turn	left	when	you	reach	the	center	of	the	room.	Go	up	thisstaircase	and	it
requires	the	sequencer.	The	floor	in	this	narrow	corridor	iselectrified.	You'll	need	to	use	the	Line	Launcher.	Inside	this	room,	look	forthe	pile	of	red	books	on	your	right	with	papers	saying	"STRANGE	FILES".	Zoomin	and	scan	this	for	the	riddle	solution	and	a	Character	Bio	for	Hugo	Strange.Technically,	you	can	get	this	as	soon	as	you	obtain	the
sequencer.	You	justneed	at	least	Armor	Upgrade	V2	or	V3	(not	sure	exactly)	and	you	can	roll	downthe	corridor	by	tapping	X	to	make	it	through	with	little	damage.You're	done	for	Arkham	Mansion.	Return	to	Arkham	North.Arkham	Island	-	Arkham	North----------------------------Go	to	the	side	passage	near	the	Intensive	Treatment	facility.	It's	on	the	eastside
of	the	building	on	your	map.	You	should	remember	it	from	earlier	in	thegame.	You	might	have	to	meander	a	bit	to	get	around	the	giant	roots	blockingthe	entrance,	but	you	should	be	able	to	squeeze	in.Grapple	up	to	a	ledge	here.	Turn	right	from	the	chronicle	here	(that	you	shouldalready	have)	and	then	grapple	up	to	the	next	ledge.	Turn	around
immediatelyand	use	your	Ultra	Batclaw	on	the	wall	here.	Jump	in	here	to	find	that	RIDDLERTROPHY	that	taunted	you	so	long	ago.	This	one	is	redeemable	for	the	CharacterTrophy	for	Joker.	That	should	finish	off	the	Arkham	North	page.The	majority	of	your	remaining	Riddler	Challenges	should	be	in	the	MedicalFacility.	Go	to	Arkham	West	and	make
your	way	to	the	building.Medical	Facility	-	Medical	Foyer--------------------------------Walk	right	up	to	the	table	and	take	the	INTERVIEW	TAPE.[RIDDLE	ME	THIS:	"Is	the	generosity	of	our	benefactors	on	the	Wayne?"]From	the	entrance,	turn	right	and	just	go	about	two	steps.	Face	the	northwall	and	look	for	the	gold	plaque.	Zoom	in	on	it	to	see	the	name
Bruce	Wayne.Scan	to	solve.	You'll	get	the	Character	Bio	for	Alfred.Go	around	to	the	north	exit.	Stand	at	the	staircase	leading	up	to	the	door	andturn	around.	On	the	wall	here	is	an	Ultra	Batclaw	weak	spot.	Pull	it	down	andgrapple	up	here	to	scan	an	ARKHAM	CHRONICLE.	Go	north	to	the	next	area	now.Medical	Facility	-	Sanatorium----------------------------
--Make	your	way	to	the	northeast	corner	immediately.	Look	for	the	vent	cover	andpull	it	off	with	the	Ultra	Batclaw	(which	takes	no	effort	at	all).	Grapple	uphere	and	drop	into	a	small	room	to	collect	another	RIDDLER	TROPHY.Go	down	to	the	first	floor	of	this	room	and	take	the	north	door	out.Medical	Facility	-	Upper	Corridor---------------------------------You
need	to	reach	each	of	the	three	rooms	that	this	corridor	leads	to.	Startwith	the	east	room,	the	X-Ray	Room.Medical	Facility	-	X-Ray	Room-----------------------------Enter	this	room	and	immediately	grapple	up	to	the	top	of	the	central	structure,the	same	that	Dr.	Young	was	once	held	in.	Turn	around	and	use	the	Ultra	Batclawon	this	wall.	Drop	down	before
grappling	up	to	this	ledge.	Inside	is	anotherARKHAM	CHRONICLE.Return	to	the	Upper	Corridor	and	take	it	to	the	north	room.Medical	Facility	-	Surgery	Room-------------------------------On	your	immediate	left	will	be	a	security	box.	Use	the	sequencer	and	oncecracked,	you'll	open	a	doorway.	Go	up	these	stairs	and	find	a	RIDDLER	TROPHYon	a	small
shelf.Again	return	to	the	corridor	and	take	it	to	the	west	room	this	time.Medical	Facility	-	Patient	Observation--------------------------------------Grapple	to	the	vents	above	to	get	over	the	debris	that	blocks	your	path.	Dropdown	and	turn	right	to	go	through	the	door.	Immediately	turn	right	and	look	forthe	vent	cover	on	the	east	wall.	Pull	it	down	and	then	climb
up	to	eventuallyclaim	the	RIDDLER	TROPHY	within.You're	done	up	here.	Return	all	the	way	back	to	the	Sanatorium.Medical	Facility	-	Sanatorium-----------------------------Go	to	the	elevator	on	the	east	wall.	It's	not	working,	so	you	need	to	findanother	way	to	reach	the	lower	levels.	Just	to	the	side	and	above	the	elevatordoors	there	is	a	vent	cover.	Pull	it
down	and	grapple	up	to	it.	Follow	thisvent	for	a	while	and	then	at	the	intersection,	turn	right.Medical	Facility	-	Secure	Access--------------------------------[RIDDLE	ME	THIS:	"Are	you	going	to	take	your	hat	off	to	Harley,	Bats?"]From	the	vent,	turn	right	and	drop	down	into	this	secret	room.	It's	quiteobvious	who	it	belongs	to.	Zoom	in	on	the	mannequin	head
with	Harley's	old	haton	it	and	scan	it	to	solve	this	riddle.Climb	back	out	and	enter	the	vent	again.	Go	the	other	way	now	and	kick	out	theother	vent	cover.	Go	forward	and	make	a	quick	right.	Look	in	Detective	Mode	fora	weak	wall	to	your	left,	above.	Pull	it	down	with	the	Ultra	Batclaw	and	enter.Take	the	RIDDLER	TROPHY	off	the	medical	table	here.
It	unlocks	the	ChallengeMap,	Shock	and	Awe	(Extreme).Either	use	the	sequencer	to	get	out	of	here	or	climb	out	the	way	you	entered.Either	way,	you	need	to	disable	the	next	electric	barrier	so	you	might	as	wellclimb	out	and	find	the	security	box	which	is	right	across	from	it	on	theopposite	wall.	It's	one	of	the	tougher	ones	to	crack	(less	so	with
thesequencer	upgrade).Enter	the	small	office	now	once	the	barrier	is	down.	On	your	immediate	right	isan	INTERVIEW	TAPE.	Take	it	and	we're	done	in	here.Go	back	out	into	the	corridor	and	go	through	that	path	you	had	to	blow	openwith	Explosive	Gel	your	first	time	here.	It'll	take	you	southwest	to...Medical	Facility	-	Lower	Corridor---------------------------
------Go	forward	and	make	a	right	through	the	open	doorway.	Follow	the	green	arrowsup	the	stairs,	into	the	small	room	and	through	the	door.Medical	Facility	-	Experimental	Chamber---------------------------------------You'll	have	to	tediously	make	your	way	through	the	vents	to	the	ground	areabelow.	Then	walk	around	to	the	south	side	and	you'll	find	Bane's
old	cell.Enter	it	and	take	the	INTERVIEW	TAPE	off	the	table.	This	is	the	last	one	forRiddler.	You	should	also	be	done	with	Medical	Facility.	The	burden	is	on	you	tomake	the	long	trip	out	of	here.Our	last	destination	is	the	Penitentiary,	so	head	to	Arkham	West.	There's	areason	I	chose	this	as	our	last	destination	and	you'll	see	soon	enough.	Makesure
when	you	enter,	you	choose	the	main	old	entrance,	not	the	one	that	thethugs	are	all	crowded	around	at.Penitentiary	-	Guard	Room-------------------------This	is	where	you	rescued	the	guards	from	Harley	earlier.	The	room	is	stillflooded	with	Joker	Toxin,	but	now	we	have	the	means	to	do	something	about	that.Go	left	from	the	entrance	into	the	area	where
the	guards	actually	are.	Grappleup	to	the	vent	above	and	find	the	wall	to	use	Explosive	Gel	on.Once	you	detonate	it,	you	can	get	a	look	at	the	room.	The	toxin	prevents	youfrom	landing	anywhere.	Look	in	Detective	Mode	and	you	can	see	the	security	boxfor	the	fan	is	behind	another	weak	wall.	Use	your	Ultra	Batclaw	from	here	andit	will	reach.	Pull
down	the	wall	and	then	aim	a	Batarang	at	the	box	to	destroyit	and	make	the	room	safe	again.Start	by	using	the	Line	Launcher	to	go	across	to	where	the	security	box	is.	Gothrough	the	door	and	turn	right	to	find	a	RIDDLER	TROPHY.	This	unlocksInvisible	Predator	(Extreme)	for	Challenge	Mode.Walk	back	inside	now	and	stay	on	this	ledge.[RIDDLE	ME
THIS:	"When	is	something	right	in	front	of	your	eyes	but	stillhidden	from	view?"]From	the	north	ledge,	look	back	toward	the	south	one	with	Detective	Mode	on.You	should	see	both	parts	of	the	question	mark.	Just	align	them	correctly	(usezoom	if	you	have	to)	and	scan	to	solve	this	riddle.[RIDDLE	ME	THIS:	"Prometheus,	Arkham	guard's	most	wanted
and	most	hated."]With	that,	next	drop	down	to	the	room	below.	If	you	drop	down	and	turn	leftto	explore	the	northeast	corner,	you	can	find	some	papers	on	a	bulletin	boardon	the	wall.	Zoom	in	on	the	wanted	poster	and	scan	it	to	get	this	riddlesolution	and	the	Character	Bio	for	Prometheus.	That	should	complete	all	of	theCharacter	Bios!	Schwing!As
you	near	the	last	few	challenges,	you'll	notice	Batman	finally	has	the	means(somehow)	to	track	The	Riddler's	location	and	he	forwards	this	information	tothe	Gotham	police.	We	need	just	a	few	more	though.In	the	main	toxin-free	room	again,	walk	over	to	the	south	side.	There	is	thewater	in	front	of	a	weak	wall.	Use	your	Explosive	Gel	here	to	reveal	a
nookwith	an	ARKHAM	CHRONICLE	inside.You're	done	here.	You	only	have	one	more.	Return	to	the	Main	Cell	Block.Penitentiary	-	Main	Cell	Block------------------------------Run	through	the	cells	area	and	into	the	main	room	with	the	deactivated	electricfloor.	Turn	right	and	find	the	south	doorway.	Enter	and	immediately	turn	left.You	should	see	that	wall	you
blew	up	a	while	back.	There	is	the	ledge	on	thefar,	far	side.	Use	the	Line	Launcher	to	get	to	it.	Turn	right	from	the	boxthough	and	find	the	ARKHAM	CHRONICLE	here.	Scan	it	and	pay	close	attention	tothis	message.Read	the	story	page	too	and	if	you've	paid	attention	to	these	messages,	you	candeduce	that	the	spirit	of	Amadeus	has	possessed
someone	now.	The	question	iswho?	I'll	allow	you	to	figure	it	out,	but	the	answer	is	probably	as	obvious	asyou	think	it	is.	If	you're	not	sure,	read	on.More	importantly	perhaps	is	that	you	solved	every	riddle	and	defeated	TheRiddler.	Listen	to	his	last	transmission	and	pat	yourself	on	the	back.	You	willearn	the	"Crack	The	E	Nigma"	Trophy/Achievement
for	this.You	can't	zip	back	across	with	the	Line	Launcher	for	whatever	reason,	so	usethe	sequencer	on	the	security	box	to	remove	the	electric	charge	from	the	water.Return	to	the	main	corridor	and	turn	left.	Pass	through	the	doorway,	goingsouth	to	the	next	chamber.	Pass	through	The	Green	Mile	and	into	the	finalchamber.Penitentiary	-	Security
Control	Room------------------------------------Go	up	the	stairs	to	the	small	room	above	where	Warden	Sharp	once	was.	He's	gonenow.	Look	on	the	floor	though	and	you	see	"BATMAN"	written	about	a	dozen	ormore	times.	Scan	this	for	the	final	ARKHAM	CHRONICLE	and	the	secret	to	berevealed.	It	awards	you	with	the	"World's	Greatest	Detective"	Trophy
orAchievement.That's	everything!	Everything	except	the	final	battle	that	is.	Ditch	this	dankplace.	Chapter	17	--------------------------	LAST	LAUGHSo----------------------o|Riddles:	0	||Riddler	Trophies:	0	||Interview	Tapes:	0	||Joker	Teeth:	0	||Chronicles:	0	|o------------[aa17]----oGo	right	next	door,	going	left	(east)	from	the	exit	of	the	Penitentiary	toanother	entrance
into	the	building.	Right	outside,	there	is	a	welcoming	partyfor	Batman.	They	don't	attack,	and	instead,	surprisingly,	they	welcome	you.	Ifyou	open	the	door,	there	is	a	whole	horde	of	them	also	ready	to	cheer	you	in.It's	up	to	you,	but	you	can	defeat	all	of	these	guys	first	for	a	Trophy.	Justnote	that	you	need	to	defeat	the	first	four	thugs	outside	first
before	you	goin	(the	door	locks	after	you	go	in).	Then	when	they're	down,	go	inside	and	takecare	of	all	the	others.	There's	enough	space	and	they're	not	super	aggressive,so	it's	an	easy	fight.	Defeat	them	all,	outside	and	inside	for	the	"PartyPooper"	Trophy.Go	through	the	door	now,	on	to	the	final	confrontation.Visitor	Center	-	Visitor	Room-------------------
----------The	game	takes	on	a	first	person	view	for	now.	Walk	toward	the	glass	window	andJoker	appears.	Listen	on	and	then	Joker	hints	at	a	bomb.	No	matter	how	far	awayyou	try	to	get,	the	result	is	the	same.	After	the	explosion,	go	through	theglass	where	Joker	was	and	turn	right.	A	scene	starts	up.Visitor	Center	-	Throne	Room----------------------------After
the	scene,	you're	pitted	in	a	fight	against	two	Titans	and	a	bunch	ofthugs!	Yeah,	it	can	be	tough.	By	now	you	should	have	all	of	your	upgrades	sothat's	a	good	start.	The	titans	are	your	biggest	priority	obviously.	Wheneveryou're	fending	off	attacks	from	the	thugs,	always	keep	your	distance	from	themand	wait	for	them	to	charge.	When	they	do,	tap	L1
for	Quick	Batarang	and	thenget	out	of	the	way	as	always.When	attacking	a	stunned	Titan,	you	always	need	to	watch	for	thugs	and	ofcourse	the	other	Titan.	Your	goal	is	to	ride	one	of	them	so	you	can	whack	thethugs	and	the	other	Titan	around.	The	thugs	will	just	keep	coming,	so	youshould	focus	on	the	Titans.	Always	keep	your	distance	and	use
yourmulti-Batarangs	to	keep	thugs	down.	Focus	on	countering	at	the	least	and	not	somuch	attacking,	this	way	you	can	avoid	damage	from	the	lowlifes.	When	theycharge	again,	do	the	same	and	attack.	It's	good	to	put	yourself	in	a	positionwhere	one	Titan	that	charges	knocks	the	other	one	down	in	the	process,	givingyou	a	chance	to	hit	both	of	them.It
might	take	a	few	tries	but	eventually	you	should	be	able	to	overcome	thisassault.	Two	scenes	play	so	sit	tight	before	the	finale	unfolds.[BOSS	FIGHT	-	TITAN	JOKER]He's	not	like	any	Titan	creature	you've	faced.	He's	a	bit	more	dangerousactually,	but	he	doesn't	make	up	much	of	the	fight.	At	the	beginning,	he'llflail	away	at	you	with	his	claws,	coming
closer	with	each	strike.	Try	to	runaround	the	perimeter	of	this	arena	to	evade	him.After	that,	Joker	jumps	up	to	the	high	ledge	and	sends	his	goons	after	you.It's	a	big	group	so	mind	what	you	have	learned,	young	padawan,	save	you	it	can.*Ahem*	Hopefully	by	now	you're	pretty	proficient	at	Freeflow	Combat.	The	camerahere	can	be	a	tiny	bit	annoying
but	it	shouldn't	pose	a	significant	threat.Also	all	the	thugs	are	normal	ones,	no	stun	baton	or	dagger	guys.	Build	up	foryour	special	moves	and	use	them.	Watch	out	for	Joker	to	drop	weapons	and	asmall	moving	trap	that	follows	you	around	and	blows	up.	Wait	until	it	gets	toyou	and	then	evade	to	get	away	from	it.Once	you've	smote	each	thug,	turn	your
eyes	to	Joker.	He'll	have	his	backturned	to	you.	Use	your	Ultra	Batclaw	and	aim	it	at	him.	You	can	hook	on	tohim	and	pull	him	down.	Do	so	and	he'll	be	stuck	in	the	floor	temporarily.	Usethis	opportunity	to	strike	him	and	knock	off	a	large	chunk	of	his	health.	Good,now	you	just	need	to	repeat	this	two	more	times.Joker	will	start	striking	again.	Get	away
and	let	him	chase	you	around	thearena,	running	and	evading	as	you	go.	You	should	be	able	to	make	it	withoutgetting	hit	this	way.	When	he	retreats,	you	have	more	thugs	to	deal	with.	Watchout	for	the	traps	again	and	use	Combo	Takedown	and	Throw	to	help	you	out.	Theouter	walls	are	electrified	so	you	can	use	those	to	help	you	a	little.	In	thisbatch
should	be	two	dagger	guys	and	identifying	them	with	this	camera	can	be	alittle	tough.	Try	to	save	your	Combo	Takedowns	for	them.After	that,	pull	Joker	down	again	and	attack.	Thus	begins	the	last	leg	of	thisfight.	After	dodging	him,	the	last	batch	of	thugs	is	not	much	harder	than	thelast.	One	will	try	to	go	for	a	gun	so	beware	of	that.	Try	to	build	up
for	Throwand	use	it	to	toss	a	lot	of	the	thugs	into	the	electric	walls.Once	you've	beaten	them	all,	use	the	Ultra	Batclaw	on	Joker	one	more	time.	Thiswill	promptly	end	the	fight.	Watch	the	scene	that	plays	and	that	will	do	it.Congratulations!	You've	beaten	Batman:	Arkham	Asylum!	|\/|	/`._	|	|	_.'\====/
\===========================================================	/	4	\	The	Riddler's	Challenges	[rd00]==/	.-.	.-.	\=========================================================	|/	\.-.	.-./	\|	\/In	this	section,	we	will	go	through	all	of	the	Riddler	Challenges	in	the	game.They	will	be	listed	by
type	first	(Trophy,	Riddle,	Teeth,	etc),	and	then	by	thearea	they	are	found	in.	Further	information	will	also	be	available	like	gadgetsnecessary	to	get	them,	and	so	on.BEWARE!	There	are	spoilers	in	this	section!Types	of	Challenges	[rd01]-------------------This	section	has	had	"COMING	SOON"	attached	to	it	for	an	exorbitantly	longamount	of	time.	Therefore,
as	of	now,	it	is	easier	to	say	it	is	in	a	permanenthiatus.	If	that,	you	know,	makes	sense.Map	Locations	[rd02]-------------Here's	a	list	of	the	locations	of	the	Riddler's	Secret	Maps,	which	show	you	thelocations	of	all	other	challenges	on	your	main
map.===============================================================================ARKHAM	NORTH|------------'Room:	N/AGadget:	Explosive	GelLocation:	In	front	of	the	entrance	to	the	Intensive	Treatment	building	are	twosmall	guard	houses.	The	eastern	one	can	be	entered	by	blowing	up	part	of
theroof	with	Explosive	Gel.	Grapple	up	and	blow	it	up	to	find	this	inside.===============================================================================MEDICAL	FACILITY|----------------'Room:	Experimental	ChamberGadget:	N/ALocation:	As	soon	as	you	enter,	it's	on	a	table	ahead	of	you	on	the	left
sideof	the	room.===============================================================================ARKHAM	MANSION|--------------'Room:	Warden's	OfficeGadget:	N/ALocation:	In	the	exact	area	where	you	take	down	Zsasz,	look	on	the	table	onthe	south
wall.===============================================================================PENITENTIARY|------------'Room:	Extreme	IncarcerationGadget:	N/ALocation:	After	the	fight	and	scene,	go	through	the	center	door	and	the	mapwill	be	on	a	desk	on	your
left.===============================================================================ARKHAM	WEST|-----------'Room:	N/AGadget:	Cryptographic	SequencerLocation:	Near	the	center	of	the	area	but	shaded	a	little	to	the	southwest	aretwo	ambulances	in	the	middle	of	the	field.	Next	to	them	is	one	of	those
guardhouses.	Use	the	sequencer	to	get	inside	and	take	the	map	from	within.===============================================================================ARKHAM	EAST|-----------'Room:	N/AGadget:	Cryptographic	SequencerLocation:	In	front	of	the	entrance	to	the	Arkham	Mansion	is	the	large
statueof	the	Warden.	Next	to	that	is	a	guard	house.	Use	the	sequencer	to	lower	thebarrier	and	go	inside	to	find	this.===============================================================================BOTANICAL	GARDENS|-----------------'Room:	Glasshouse	Generator	RoomGadget:	Cryptographic	Sequencer
(RANGE	UPGRADE	REQUIRED)Location:	After	the	fight,	climb	up	the	left	ledge	and	then	the	ladder.	Usethe	sequencer	to	overload	the	security	box	on	the	far	wall.	You	need	the	rangeupgrade	to	reach	it.	Inside,	the	map	is	in	the	corner	to	the
right.===============================================================================INTENSIVE	TREATMENT|-------------------'Room:	Secure	TransitGadget:	N/ALocation:	After	you	open	the	elevator	shaft	again,	drop	down,	defeat	the	thugs,then	go	north,	up	the	stairs,	and	into	the	office.	The	map	is
inside.===============================================================================CAVES|-----'Room:	Pump	Control	RoomGadget:	Ultra	BatclawLocation:	Note	that	you	enter	this	room	without	passing	through	a	door	bycoming	in	from	the	Main	Sewer	Junction	area	and	grappling	up.	The	map	is
onyour	right	after	you	climb	up.===============================================================================Riddle	List	[rd03]-----------===============================================================================INTENSIVE	TREATMENT|-------------
------'Room:	Intensive	Treatment	LobbyRiddle:	Don't	cut	yourself	on	this	Sharply	observed	portraitLocation:	After	the	Riddler	contacts	you	for	the	first	time,	turn	around	andlook	on	the	left	wall	near	where	you	climbed	up	to	this	ledge.	Look	for	aportrait	of	the	Warden	and	scan
it.===============================================================================Room:	Intensive	Treatment	LobbyRiddle:	A	puzzle	has	many	sides.	But	only	some	are	visibleLocation:	Go	to	the	center	of	the	room	and	into	the	office	there.	Stand	in	thewestern	room	and	face	south	to	see	three	windows.
In	Detective	Mode,	you'll	seethe	top	part.	Through	the	window	on	the	south	wall,	underneath	a	round	ventcover	is	the	bottom	part.===============================================================================Room:	Utility	CorridorRiddle:	You	don't	know	Jack	about	GothamLocation:	After	going
down	the	stairs,	the	hallway	will	lead	you	to	a	lockerroom.	You	should	hear	music	playing.	A	radio	is	on	the	bench	here.	Zoom	in	onthe	name	"Jack	Ryder"	on	the	radio	and	scan.Reward:	Jack	Ryder	Character	Bio===============================================================================Room:	Cell
Block	TransferRiddle:	Hook	up	with	your	relatives	before	you're	transferred	out	of	here.Gadget:	Cryptographic	SequencerLocation:	Enter	the	east	corridor	and	in	the	southeast	corner	there	is	anelectric	barrier.	Use	the	sequencer	and	go	inside.	Find	the	framed	picture	andzoom	in	and	scan
it.===============================================================================Room:	Secure	TransitRiddle:	Dr.	Jonathan	Crane	plans	on	elevating	fear	to	new	depths.Location:	On	the	east	wall	of	the	elevator	shaft,	there	is	a	vent	cover.	Pryit	off	and	enter.	Turn	right	and	it'll	take	you	to	a	small	cave
with	a	lot	ofpictures	and	graphs.	Scan	this	room.===============================================================================Room:	Transfer	LoopRiddle:	A	top	hat	and	tails	is	the	only	dress	code	for	this	party	in	the	north.Location:	From	the	loop	area,	go	east	and	follow	the	corridor	until	you	see
alow	hanging	gate	that	says	"Emergency	Shutdown".	Crouch	under	here	and	enter.Turn	right	and	scan	the	poster	here.===============================================================================Room:	Patient	Pacification	ChamberRiddle:	Even	I	was	shocked	when	I	saw	how	Maxie	Zeus	was
treated!Gadget:	Explosive	GelLocation:	In	the	southeast	corner	is	a	wall	to	blow	up.	Inside	is	a	room	witha	bunch	of	Greek	symbols	and	such.	Scan	it.Reward:	Maxie	Zeus	Character	Bio===============================================================================Room:	Holding	CellsRiddle:	Where
would	you	find	my	home	sweet	home?Gadget:	Cryptographic	SequencerLocation:	Find	the	northeast	cell	in	this	room	and	scan	it.===============================================================================ARKHAM	EAST|-----------'Riddle:	The	legacy	of	this	island	has	been	well	and	truly
buriedLocation:	In	the	northeast,	next	to	the	Mansion	grounds	there	is	a	cemetery.Enter	and	look	for	the	one	grave	that	has	been	dug	up.	Zoom	in	on	the	headstoneand	scan	it.Reward:	Amadeus	Arkham	Character
Bio===============================================================================Riddle:	Gotham's	greatest	family	towers	over	the	cityLocation:	Grapple	up	to	the	roof	of	the	Arkham	Mansion	and	look	for	the	clocktower.	Grapple	up	this	as	high	as	you	can	get.	From	here,	look	to	the	northeastand	find
the	building	in	the	skyline	with	a	big	"W"	on	it.	Zoom	and	scan.===============================================================================Riddle:	My	challenges	appear	to	those	with	the	correct	position	in	lifeLocation:	Grapple	up	to	the	top	platform	of	the	clock	tower	of	Arkham	Mansionand	stand
on	the	south	side,	overlooking	a	rooftop	below.	Turn	on	DetectiveMode.	The	top	part	of	the	question	mark	is	on	the	roof	below	you	and	the	bottompart	is	at	your	feet.===============================================================================ARKHAM	NORTH|------------'Riddle:	Tweedledum	and
Tweedledee	SAW	it,	can	you	SEE	it?Location:	In	the	northeast	corner,	right	near	the	gate	is	a	see-saw.	Scan	thisto	solve.Reward:	Tweedledum	and	Tweedledee	Character	Bio===============================================================================Riddle:	Now	I	see	it,	now	you	don't!Location:	On
the	west	side	of	the	map	is	an	abandoned	building.	Find	the	mainentrance	which	is	through	an	archway.	Stand	underneath	the	arch	with	DetectiveMode	on	and	above	you	is	the	top	part	of	the	question	mark.	Angle	the	cameraso	you	can	see	inside	the	building	and	the	bottom	part	is	underneath	a	walkwayin	the
building.===============================================================================Riddle:	Let's	face	it,	there	are	two	Dents	on	the	wallGadget:	Cryptographic	SequencerLocation:	Approach	the	west	guard	house	and	use	the	sequencer	to	get	inside.There	are	"VOTE	DENT"	posters	inside.	Scan
them.===============================================================================ARKHAM	WEST|-----------'Riddle:	Do	you	see	what	I	see?	No?	Well	then	maybe	I	am	in	a	stronger	position.Location:	Go	to	the	northwest	corner	and	the	entrance	to	the	penitentiary.Grapple	up	to	the	ledge	above	the
entrance	and	then	turn	around.	With	DetectiveMode	on,	you	can	see	the	dot	is	on	the	railing	and	the	top	half	is	on	theground	below.===============================================================================Riddle:	Zsasz	is	counting	on	you	finding	his	workGadget:	Cryptographic	Sequencer
(RANGE	UPGRADE	REQUIRED)Location:	Grapple	up	to	the	platform	above	the	Penitentiary	entrance	and	usethe	sequencer	on	the	security	box	behind	the	electric	barrier	to	disable	it.Enter	and	on	your	left	are	dead	guards	holding	cards.	Scan	this	scene	to
solve.===============================================================================Riddle:	Does	Scarecrow's	gas	break	down	barriers	as	it	drives	you	insane?Gadget:	Ultra	BatclawLocation:	Go	to	the	southeast,	toward	the	doorway	that	takes	you	from	ArkhamWest	to	the	tunnel	leading	to	Arkham
East.	Grapple	up	to	one	of	the	platformsnear	here	above	you.	Look	in	Detective	Mode	for	a	wall	on	your	left	to	use	theUltra	Batclaw	on.	Grapple	up	here	and	scan	what's	inside.===============================================================================MEDICAL	FACILITY|----------------'Room:
SanatoriumRiddle:	TICK!	TOCK!	News	flash!	Someone	is	not	getting	out	of	here	alive!Location:	On	the	west	side	of	the	room	on	the	bottom	floor,	there	is	a	cellwhere	the	bars	were	removed.	It's	right	next	to	a	grate.	Scan	this	cell.Reward:	Killer	Croc	Character
Bio===============================================================================Room:	SanatoriumRiddle:	A	question	can	only	be	answered	from	a	new	perspective.	Don't	youagree?Gadget:	Explosive	GelLocation:	On	the	west	side	of	the	room,	the	top	floor	(not	counting	thewalkways).	There	is	a
weak	floor.	Blow	it	up	with	your	Explosive	Gel	and	on	theinside	of	the	hole,	there	is	the	top	part	of	the	question	mark	if	you	put	onDetective	Mode.	The	bottom	part	is	on	the	floor	as	you	look	down	the	hole.===============================================================================Room:	Patient
ObservationRiddle:	Was	this	Firefly	too	hot	off	the	press?Location:	Once	you	clear	the	room	of	toxin,	enter	the	small	room	where	youdropped	a	thug	through	the	roof.	On	the	right	side	is	a	cabinet.	Zoom	in	onthe	articles	and	find	the	one	about	Firefly	and	scan	it.Reward:	Firefly	Character
Bio===============================================================================Room:	Surgery	RoomRiddle:	Shhhhsshh!	Rumors	persist	that	Tommy	Elliot	operates	in	Arkham.	Can	itbe	true?Location:	After	the	fight,	grapple	up	to	the	higher	ledge.	Look	on	the	wall	toyour	right	and	there	is	a	marker
board	with	names.	Zoom	in	on	the	name	ofTommy	Elliot	and	scan.Reward:	Hush	Character	Bio===============================================================================Room:	MorgueRiddle:	What	silent	killer	of	the	oceans	can	be	found	in	a	tiny	jar?Location:	After	the	boss	fight,	find	a	jar	sitting
on	a	small	moveable	shelfin	the	center	of	the	room.	Find	the	label	on	the	jar	and	zoom	in	on	it,	thenscan	it.Reward:	Great	White	Shark	Character	Bio===============================================================================Room:	Experimental	ChamberRiddle:	Is	this	bear	the	Bane	of	his	life?
Location:	As	you	enter,	there	will	be	a	table	on	your	left.	There	is	a	teddybear	missing	one	ear.	Zoom	in	on	it	so	you	can	see	its	full	body,	then	scan.Reward:	Bane	Character	Bio===============================================================================Room:	Medical	FoyerRiddle:	Is	the	generosity
of	our	benefactors	on	the	Wayne?Location:	From	the	entrance,	turn	right	and	walk	just	a	couple	steps	beforeturning	left	toward	the	wall	again.	Zoom	in	on	the	plaque	on	the	wall	and	scanit.Reward:	Alfred	Pennyworth	Character
Bio===============================================================================Room:	Secure	AccessRiddle:	Are	you	going	to	take	your	hat	off	to	Harley,	Bats?Location:	Enter	the	vent	next	to	the	elevator	in	the	Sanatorium	to	drop	downand	then	enter	the	vent	down	here.	Turn	right	at	the	vent
intersection	andyou'll	drop	into	Harley's	room.	Find	the	mannequin	head	with	her	hat	on	it	andscan	it.===============================================================================CAVES|-----'Room:	Main	Sewer	JunctionRiddle:	A	puzzle	has	many	sides,	but	only	some	are	visible.Location:	Climb
through	this	chamber	until	you	have	to	walk	up	the	secondtoppled	pillar.	At	the	top,	on	your	left	will	be	a	fissure	in	the	wall	toshimmy	on.	Shimmy	around	until	you	can	climb	up.	Climb	up	the	two	ledges	here(there	is	a	Riddler	Trophy	here,	too)	and	stand	here	at	this	partly	wreckedwall	with	Detective	Mode	on.	The	bottom	part	is	at	head	level	with
Batman	andthe	top	part	is	in	the	distance	on	the	above	ledge.===============================================================================ARKHAM	MANSION|--------------'Room:	Main	HallRiddle:	Who	is	the	main	man	in	the	main	hall?Location:	From	the	entrance	staircase,	go	forward	a	bit	and	turn
right	downthe	adjacent	path	where	there	is	a	door.	On	your	left	in	this	alcove,	there	isa	painting	between	two	glass	cases.	It's	a	painting	of	the	Commissioner.	Scanit.===============================================================================Room:	North	CorridorRiddle:	Did	Amadeus	go	mad,	or
was	he	just	dizzy?Location:	After	entering	the	vent,	it'll	take	you	inside	a	small	cell.	Thecell	right	next	to	it	has	a	bunch	of	strange	designs	and	writing	all	over.	Stepinside	it	and	scan.===============================================================================Room:	Dr.	Young's	OfficeRiddle:	It'll	be
a	cold	day	in	Hell	when	this	Ghul	rises	againLocation:	Go	up	the	stairs	to	the	morgue-like	area	of	the	room.	One	of	thebodies	is	sticking	out	and	has	a	tag	on	its	foot.	Zoom	in	on	the	tag	and	scanthe	name.Reward:	Ra's	Al	Ghul	Character
Bio===============================================================================Room:	Dr.	Young's	OfficeRiddle:	How	do	you	mask	your	feelings	without	losing	control?Location:	In	the	very	small	office	room,	the	same	one	where	you	scan	forDr.	Young's	trail,	there	is	a	plaque	on	the	wall	with	a
mask.	Scan	the	mask.Reward:	Black	Mask	Character	Bio===============================================================================Room:	South	CorridorRiddle:	What	does	a	bird	need	in	the	rain?Location:	Halfway	down	the	corridor	on	the	east	side	there	is	a	glass	displaycase	up	against	the	wall.
Scan	its	contents.Reward:	Penguin	Character	Bio===============================================================================Room:	South	CorridorRiddle:	This	fiendish	puzzle	literally	appears	out	of	thin	airLocation:	About	halfway	down	the	hall	there	is	a	vent	near	the	ceiling	on	theleft	side	that
you	can	grapple	up	to	and	stand	on	top	of.	Put	on	Detective	Modeand	look	at	the	floor,	pointing	west.	The	bottom	part	of	the	question	mark	isat	your	feet,	and	the	other	part	is	against	the	wall.===============================================================================Room:	East	Wing
CorridorRiddle:	A	game	of	Cat	and	mouse	can	be	painfulLocation:	As	you	enter,	go	forward	and	then	look	to	your	right	for	anotherdisplay	case.	Scan	the	contents.Reward:	Catwoman	Character	Bio===============================================================================Room:	Warden's
OfficeRiddle:	Isn't	the	Warden	too	old	for	a	puppet	show?Location:	In	the	part	of	the	office	where	Zsasz	was,	look	on	the	south	wallfor	a	display	case	with	a	puppet	inside.	Scan	it.Reward:	Scarface	Character	Bio===============================================================================Room:
Arkham	Records	RoomRiddle:	Our	records	show	that	a	Strange	transfer	request	was	made	in	this	room.Gadgets:	Cryptographic	Sequencer	+	Line	LauncherLocation:	From	the	center	of	the	room,	go	south,	up	the	stairs.	Use	thesequencer	to	lower	the	barrier,	then	use	the	Line	Launcher	to	cross	over	theelectrified	floor.	You	can	also	cheat	and	get	this
before	getting	the	LineLauncher	by	having	some	armor	upgrades	and	rolling	down	the	hallway	to	reducedamage	from	the	floor.	Inside,	find	the	books	on	the	floor	on	your	right	thatsay	"STRANGE	FILES"	and	scan	them.Reward:	Hugo	Strange	Character
Bio===============================================================================PENITENTIARY|------------'Room:	Cells	AccessRiddle:	How	do	you	reflect	on	your	successes	and	failures,	Batman?Location:	Near	the	exit	is	a	path	leading	to	the	restrooms.	Enter	the	ladies'room	and	find	the	mirror	on	the
back	wall.	Zoom	in	on	Batman's	reflection	andscan.===============================================================================Room:	Security	Control	RoomRiddle:	A	case	of	mistaken	identity?Location:	On	the	far	wall	there	is	a	cell	that	is	sealed	with	a	see-throughwall	and	the	person	inside	will
take	the	form	of	Aaron	Cash,	CommissionerGordon,	and	the	Warden.	Scan	him	to	find	out	who	he	really	is.Reward:	Clayface	Character	Bio===============================================================================Room:	Main	Cell	BlockRiddle:	Two	people,	one	voice,	no	gun?Location:	After	the
fight	with	Harley's	thugs,	go	north	into	this	wide	room.Right	in	front	of	you	is	a	glass	display	case	with	a	tommy	gun.	Scan	it.Reward:	Ventriloquist	Character	Bio===============================================================================Room:	Main	Cell	BlockRiddle:	This	room	is	the	end	of	days
for	even	the	most	celebrated	killer.Location:	Take	the	west	corridor	from	the	main	room	and	search	the	first	cellon	your	right	as	you	enter	this	sub-room.	Scan	the	cell.Reward:	Calendar	Man	Character	Bio===============================================================================Room:
Controlled	AccessRiddle:	What	has	four	walls,	two	sides,	and	one	ex-DA?Location:	Go	up	the	small	staircase	and	enter	the	first	cell	on	your	right.Scan	the	poster	on	the	wall.Reward:	Two	Face	Character	Bio===============================================================================Room:	Extreme
IncarcerationRiddle:	All	alone	in	your	cell?	Why	don't	you	break	the	ice	with	the	mostdangerous	prisoners?Location:	To	the	right	of	where	you	enter	is	a	cell	completely	coveredin	ice.	Face	it	and	without	zooming	in,	scan	the	cell.Reward:	Mr.	Freeze	Character
Bio===============================================================================Room:	Guard	RoomRiddle:	When	is	something	right	in	front	of	your	eyes	but	still	hidden	fromview?Gadgets:	Explosive	Gel,	Ultra	BatclawLocation:	Enter	the	south	room	where	the	guards	are	and	grapple	to	the
platformabove.	Blow	open	the	wall	here	and	then	use	the	Ultra	Batclaw	on	the	far	wall.Throw	a	batarang	at	the	box	behind	it	to	shut	off	the	gas,	then	use	the	LineLauncher	to	get	across.	Turn	around	and	face	where	you	were	with	Detective	Modeon	and	you	should	see	the	question	mark
parts.===============================================================================Room:	Guard	RoomRiddle:	Prometheus,	Arkham	guard's	most	wanted	and	most	hated.Gadgets:	Explosive	Gel,	Ultra	BatclawLocation:	Shut	off	the	Joker	Toxin	(see	above)	and	then	drop	down	into	theroom.	Go	to	the
northeast	corner	and	find	the	newspaper	clip	on	the	bulletinboard	and	zoom	in	and	scan	it.Reward:	Prometheus	Character	Bio===============================================================================BOTANICAL	GARDENS|-----------------'Room:	Glasshouse	EntranceRiddle:	Is	the	number	up	for
these	guards?Location:	From	the	entrance,	walk	forward	and	then	turn	left	when	you	can	tosee	two	dead	guards	with	books.	Scan	this	scene.===============================================================================Room:	Botanical	GlasshouseRiddle:	What	time	is	tea	time	in	Wonderland?



Location:	From	the	entrance,	go	up	the	left	stairs	and	in	a	small	nook	shadedby	the	floor	above.	In	here	is	a	shelf	with	a	tea	set.	Scan	this.Reward:	Mad	Hatter	Character	Bio===============================================================================Room:	Statue	CorridorRiddle:	Remember	the
Waynes?	How	could	anyone	forget?Location:	Go	straight	down	from	the	door	and	there	will	be	a	bench	right	infront	of	you.	Scan	the	names	on	the	memorial	plaque	on	the	bench	by	zooming	in.Reward:	Thomas	&	Martha	Wayne	Character
Bio===============================================================================Room:	Flooded	CorridorRiddle:	The	Ratcatcher	needed	more	than	just	his	charm	to	lead	his	army.Location:	After	Joker	blows	up	the	main	corridor,	you	need	to	take	the	vent	onthe	left.	Go	through	the	vent	and	look	for	a
part	of	the	vent	floor	that	is	anopen	space	with	bars.	Look	down	through	the	bars	and	scan	the	contents	inside.Reward:	Ratcatcher	Character	Bio===============================================================================Room:	Abandoned	ChamberRiddle:	This	challenge	can	only	be	seen	by	those
with	a	different	view	on	life.Location:	Make	your	way	to	the	northwest	corner	and	climb	up	to	the	fissure	andshimmy	to	the	waterfall	ledge.	Climb	up,	turn	around	and	jump	to	this	platform.Follow	it	south	and	look	at	the	ceiling	on	your	left	for	a	catwalk	hanging	froma	rope.	Cut	it	down	with	a	Batarang.	Cross	the	catwalk	about	two	steps	and
thenclimb	up	the	brick	wall	on	your	left.	Shimmy	around	until	you	can	climb	up	andthen	crouch	under	the	overhanging	wall.	At	the	end	of	the	platform,	turn	onDetective	Mode	and	you	can	see	one	part	of	the	question	mark	at	your	feet,	andthe	other	part	below
you.===============================================================================Room:	Flooded	CorridorRiddle:	Looks	like	all	the	king's	horses	trampled	all	the	king's	men.Location:	After	climbing	out	of	the	vent,	from	this	small	center	room,	go	downthe	south	corridor.	Look	for	a	bench	with	a
bunch	of	figurines	on	it.	Zoom	inand	scan	them.Reward:	Humpty	Dumpty	Character	Bio===============================================================================Room:	Flooded	CorridorRiddle:	Is	this	a	tribute	to	what	a	mad	dog	left	behind?Location:	From	the	center	room,	go	east.	There	is	a
headless	statue	in	front	ofthe	door.	Zoom	in	on	the	plaque	below	its	feet.===============================================================================Room:	AviaryRiddle:	There's	no	closet	in	the	Gardens,	so	someone	is	using	the	roof	instead.Location:	From	almost	anywhere	in	the	room	(after	taking
out	the	thugs	first,though),	you	can	look	high	up	on	the	southwest	wall	for	a	skeleton	wedged	inthere.	Zoom	and	scan.Reward:	Killer	Moth	Character	Bio===============================================================================Riddler	Trophy	List	[rd04]-------------------
===============================================================================INTENSIVE	TREATMENT|-------------------'Room:	Holding	CellsLocation:	In	the	southeast	corner,	next	to	the	cell	is	a	vent	cover.	Pull	itoff	and	it's
inside.===============================================================================Room:	Patient	Pacification	ChamberLocation:	In	the	southwest	corner	there	is	a	vent.	Inside	is	the
trophy.===============================================================================Room:	Patient	Pacification	ChamberLocation:	Take	the	other	vent	out	of	this	room	and	before	you	exit	the	vent,find	this	right	in	front	of	your
face.===============================================================================Room:	DecontaminationLocation:	Near	the	north	side	of	the	room,	if	you	look	to	the	west,	there	isa	guard	dead	near	a	can	of	Joker	toxin.	Go	behind	here	and	look	for	a	grate	toenter.	Inside	is	the
trophy.===============================================================================Room:	Secure	Treatment	TransferLocation:	After	the	boss	fight,	go	to	the	east	side	of	the	map	and	enter	thistiny	office.	The	trophy	is	in
there.===============================================================================Room:	Maintenance	AccessLocation:	Favor	the	right	side	of	this	room	and	go	all	the	way	to	the	backwall.	There	is	a	little	caged	off	area	with	the	trophy	inside.	The	opening	ison	the
left.===============================================================================Room:	Secure	TransitGadget:	BatclawLocation:	Note	that	this	is	a	very	tall,	vertical	room.	About	halfway	up	(ordown,	depending	on	where	you	enter	from)	there	is	a	vent	in	the	wall.	Climb	up(or	down)	until	you	find	a
side	path	that	points	right	at	it.	Use	the	Batclawand	enter	for	the	trophy.	To	make	things	easier	(since	it's	tough	to	find),	ifyou	are	climbing	up	from	the	bottom,	keep	going	until	you	shimmy	and	crawlthrough	a	vent.	After	that,	Batman	must	grapple	up	two	consecutive	ledges.Immediately	after	you	grapple	up	from	those,	take	a	few	steps	forward	and
lookto	your	left.===============================================================================Room:	DecontaminationGadget:	Cryptographic	SequencerLocation:	Use	the	sequencer	on	an	electric	barrier	near	the	north	side	of	theroom.	Climb	the	ladder	inside	and	the	trophy	is	up
there.===============================================================================Room:	Patient	Pacification	ChamberGadget:	BatclawLocation:	Go	up	the	stairs	like	you	did	in	the	beginning	of	the	game	and	lookfor	a	vent	on	the	left	wall	when	you	reach	the
top.===============================================================================Room:	Utility	CorridorGadget:	Explosive	GelLocation:	Enter	this	room	from	the	Intensive	Treatment	Lobby	(the	doorwayis	blocked	off	until	you	defeat	Ivy)	and	go	down	the	stairs	and	the	trophy	isright	there.	Just	blow
up	the	wall	to	the	right	to	get	inside.===============================================================================ARKHAM	EAST|-----------'Location:	Go	to	the	northeast	and	enter	the	cemetery.	Find	the	shack	with	thered	light	coming	from	it.	Enter	and	the	trophy	is	right
there.===============================================================================Location:	Go	toward	the	northeast	corner	of	the	map	(north	from	the	previoustrophy)	and	it's	right	near	the	northernmost
headstone.===============================================================================Location:	Find	the	little	inlet	area	in	the	middle	of	the	Mansion	area	andenter.	Look	for	a	ledge	to	grapple	up	to	and	up	here,	search	behind	the
pillar.===============================================================================Location:	Grapple	up	to	the	main	rooftop	of	the	Mansion	and	go	in	east	as	faras	you	can.	It's	on	the	roof	to	the	left	of	where	the	tower	is,	sitting	infront	of	the	middle	of	three
pillars.===============================================================================Location:	Grapple	to	the	highest	ledge	of	the	Mansion	clock	tower	and	search	onthe	west	side.	The	trophy	sits	in	front	of	the	clock	face.Reward:	Zsasz	Character
Trophy===============================================================================Location:	From	the	clock	tower,	go	southwest	to	a	low	caved	in	sort	of	platformsurrounded	by	the	other	rooftops.	The	trophy	is	in	this
"pit".===============================================================================Location:	On	the	top	of	the	northern	guard	tower	in	the	northwest	part	of	thearea.Reward:	Black	Gate	Prisoners	Character
Trophy===============================================================================Location:	Go	to	the	south	side	of	the	area	and	there	is	a	large	cliff.	There	isa	small	platform	sticking	out	and	on	it	sits	the
trophy.===============================================================================Gadget:	Explosive	GelLocation:	In	the	courtyard	just	a	little	bit	north	of	the	entrance	to	ArkhamMansion	there	is	a	weak	floor	to	blow	up.	The	trophy	is
underneath.===============================================================================Gadget:	Cryptographic	SequencerLocation:	Grapple	up	to	either	of	the	two	guard	towers	and	follow	the	walkwayinside.	Use	the	sequencer	to	lower	the	electric	barrier	and	enter.	The	trophyis	near	the	back	wall
inside	here.===============================================================================Gadget:	Cryptographic	SequencerLocation:	Find	the	small	guard	house	near	the	Warden's	statue,	in	front	of	theArkham	Mansion	entrance.	Use	the	sequencer	to	get	inside	and	find	the	trophy.Reward:	Poison
Ivy	Character	Trophy===============================================================================ARKHAM	NORTH|------------'Location:	On	the	first	floor	in	the	southern	corner	of	the	abandoned	building(located	on	the	west	side	of	the	Arkham	North	map).Reward:	Aaron	Cash	Character
Trophy===============================================================================Location:	Climb	the	east	guard	tower	and	glide	from	it	to	the	north,	staying	tothe	right	so	you	land	on	top	of	the	large	rock	cliff.	Run	toward	the	end	andfind
this.===============================================================================Location:	On	the	roof	of	the	western	guard	tower.===============================================================================Location:	On	a	ledge	of	the	Intensive
Treatment	building,	just	above	and	to	theright	of	its	entrance.Reward:	Warden	Sharp	Character	Trophy===============================================================================Location:	Southwest	corner,	next	to	the	Intensive	Treatment	building.	Thereyou	will	find	two	caves.	Grapple	to	the
higher	ledge	and	enter	that	cave.	Thetrophy	is	right	there.===============================================================================Gadget:	Explosive	GelLocation:	Enter	the	lower	cave	next	to	the	Intensive	Treatment	building	andtake	it	all	the	way	to	a	small	room	with	a	bunch	of	skull	sitting	on
somedebris.	To	the	right	of	this	is	a	wall	you	can	blow	up.	The	trophy	is	there.===============================================================================Gadget:	Cryptographic	SequencerLocation:	Go	to	the	northwest	corner	of	the	area	and	there	is	a	guard	towerattached	to	the	wall,	right	near
the	abandoned	building.	The	security	box	ison	the	other	side	of	the	electric	barrier,	but	if	you	stand	as	close	as	youcan,	you	should	be	able	to	target	it	without	the	range	upgrade.===============================================================================Gadget:	Line	LauncherLocation:	Grapple	up
to	the	west	guard	tower.	Face	the	west	wall	and	you	cansee	the	trophy.	Use	the	Line	Launcher	to	get	over	there.===============================================================================Gadget:	Ultra	BatclawLocation:	(this	one	is	directly	below	the	previous	one)	On	the	west	side	ofthe	area,
between	the	west	exit	and	the	abandoned	building,	there	is	a	weakwall.	Use	the	Ultra	Batclaw,	then	take	the	trophy	inside.Reward:	Henchman	on	Titan	Character	Trophy===============================================================================Gadget:	Ultra	BatclawLocation:	Enter	the	cave	next
to	the	Intensive	Treatment	building.	Grapple	upto	the	ledge	with	the	chronicle	and	go	right.	Climb	up	this	next	ledge	and	thenturn	around	immediately.	Use	your	Ultra	Batclaw	on	the	wall	here	and	the	trophyis	in	there.Reward:	Joker	Character
Trophy===============================================================================ARKHAM	WEST|-----------'Location:	On	the	southwestern	corner	of	the	Medical	Facility	building's	roof.Reward:	Batmobile	Character
Trophy===============================================================================Location:	To	the	west-southwest	of	the	area	is	a	dock	on	the	water.	On	the	dockis	a	hut.	On	the	left	side	of	the	roof	of	this	hut	is	the
trophy.===============================================================================Location:	Underneath	the	guard	tower	in	front	of	the	Penitentiary	building===============================================================================Location:
A	little	south	from	the	Arkham	West-Arkham	North	tunnel	is	awaterfall	and	a	large	pit.	Drop	down	here	and	the	trophy	is	there.===============================================================================Location:	On	a	small	ledge	above	the	doorway	to	the	tunnel	that	goes	fromArkham	West	to
Arkham	North.===============================================================================Room:	Abandoned	TunnelGadget:	Explosive	GelLocation:	About	halfway	through	the	tunnel	(the	one	that	goes	from	Arkham	Eastto	West),	there	will	be	an	opening	on	the	north	side	you	can	grapple	up	to.
Uphere,	the	floor	can	be	destroyed	with	gel.	Drop	down	and	find	the	trophy.Reward:	Scarface	Character	Trophy===============================================================================Gadget:	BatclawLocation:	Go	to	the	Penitentiary	building	and	stand	in	front	of	the	door.	Lookto	the	right	wall
and	use	the	Batclaw	on	the	vent	and	go	inside	for	the	trophy.===============================================================================Gadget:	Cryptographic	SequencerLocation:	Go	to	the	Medical	Facility	building	and	find	the	inactive	liftplatform	in	front	of	it.	Use	the	sequencer	on	the	security
box	to	raise	thelift	and	the	trophy	is	underneath.Reward:	Harley	Quinn	Character	Trophy===============================================================================Gadget:	Cryptographic	Sequencer	(RANGE	UPGRADE	REQUIRED)Location:	Climb	to	the	balcony	above	the	Penitentiary	entrance
and	use	thesequencer	with	a	range	upgrade	to	deactivate	the	electric	barrier	and	enterthe	room.	The	trophy	is	right	there	on	the	floor.===============================================================================Gadget:	BatclawLocation:	Enter	the	tunnel	that	goes	from	Arkham	West	to	Arkham
North	andgrapple	to	the	platform	above.	Look	for	a	vent	on	the	wall	to	use	your	Batclawon.	The	trophy	is	in	there.===============================================================================Gadget:	Line	LauncherLocation:	Climb	to	the	roof	of	the	Medical	Facility	building	and	walk	to	thenortheast
part.	Face	north	and	you	should	see	a	distant	ledge	with	the	trophy.Use	the	Line	Launcher	to	reach	it.Reward:	Batwing	Character	Trophy===============================================================================Gadget:	Ultra	BatclawLocation:	Stand	directly	in	front	of	the	doorway	leading	to	the
tunnel	thattakes	you	from	Arkham	West	to	East.	Once	in	front	of	the	door,	look	up	and	findthe	weak	ceiling.	Use	the	Ultra	Batclaw	to	gain	entry	for	the	trophy.===============================================================================Gadget:	Ultra	BatclawLocation:	Enter	the	tunnel	that	goes
from	Arkham	West	to	North.	Grapple	to	thatabove	platform	and	face	the	north	wall.	Look	for	a	weak	wall	for	your	UltraBatclaw.	Grapple	up	to	it	after	that.===============================================================================MEDICAL	FACILITY|----------------'Room:	Maintenance
AccessLocation:	When	entering	from	the	roof,	you'll	eventually	enter	a	vent.	At	theintersection	of	the	vent,	turn	right	and	you'll	come	to	a	closed	off	area	withthe	trophy.===============================================================================Room:	SanatoriumGadget:	Explosive	GelLocation:	Go
to	the	southeast	corner	on	the	lower	floor	and	blow	up	the	wallhere	to	reveal	the	trophy.===============================================================================Room:	X-Ray	RoomLocation:	On	top	of	the	center	structure	where	Dr.	Young
is.===============================================================================Room:	Upper	CorridorLocation:	In	the	corridor	that	leads	to	the	X-Ray	room	there	is	a	vent	on	theleft	side.	Grapple	up	to	it	and	find	the	trophy
inside.===============================================================================Room:	Experimental	ChamberLocation:	In	the	northwest	corner	of	the	room,	in	one	of	the
vents.===============================================================================Room:	Experimental	ChamberLocation:	On	top	of	the	room	where	Harley	is	holding	the	Commissioner.	Get	itbefore	crashing	through	the
glass.===============================================================================Room:	SanatoriumGadget:	BatclawLocation:	There	is	a	vent	in	the	northeast	corner.	Pry	the	cover	off	with	theBatclaw	or	Ultra	Batclaw,	then	grapple	up	and	enter	for	the
trophy.===============================================================================Room:	Surgery	RoomGadget:	Cryptographic	SequencerLocation:	As	soon	as	you	enter,	use	the	sequencer	on	the	security	box	on	yourleft	to	lower	the	barrier.	Go	up	the	stairs	but	before	reaching	the	exit,	lookfor	the
trophy	on	the	little	moveable	shelf.===============================================================================Room:	Patient	ObservationGadget:	BatclawLocation:	Enter	the	main	room	and	then	turn	right	and	find	the	vent	cover.	Pullit	down	and	enter	for	the
trophy.===============================================================================Room:	Secure	AccessGadget:	Ultra	BatclawLocation:	After	you	drop	out	of	the	vent,	go	forward	and	turn	right.	Look	fora	weak	wall	on	your	left	to	use	the	Ultra	Batclaw.	Use	this	to	get	into	theroom	and	find	the
trophy	on	the	medical	table.Reward:	Shock	and	Awe	(Extreme)	Challenge	Map===============================================================================CAVES|-----'Room:	Old	SewerGadget:	BatclawLocation:	Go	to	the	intersection	and	go	left	(north).	Only	a	few	steps	in,there	is	a	vent	on	the	right
wall.	Use	the	Batclaw	and	enter.===============================================================================Room:	Old	SewerGadget:	Explosive	GelLocation:	In	the	north	corridor	leading	to	the	exit	(go	north	a	few	steps	fromthe	previous	trophy)	and	look	for	a	weak	wall	on	the	left.	Blow	it	up	and
takethe	trophy	from	within.===============================================================================Room:	Main	Sewer	JunctionLocation:	From	the	entrance,	go	to	the	east	wall	and	climb	up	the	ledge.	Walkthrough	the	hollow	pillar.	Go	west,	jumping	from	walkway	to	walkway	and	thengo
around	the	corner	of	a	pillar	and	the	trophy	is	there.Reward:	Bane	Character	Trophy===============================================================================Room:	Main	Sewer	JunctionLocation:	You'll	come	to	a	platform	that	is	across	from	another	that	isoccupied	by	two	Joker	Teeth.	So	on	this
platform	you're	standing	on,	look	tothe	left	wall	for	a	fissure.	Jump	to	it	and	shimmy	around	the	left	side	andclimb	up	into	the	doorway	to	find	the	trophy.===============================================================================Room:	Main	Sewer	JunctionLocation:	Go	up	the	first	collapsed	pillar
and	jump	to	the	top	of	the	aqueductwhere	the	water	is	flowing.	Jump	from	there	to	a	hollow	pillar	to	the	south	andinside	is	the	trophy.Reward:	Sewer	Bat	Challenge	Map===============================================================================Room:	Main	Sewer	JunctionLocation:	Climb	up	the
second	collapsed	pillar	and	up	here,	look	for	anotherfissure	in	the	wall.	Shimmy	around	and	then	climb	up	some	ledges	to	find	thetrophy.Reward:	Commissioner	Gordon	Character	Trophy===============================================================================Room:	Croc's	LairGadget:	Line
LauncherLocation:	From	the	opening	to	the	large	tunnel,	look	to	the	southeast.	Thetrophy	sits	on	a	ledge	next	to	a	large	open	pipe.	Use	the	Line	Launcher	to	getover	there.Reward:	Survival	Tactics	Challenge	Map===============================================================================Room:
Old	SewerGadget:	Line	LauncherLocation:	On	the	south	side	of	the	room,	the	water	flows	into	a	chasm.	On	theother	side	of	the	chasm	is	a	circular	shaped	opening	with	the	trophy.	Use	theLine	Launcher.Reward:	Killer	Croc	Character
Trophy===============================================================================Room:	The	BatcaveLocation:	After	escaping	the	cave,	you'll	come	to	a	very	open	area	at	thecliffs.	Glide	all	the	way	over	to	the	first	cliff.	On	its	lowest	ledge,	you	canfind	the
trophy.===============================================================================Room:	The	BatcaveLocation:	This	is	also	on	the	cliffs	after	the	actual	Batcave.	After	you	usethe	Line	Launcher	to	reach	and	enter	the	cave,	look	for	a	spot	to	grapple	up.Grapple	up	once	to	the	first	ledge	and	step
outside.	Look	for	a	far	awayplatform	to	the	northeast.	Glide	over	to	it	and	grab	the	trophy.Reward:	Record	Breaker	(Extreme)	Challenge	Map===============================================================================Room:	Old	SewerGadget:	Ultra	BatclawLocation:	In	the	main	part	of	the	room
(where	the	water	is	flowing),	lookup	at	the	ceiling	for	a	weak	wall.	Use	the	Ultra	Batclaw	and	then	grapple	up.===============================================================================Room:	Croc's	LairGadget:	Ultra	BatclawLocation:	Enter	Croc's	Lair	from	the	southern	exit	of	the	Old	Sewer	and
rightfrom	where	you	enter,	look	up	for	the	weak	wall.	After	using	the	Ultra	Batclaw,grapple	up	and	find	the	trophy.===============================================================================Room:	Main	Sewer	JunctionGadget:	Line	LauncherLocation:	Climb	up	until	you	reach	the	aqueduct	which
is	now	flowing	with	thegreen	liquid,	Titan.	Jump	to	the	south	platform.	Turn	left	here	and	use	theLine	Launcher	to	reach	another	platform	where	the	trophy	is.Reward:	Scarecrow	Character	Trophy===============================================================================Room:	Main	Sewer
JunctionGadget:	Line	LauncherLocation:	When	you	reach	the	top,	the	former	exit	is	blocked	by	Ivy's	plants.Turn	right	and	use	the	Line	Launcher	to	cross	to	the	platform	in	the	distance.The	trophy	is	sitting	right	there.Reward:	Rumble	in	the	Jungle	Challenge
Map===============================================================================Room:	Main	Sewer	JunctionLocation:	When	you	get	to	the	very	top	of	the	room,	using	the	Line	Launcher	andso	on,	walk	to	the	east	end	of	the	top	platform.	Spot	a	ledge	just	below	herewhere	the	trophy
is.===============================================================================Room:	Pressure	Control	JunctionGadget:	Ultra	BatclawLocation:	After	dispatching	the	two	enemies,	go	left	from	the	center	and	lookfor	a	weak	wall	on	the	right	side.	Use	the	Ultra	Batclaw,	then	climb
up.===============================================================================Room:	Control	RoomGadget:	Ultra	BatclawLocation:	Use	the	Ultra	Batclaw	on	the	northwest	wall	and	this	one	is	in
there.===============================================================================ARKHAM	MANSION|--------------'Room:	Mansion	Entrance	HallLocation:	At	the	entrance	(there	is	an	electric	barrier	in	place	at	first),face	the	staircase	and	then	go	to	the	right	of	it.	Pull	the	vent	cover	off	andtake	the
trophy	inside.===============================================================================Room:	Main	HallGadget:	BatclawLocation:	At	the	north	end	is	a	statue.	In	its	base	is	a	vent.	Pull	it	off	andthen	grapple	up	inside	and	find
this.===============================================================================Room:	Arkham	Records	RoomGadget:	BatclawLocation:	Go	to	the	southwest	corner	and	from	the	walkway,	you	can	see	a	venton	the	wall.	Pull	the	cover	off	and	take	it	to	a	secret	room.	The	trophy	is	onthe	table	at	the
bottom.===============================================================================Room:	North	CorridorLocation:	In	the	room	with	the	two	cells,	you	need	to	grapple	up	to	a	vent.The	vent	takes	you	to	an	walk	area	above	the	main	room.	If	you	go	south	up	hereand	take	a	right,	the	trophy	is	in	this
alcove.===============================================================================Room:	South	CorridorGadget:	BatclawLocation:	Across	from	the	southeast	door	is	a	vent	on	the	west	wall.	Pull	itoff	and	grapple	up
here.===============================================================================Room:	LibraryGadget:	BatclawLocation:	After	rescuing	the	hostages,	climb	out	of	the	bottom	floor	to	themain	floor	where	the	chandelier	crashed.	On	the	south	wall	is	a	vent	you	needto	pull	off.	The	trophy	is
inside.===============================================================================Room:	LibraryLocation:	Grapple	up	to	the	top	balcony	and	open	the	unopened	vent.	Look	insidefor
this.===============================================================================Room:	Warden's	OfficeLocation:	In	the	north	room	is	a	small	office.	Search	the
desk.===============================================================================Room:	East	Wing	CorridorGadget:	Ultra	BatclawLocation:	Enter	and	turn	left.	Look	for	the	weak	wall	to	use	your	Ultra	Batclawon	and	then	enter.Reward:	Survival	Tactics	(Extreme)	Challenge
Map===============================================================================PENITENTIARY|------------'Room:	Cells	AccessLocation:	From	the	exit	of	the	first	room,	go	down	an	adjacent	path	to	therestrooms.	The	trophy	is	in	one	of	the	stalls	in	the	men's
room.===============================================================================Room:	Main	Cell	BlockGadget:	Explosive	GelLocation:	From	the	main	room,	go	south	and	then	look	for	a	weak	wall	on	yourleft.	Blow	it	up	and	take	the	trophy	on	the	other
side.===============================================================================Room:	Security	Control	RoomGadget:	Explosive	GelLocation:	Go	up	the	stairs	above	Clayface's	cell	and	find	the	cell	with	theweak	wall.	Blow	it	up	for	the
trophy.===============================================================================Room:	Security	Control	RoomGadget:	Cryptographic	SequencerLocation:	Take	the	north	staircase	to	go	above	the	entrance	where	there	are	twocells	(one	inhabited	by	a	strange	inmate).	The	one	on	the	left	has	an
electricbarrier	so	use	the	sequencer	to	get	the	trophy.Reward:	Intensive	Treatment	(Extreme)	Challenge	map===============================================================================Room:	The	Green	MileLocation:	After	the	inmates	have	been	let	loose,	face	the	west	wall	of	thisroom.	The	trophy
is	in	the	third	cell	from	the	right.===============================================================================Room:	Main	Cell	BlockLocation:	From	the	main	room,	go	west	to	the	room	with	lot	of	cells	and	somelunatics.	Search	the	third	cell	from	the	left	on	the	south
wall.===============================================================================Room:	Guard	Room/Main	Cell	BlockGadget:	BatclawLocation:	After	you	rescue	the	guards	from	Harley,	leave	the	room	and	turnright.	Turn	left	after	passing	through	the	deactivated	electric	barrier	andBatclaw	the
vent	cover	off	the	wall.	Grapple	up	and	follow	this	vent	to	thetrophy.===============================================================================Room:	Controlled	AccessGadget:	Explosive	GelLocation:	Go	upstairs	to	the	walkway	above	and	go	to	the	north	wall.	There	arethree	weak	walls.	Blow	up
the	left	one	and	drop	down	into	the	cell	for	thetrophy.===============================================================================Room:	Extreme	IncarcerationGadget:	Cryptographic	SequencerLocation:	After	the	fight	and	scene,	go	into	the	control	room	and	use	thesequencer	on	the	number	five
security	box	to	open	the	cell	by	the	same	number.Enter	it	to	take	the	trophy.	Use	the	Explosive	Gel	on	the	back	wall	to	escape.===============================================================================Room:	Guard	RoomGadget:	Explosive	Gel,	Ultra	Batclaw,	Line	LauncherLocation:	Enter	the
south	room,	grapple	up	to	the	platform	above	the	guards,and	blow	up	the	wall	here.	Ultra	Batclaw	the	far	wall	and	then	throw	a	Batarangto	disable	the	Joker	toxin.	Line	Launcher	over	here	and	enter	the	doorway.	Thetrophy	is	out	here.Reward:	Invisible	Predator	(Extreme)	Challenge
Map===============================================================================BOTANICAL	GARDENS|-----------------'Room:	Botanical	GlasshouseLocation:	On	the	north	side	of	the	room,	on	the	second	floor,	there	are	twogrates	that	intersect	in	a	cross	shape.	Go	under	here	to	find	the
trophy.===============================================================================Room:	Botanical	GlasshouseGadget:	Explosive	GelLocation:	If	you	drop	down	to	the	base	of	the	statue	and	search	the	wall	behindit,	you	can	blow	it	up	with	Explosive	Gel.	Climb	inside	the	vent	inside	toreach	a
trophy.===============================================================================Room:	Glasshouse	Generator	RoomGadget:	Cryptographic	Sequencer	(RANGE	UPGRADE	REQUIRED)Location:	Climb	the	ledge	and	then	the	ladder	in	this	room	to	an	electricbarrier.	With	a	range	upgrade,	overload
the	security	box	and	find	the	trophyinside.===============================================================================Room:	Flooded	CorridorGadget:	After	turning	the	generator	off	and	crossing	the	water,	take	the	venton	the	left.	Follow	the	vent	until	you	get	to	an	intersection.	Turn	right	andit'll
lead	you	to	the	trophy.===============================================================================Room:	Abandoned	ChamberLocation:	Drop	to	the	floor	and	go	to	the	north	end.	Find	a	grate	in	the	floorand	enter.	Take	it	to	the	center	of	the	room	and	pop	out.	The	trophy	will
behere.===============================================================================Room:	Abandoned	ChamberLocation:	Go	to	the	northeast	corner	at	the	bottom	of	the	chamber.	Drop	intothe	sewage	ditch	and	crouch	underneath	the	drain	to	reach	a	trophy	on	the
farside.===============================================================================Room:	Abandoned	ChamberLocation:	Go	to	the	northwest	corner	and	shimmy	to	the	waterfall	platform.	Turnaround	and	jump	to	the	platform.	Go	down	and	face	left.	Look	for	the	hangingcatwalk	and	cut	it	down
with	a	Batarang.	Cross	it	to	the	other	side,	turn	left,and	jump	to	the	platform	for	the	trophy.===============================================================================Room:	Titan	Production	FacilityGadget:	Line	LauncherLocation:	After	getting	the	Line	Launcher,	stand	at	the	exit	doorway	and
lookto	the	southeast.	There	is	an	open	alcove.	Aim	the	Line	Launcher	here	to	getover	there	and	claim	the	trophy.===============================================================================Room:	Flooded	CorridorGadget:	Line	LauncherLocation:	From	the	center	room,	use	the	Line	Launcher	to
cross	the	large	ravinein	the	west.	On	the	other	side	is	the	trophy.Reward:	Shock	and	Awe	Challenge	Map===============================================================================Room:	Abandoned	ChamberGadget:	Ultra	BatclawLocation:	Make	your	way	from	the	waterfall	ledge	(see	previous
trophy	in	thisarea	for	more	details)	and	jump	to	that	ledge	across	from	it.	Find	the	catwalkagain	and	cross	it.	As	you	near	the	end	of	the	catwalk,	have	Detective	Mode	onto	find	this	weak	wall	for	your	Ultra	Batclaw.	When	it's	down,	grapple	up	frombelow	or	try	to	jump	to
it.===============================================================================Joker	Teeth	List	[rd05]----------------===============================================================================INTENSIVE	TREATMENT|-------------------'Room:	Holding
CellsNumber:	3Location:	After	you're	done	with	the	very	first	two	fights	of	the	game,	go	upthe	ramp	and	turn	left	to	enter	the	office.	The	first	three	Joker	Teeth	are	inhere.===============================================================================Room:	Processing	CorridorNumber:	2Location:
One	is	at	the	corner	where	the	dead	guard	is.	The	other	can	be	foundafter	fighting	two	thugs;	turn	left	from	there	to	find	it.===============================================================================Room:	Processing	Corridor	(after	Patient	Pacification)Number:	3Location:	After	you	clear	the
Patient	Pacification	Chamber,	you'll	return	tothis	room.	Go	right	and	when	you	turn	the	corner,	you	should	find	the	threeteeth.===============================================================================Room:	DecontaminationNumber:	3Location:	Deactivate	the	Joker	Toxin	first.	The	first	one	is	in
the	officewhere	that	security	box	was	that	you	had	to	hit	with	the	Batarang.	The	othertwo	can	be	found	if	you	walk	through	the	room	going	north.===============================================================================Room:	Transfer	LoopNumber:	2Location:	The	first	one	is	right	near	where
you	enter	the	room.	The	second	oneis	near	the	door	that	the	green	arrows	point	you	toward.===============================================================================Room:	Transfer	Loop	(after	Titan	Boss	fight)Number:	3Location:	Right	near	the	reception	desk	where	Commissioner	Gordon
encounteredBatman	in	the	opening	scenes.===============================================================================Room:	Intensive	Treatment	LobbyNumber:	3Location:	They're	found	around	Boles'	body	on	the	south	side	of	the
room.===============================================================================Room:	Secure	Transit	(after	Botanical	Gardens)Number:	1Location:	When	you	enter	and	see	the	Scarecrow	scene,	turn	right	and	you	shouldsee	it	in	front	of	the
staircase.===============================================================================ARKHAM	WEST|-----------'Number:	3Location:	In	front	of	the	Medical	Facility	building,	right	near	where	you	fighta	group	of
thugs.===============================================================================Number:	3Location:	(after	Medical	Facility)	Take	the	tunnel	from	Arkham	West	to	ArkhamNorth	and	these	three	will	be	in	that
tunnel.===============================================================================Number:	2Location:	(after	Arkham	Mansion)	Find	these	in	the	guard	tower	where	a	sniperis
perched.===============================================================================Room:	Abandoned	Tunnel	(after	shutting	down	the	Titan	pumps)Number:	2Location:	In	the	Abandoned	Tunnel	(goes	from	Arkham	West	to	East),	you'll	findthese	near	the
exit.===============================================================================MEDICAL	FACILITY|----------------'Room:	SanatoriumNumber:	3Location:	On	the	bottom	floor	of	the	room	near	the	floor	grate	on	the
southside.===============================================================================Room:	Upper	Corridor	(after	X-Ray	Room/Surgery	Room/Patient	Observation)Number:	3Location:	After	you	save	each	doctor	in	one	of	the	rooms,	return	to	thecorridor	and	there	will	be	a	Joker	gift	box	that	lets
these	little	guys	loose.===============================================================================Room:	Patient	ObservationNumber:	3Location:	You	can	get	these	as	you're	in	the	process	of	shutting	off	the	Jokertoxin	or	after.	One	each	can	be	located	in	front	of	each	of	the	first	twosecurity	boxes
that	had	to	be	disabled.	The	third	is	across	from	the	first	oneon	the	roof	of	the	room	where	Cash	and	the	doctor	are/were	holed	up	in.===============================================================================Room:	Upper	Corridor	(after	X-Ray	Room/Surgery	Room/Patient	Observation)Number:
3Location:	After	you	save	each	doctor	in	one	of	the	rooms,	return	to	thecorridor	and	there	will	be	a	Joker	gift	box	that	lets	these	little	guys	loose.===============================================================================Room:	Upper	Corridor	(after	X-Ray	Room/Surgery	Room/Patient
Observation)Number:	3Location:	After	you	save	each	doctor	in	one	of	the	rooms,	return	to	thecorridor	and	there	will	be	a	Joker	gift	box	that	lets	these	little	guys	loose.===============================================================================Room:	Sanatorium	(after	rescuing	the
doctors)Number:	2Location:	In	front	of	the	elevator	on	the	second	floor===============================================================================Room:	Lower	CorridorNumber:	3Location:	Basically,	follow	the	green	arrows	and	that	should	take	you	to	eachset	along	the
way.===============================================================================CAVES|-----'Room:	Old	SewerNumber:	3Location:	In	the	north	corridor	leading	to	the	Main	Sewer	Junction
door.===============================================================================Room:	Main	Sewer	JunctionNumber:	2Location:	On	the	platform	where	the	first	collapsed	pillar
is.===============================================================================Room:	Main	Sewer	JunctionNumber:	3Location:	Climb	to	the	top	and	all	three	can	be	found	on	your	way	to	the
exit.===============================================================================Room:	Croc's	Lair	(after	Killer	Croc)Gadget:	Line	LauncherNumber:	3Location:	After	you	emerge	from	Croc's	Lair,	make	your	way	over	to	the	westside	of	the	room	using	the	Line	Launcher.	These	can	be	found	on	the
platformbefore	the	exit.===============================================================================Room:	Pressure	Control	JunctionNumber:	3Location:	Go	down	the	west	corridor	and	they	can	be	found	one	by	one	on	yourway	to	the
door.===============================================================================Room:	Pressure	Control	JunctionNumber:	3Location:	Go	down	the	east	corridor	and	they	can	be	found	one	by	one	on	yourway	to	the
door.===============================================================================Room:	Pressure	Control	JunctionNumber:	3Location:	After	you	shut	down	the	last	pump,	regardless	of	which	room	you	didit	in,	when	you	return	to	this	corridor,	a	gift	box	will	be	waiting	with
theseinside.===============================================================================ARKHAM	NORTH|------------'Number:	3Location:	In	front	of	the	door	that	takes	you	to	the	tunnel	from	Arkham	Northto	Arkham
East.===============================================================================Gadget:	Line	LauncherNumber:	3Location	(after	Botanical	Gardens)	These	can	be	found	on	the	platform	on	theIntensive	Treatment	building	where	the	sniper	is.	You	need	to	use	the	LineLauncher	from	the	guard	tower
to	get	over	there.===============================================================================Number:	2Location:	(after	Poison	Ivy	fight)	Find	these	near	the	east
exit.===============================================================================Number:	2Location:	(after	Poison	Ivy	fight)	Grapple	up	to	the	west	guard	tower	and	findthese	last
two.===============================================================================ARKHAM	EAST|-----------'Number:	2Location:	Enter	the	Arkham	Mansion	only	to	be	turned	away	by	the	thugs.	Exitand	the	first	two	are	right
outside.===============================================================================Number:	2Location:	(after	Penitentiary)	Leaving	from	the	Arkham	North-East	tunnel,	gosoutheast	down	the	path.	These	can	be	found	two
corpses.===============================================================================Number:	2Location:	(after	shutting	down	the	Titan	pumps)	Find	these	near	the
Warden'sstatue.===============================================================================Number:	2Location:	(after	shutting	down	the	Titan	pumps)	These	two	are	in	the	southguard	tower	where	a	sniper
is.===============================================================================Number:	2Location:	(after	shutting	down	the	Titan	pumps)	The	last	two	are	on	the	stairsleading	back	to	the	Botanical
Gardens.===============================================================================ARKHAM	MANSION|--------------'Room:	Main	HallNumber:	3Location:	All	three	are	at	the	far	north	side	of	the	room.	Two	are	just	up	thestairs,	past	a	desk.	The	third	set	is	in	the	small	closed	off	room	on	the
left,which	has	a	vent	that	you	can	use	to	get	in.===============================================================================Room:	North	CorridorNumber:	2Location:	After	you	drop	from	the	vent	into	the	cell,	the	teeth	will	be
rightthere.===============================================================================Room:	West	Wing	Corridor	(after	Dr.	Young's	Office)Number:	3Location:	When	you	return	to	this	room,	there	will	be	a	Joker	gift	box	withthree	of	these
inside.===============================================================================Room:	South	CorridorNumber:	3Location:	They're	all	in	this	hallway	and	shouldn't	be	hard	to
find.===============================================================================Room:	LibraryNumber:	3Location:	After	the	fight,	go	through	the	east	door	and	take	the	stairs.	Allthree	can	be	found	on	your	way	down,	with	the	last	being	at	the
bottom.===============================================================================Room:	Warden's	OfficeNumber:	3Location:	From	the	entrance,	grapple	up	to	the	room	above.	Go	north	to	the	nextroom	and	the	first	two	are	at	the	far	north	end.	The	third	is	between	thecabinets	on	the	west
side.===============================================================================Room:	East	Wing	CorridorNumber:	3Location:	Near	the	exit	door	is	a	Joker	gift	box	with	these
three.===============================================================================PENITENTIARY|------------'Room:	Cells	AccessNumber:	3Location:	Right	near	the	exit	is	a	corpse.	The	teeth	are	right
here.===============================================================================Room:	Main	Cell	Block	(after	Cryptographic	Sequencer)Number:	3Location:	After	the	fight	with	Harley's	thugs,	go	through	the	door	and	turnleft.	There	should	be	all	three	in	the
corner.===============================================================================Room:	Guard	RoomNumber:	3Location:	After	saving	the	guards	from	Harley,	you	escape	the	room.	The	teethare	right	out
here.===============================================================================Room:	Main	Cell	Block	(after	rescuing	the	two	guards)Number:	3Location:	Find	these	in	the	room	with	all	the	cells	and	they're	in	front	of	thedoor	leading	back	to	the	electrified	floor
room.===============================================================================Room:	Main	Cell	Block	(after	rescuing	the	two	guards)Number:	3Location:	After	the	previous	three,	these	are	in	the	main	room,	in	front	ofthe	east	door	(where	you	need	to	wait	for	the	barrier	to
fade).===============================================================================Room:	Extreme	IncarcerationNumber:	2Location:	After	the	fight	and	scene,	go	through	the	center	door	and	these	twoare	right
there.===============================================================================Room:	Controlled	AccessNumber:	3Location:	Walk	forward	through	the	gate	and	the	gift	box	here	deploys
these.===============================================================================BOTANICAL	GARDENS|-----------------'Room:	Glasshouse	EntranceNumber:	3Location:	The	first	two	are	right	near	the	entrance	and	the	third	is	a	littlebit	in	and	to	the
left.===============================================================================Room:	Statue	CorridorNumber:	3Location:	One	is	on	your	way	toward	the	statue.	The	other	is	southeast	of	thestatue,	near	a	bench.	The	last	one	is	in	the	adjacent	hall	that	leads	to	thegenerator
room.===============================================================================Room:	Flooded	Corridor	(after	Generator	Room)Number:	2Location:	Cross	the	water--no	longer	electrified--and	these	two	are	near
thedebris.===============================================================================Room:	AviaryNumber:	3Location:	In	the	crane	operation	room	where	you	need	to	take	out	the	firstthug	to	save	the
hostages.===============================================================================Room:	Flooded	Corridor	(after	Line	Launcher)Gadget:	Line	LauncherNumber:	3Location:	Return	to	the	center	room	and	use	the	Line	Launcher	to	get	across	theravine.	On	the	other	side	are	these
chompers.===============================================================================Room:	Glasshouse	Entrance	(after	Ivy	scene)Number:	3Location:	Should	be	easy	to	find	on	your	way	back	to	the
entrance.===============================================================================Room:	Flooded	Corridor	(after	Botanical	Gardens	return)Number:	3Location:	Find	these	three	to	your	right	after	entering	from	the
BotanicalGlasshouse.===============================================================================Interview	Tape	List	[rd06]-------------------For	this	section	I	decided	to	break	the	pattern	and	organize	the	tapes	by	whothey're	for	(Joker,	Harley,	etc).	It's	pretty	much	the	exact	same	though	sinceyou	only
find	tapes	for	a	villain	in	the	same	area.===============================================================================JOKER	TAPES	-	ARKHAM	ISLAND|---------------------------'Tape:	#1Area:	Arkham	EastLocation:	Grapple	up	to	the	south	guard	tower	and	this	is	on	the	desk
inside.===============================================================================Tape:	#2Area:	Arkham	NorthLocation:	Grapple	to	the	west	tower	and	this	is	on	the	desk
inside.===============================================================================Tape:	#3Area:	Arkham	WestLocation:	In	the	west-southwest	part	of	the	area	is	the	dock	on	the	water.Enter	the	little	shack	here	and	the	tape	is	on	the
left.===============================================================================Tape:	#4Area:	Arkham	NorthGadget:	Cryptographic	SequencerLocation:	In	the	west	guard	house	is	where	you'll	find	this.	You	need	to	usethe	sequencer	to	get	rid	of	the	electric	barrier
first.===============================================================================Tape:	#5Area:	Arkham	EastGadget:	Cryptographic	SequencerLocation:	Grapple	to	either	guard	tower	and	take	the	walkway	in.	Use	thesequencer	to	lower	the	electric	barrier	at	the	end	and	enter	this	secret	room.The
tape	is	on	a	desk	in	here.===============================================================================HARLEY	QUINN	TAPES	-	INTENSIVE	TREATMENT|----------------------------------------'Tape:	#1Room:	Secure	TransitLocation:	Go	to	the	southeast	corner	of	the	room	and	take	the	stairs	into	aroom.	On
the	left	side	is	a	table	with	a	bunch	of	paper	stacks.	The	tape	isnext	to	them.===============================================================================Tape:	#2Room:	Intensive	Treatment	LobbyLocation:	In	the	east	room	of	the	center	office	area,	on	a	desk	near	an
openbook.===============================================================================Tape:	#3Room:	Cell	Block	Transfer	(after	third	Scarecrow	encounter)Gadget:	Cryptographic	Sequencer	(RANGE	UPGRADE	REQUIRED)Location:	Take	the	east	corridor	and	go	to	the	northeast	corner.	Use
thesequencer	and	disable	the	barrier.	The	tape	is	up	here.===============================================================================Tape:	#4Room:	Secure	Transit	(after	third	Scarecrow	encounterLocation:	As	you	enter	this	room,	turn	right	and	go	up	the	stairs	and	intothis	room.	The	tape	is	on
the	table	on	your	left.===============================================================================Tape:	#5Room:	Decontamination	(after	third	Scarecrow	encounter)Gadget:	Cryptographic	SequencerLocation:	Near	the	north	end	of	the	room	is	an	electric	barrier	room.	Use	thesequencer	and	the
tape	is	on	your	immediate	left.===============================================================================RIDDLER	TAPES	-	MEDICAL	FACILITY|--------------------------------'Tape:	#1Room:	SanatoriumLocation:	Search	the	room	on	the	second	floor	in	the	northeast	corner.	It's	ona	table	in	this	little
nook.===============================================================================Tape:	#2Room:	Patient	ObservationLocation:	After	getting	rid	of	the	Joker	toxin,	drop	down	and	enter	the	roomthat	Cash	and	the	doctor	were	hiding	in.	This	can	be	found	on	the
table.===============================================================================Tape:	#3Room:	Medical	FoyerLocation:	Return	to	the	Medical	Facility	at	a	later	time	and	walk	through	thefront	door	this	time	(which	you	weren't	able	to	do	before)	and	the	tape	ison	the	table	directly	in	front	of
you.===============================================================================Tape:	#4Room:	Secure	AccessGadget:	Cryptographic	SequencerLocation:	After	you	drop	out	of	the	vent,	go	forward	and	turn	left.	There	is	anelectric	barrier	protecting	the	next	room.	Use	your	sequencer	to	get	inside
andtake	the	tape	here.===============================================================================Tape:	#5Room:	Experimental	ChamberLocation:	You	couldn't	get	this	one	because	of	the	Bane	cutscene.	Go	back	tothe	room	where	he	was	and	it's	on	your
left.===============================================================================KILLER	CROC	TAPES	-	CAVES|-------------------------'Tape:	#1Room:	Old	SewerLocation:	Leave	the	main	area	(where	the	water	is	flowing)	and	go	east	downthe	corridor	to	an	intersection.	To	your	left	should	be	a	corpse.
The	tape	isright	near	his	body.===============================================================================Tape:	#2Room:	Surface	AccessLocation:	On	a	box	to	your	left	as	soon	as	you
enter.===============================================================================Tape:	#3Room:	Control	Room	AccessLocation:	From	the	entrance	to	this	area,	walk	forward	and	take	it	off	thecrate	in	front	of
you.===============================================================================Tape:	#4Room:	Pump	Control	RoomLocation:	In	the	corridor	leading	to	the	exit,	sitting	on	a	drum	before	youturn	left	to	the
door.===============================================================================Tape:	#5Room:	Pump	RoomGadget:	Line	LauncherLocation:	From	where	you	enter,	use	the	Line	Launcher	to	get	across	the	roomto	another	high	platform	in	the	southwest	corner.	The	tape	sits	on	one	of	thedrum
barrels.===============================================================================SCARECROW	TAPES	-	ARKHAM	MANSION|--------------------------------'Tape:	#1Room:	Main	HallLocation:	In	the	way	back	(north	side)	where	the	small	"guard	house"-likebuildings	are,	as	well	as	the	electric	barrier.	In
the	top-right	"hut",	find	thevent	on	the	far	side,	pry	it	off,	and	go	in.	This	is	on	a	table	inside.===============================================================================Tape	#2Room:	Arkham	Records	RoomLocation:	In	the	center	of	this	rectangle-shaped	room	are	two	alcoves	north	andsouth
leading	to	staircaes	which	lead	to	the	walkways.	In	the	south	alcove	thereis	a	vent	on	one	of	the	walls.	Pull	it	down	with	your	Batclaw	and	go	inside.Drop	down	to	the	bottom	of	the	following	room	and	search	the	table.===============================================================================Tape
#3Room:	Dr.	Young's	OfficeLocation:	This	will	be	in	the	small	room	after	leaving	the	office	where	you	getthe	fingerprints.	It's	the	same	room	that	the	thugs	break	out	from	when	theyopen	the	door	for	you.	The	tape	is	on	the	desk	to	your	left	before	you	leave.If	you	hit	the	West	Wing	Corridor,	you	went	too
far.===============================================================================Tape	#4Room:	West	Wing	CorridorGadget:	Ultra	BatclawLocation:	In	the	southwest	part	of	the	West	Wing	Corridor,	on	the	south	wall,there	is	a	destructible	wall	that	you	can	only	reach	when	you	have	the
UltraBatclaw.	Pry	it	down	and	find	the	tape	inside.===============================================================================Tape	#5Room:	LibraryGadget:	Cryptographic	SequencerLocation:	Return	to	this	room	with	the	sequencer	and	turn	left	immediately	uponentry.	Take	out	the	barrier	and	go
inside	and	find	the	tape	downstairs.===============================================================================ZSASZ	TAPES	-	PENITENTIARY|--------------------------'Tape	#1Room:	Cells	AccessLocation:	This	is	as	soon	as	you	enter	the	building	for	the	first	time.	It's	ona	desk	to	your
right.===============================================================================Tape	#2Room:	Main	Cell	BlockLocation:	This	is	in	the	room	immediately	after	fighting	a	bunch	of	thugs	on	thehigh	platform	while	Harley	swings	from	the	pendulum.	The	same	room	with	thetommy	gun	you	can	scan
for	a	riddle	solution.	The	tape	is	on	a	desk	to	the	left.===============================================================================Tape	#3Room:	Guard	RoomLocation:	After	escaping	the	room	with	the	bomb	by	freeing	the	two	guards,	goright	(south	portion	of	the	area	on	your	map).	The	two	guards
will	be	standinghere.	On	a	giant	pile	of	papers	to	your	left	is	this	tape.===============================================================================Tape	#4Room:	Controlled	AccessLocation:	On	the	east	side	of	the	room.	There	is	a	vent	above	you	that	you	willpull	down	with	the	Batclaw.	A	maniac
pops	out.	After	dealing	with	him,	enterthe	vent	to	reach	a	small	room	with	this	tape	on	the	desk	inside.===============================================================================Tape	#5Room:	Extreme	IncarcerationLocation:	In	the	"control	room"	up	top	where	Harley	was	before	the	cutscene.
Goup	there	and	you'l	find	this	on	another	desk.===============================================================================POISON	IVY	TAPES	-	BOTANICAL	GARDENS|------------------------------------'Tape:	#1Room:	Glasshouse	EntranceLocation:	From	the	entrance,	go	right,	around	the	center	structure
and	look	forthis	on	a	bench.===============================================================================Tape:	#2Room:	Statue	CorridorLocation:	Southeast	of	the	statue	is	another	bench	with	another
tape.===============================================================================Tape:	#3Room:	Glasshouse	Generator	RoomLocation:	After	the	fight,	this	tape	is	on	the	computer	terminal	to	the	leftof	the
hostage.===============================================================================Tape:	#4Room:	Flooded	CorridorLocation:	In	the	center	area,	go	east,	down	a	short	staircase	to	where	aheadless	statue	is.	To	the	left	of	it	is	another	tape	sitting	comfortably	onthe
bench.===============================================================================Tape:	#5Room:	AviaryLocation:	After	you	save	the	hostages,	make	your	way	to	them.	They	are	standingon	the	lower	platform	on	the	southeast	side	of	the	room.	Walk	past	them	and	thetape	should	be
there.===============================================================================Arkham	Chronicle	List	[rd07]---------------------===============================================================================INTENSIVE	TREATMENT|-------------------
'Room:	Secure	TransitLocation:	Pretty	impossible	to	miss.	You	HAVE	to	pass	by	it	to	get	out	of	here.It's	pretty	much	near	the	end	of	your	ascent	so	if	you	climb	up	to	where	thethugs	are,	you	passed	it.===============================================================================Room:	Secure	Transit
(after	third	Scarecrow	encounter)Gadget:	Explosive	GelLocation:	Halfway	down	the	shaft	is	an	area	where	there	are	two	weak	walls.You	need	to	turn	left	at	one	platform	during	the	ascent	(or	descent)	down	thisroom	and	there	is	a	vent	cover	you	need	to	pull	off.	It	takes	you	to	the	twowalls.	The	chronicle	is	behind	the	left
wall.===============================================================================Room:	Transfer	LoopGadget:	BatclawLocation:	Go	all	the	way	east	to	the	doorway	that	leads	north	to	theDecontamination	room.	Turn	around	from	that	door	and	look	for	a	vent	on	thewall	ahead	of	you.	Use	the	Batclaw
and	then	enter	to	find	this.===============================================================================ARKHAM	EAST|-----------'Location:	There	is	a	small	little	inlet	area	between	the	two	main	structures	ofthe	Arkham	Mansion	area.	Get	inside	here	by	grappling	over	a	small	gate.	As	youenter,	look
to	your	right.	The	chronicle	is	between	some	of	the	pillars	here.===============================================================================Gadget:	Explosive	GelLocation:	Go	to	the	north	and	go	to	the	right	side	of	the	staircase	that	leadsto	the	Botanical	Gardens	(go	through	the	cemetery).	In	the
staircase	wall	is	aweak	wall	that	you	can	blow	up	to	find	this.===============================================================================ARKHAM	NORTH|------------'Location:	On	the	second	floor	of	the	abandoned	building	on	the	west	side	ofthe	area.	Don't	mistake	the	top	floor	for	the	second	floor.
You	can	go	directlyto	it	by	grappling	to	a	window	from	outside.===============================================================================Location:	Enter	the	cave	next	to	the	Intensive	Treatment	building	and	grappleup	to	the	ledge.	It's	on	your



left.===============================================================================ARKHAM	WEST|-----------'Gadget:	Explosive	GelLocation:	Underneath	the	Penitentiary	building	is	a	wall	you	can	grapple	to	andplant	your	Explosive	Gel	on.	Do	so,	drop	down,	blow	it	open,	then	climb	backup	to	find	this
inside.===============================================================================MEDICAL	FACILITY|----------------Room:	SanatoriumLocation:	There	is	a	grate	running	along	the	southwest	side	of	the	room	on	thefirst	floor.	You	can	get	to	it	next	to	the	cell	with	the	big	opening	in	thebars,	or	by
taking	the	vents	(when	you	first	enter	this	room)	and	drop	downevery	time	to	a	lower	level	until	you	find	the	grate	on	your	left.	Basicallybetween	these	two	points,	there's	a	secret	spot	you	can	pop	out	of	the	grateand	this	secret	room	has	the
chronicle.===============================================================================Room:	Medical	FoyerGadget:	Ultra	BatclawLocation:	Go	north	as	if	you	were	to	exit.	Turn	around	from	the	door	and	lookat	the	wall	in	Detective	Mode	to	see	a	weakness.	Use	the	Ultra	Batclaw,	thengrapple	up
here	to	find	this.===============================================================================Room:	X-Ray	RoomGadget:	Ultra	BatclawLocation:	Grapple	up	to	the	center	structure	where	Dr.	Young	once	was.	Turnaround	and	use	the	Ultra	Batclaw	on	the	wall	here.	Jump	to	the	opening	and	scanthe
chronicle	inside.===============================================================================CAVES|-----'Room:	Old	SewerLocation:	As	you	enter,	you	drop	down	into	the	room	with	the	water.	Turn	toyour	right	and	the	chronicle	is	up	against	the
wall.===============================================================================Room:	Control	RoomGadget:	Ultra	BatclawLocation:	Use	your	Ultra	Batclaw	on	the	southwest	wall	and	climb	up	to
findthis.===============================================================================Room:	Pressure	Control	Junction	(after	shutting	down	the	Titan	pumps)Gadget:	Ultra	BatclawLocation:	After	you	turn	off	the	pumps,	a	fight	breaks	out	in	this	room.	Afterthat,	go	through	the	door	the	Titan	busted
down	and	use	the	Ultra	Batclaw	toremove	the	wall	above	you.	Grapple	up	to	it	and	find	this	inside.===============================================================================ARKHAM	MANSION|--------------'Room:	Mansion	Entrance	HallGadget:	Explosive	GelLocation:	Your	first	time	through,	you
are	required	to	grapple	up	to	the	ventin	the	ceiling	because	the	main	exit	door	is	blocked.	Up	in	the	ceiling,	you'llfind	a	wall	to	blow	up.	Behind	it	is	the	chronicle.===============================================================================Room:	South	CorridorGadget:	Explosive	GelLocation:
Halfway	down	this	corridor,	look	for	a	platform	to	grapple	to	aboveyou	on	the	left.	Blow	up	the	wall	here	and	the	chronicle	is	there.===============================================================================Room:	Main	Hall	(after	second	Scarecrow	encounter)Location:	After	that	fight	with
Scarecrow,	you'll	need	to	cut	the	bell	down	toescape	this	room.	After	that,	drop	down	and	try	to	land	on	a	balcony	just	abovethe	main	room	where	the	chronicle	is.	If	you	miss	it,	you	can	grapple	up	to	it.===============================================================================PENITENTIARY|-----
-------'Room:	Extreme	IncarcerationGadgets:	Cryptographic	Sequencer,	Explosive	GelLocation:	Enter	the	control	room	and	use	the	sequencer	to	open	the	number	fivecell.	Enter	and	blow	up	the	back	wall.	The	chronicle	will	be
there.===============================================================================Room:	Guard	RoomGadgets:	Explosive	Gel,	Ultra	BatclawLocation:	Do	the	steps	necessary	to	rid	this	room	of	Joker	toxin	(ExplosiveGel	the	wall	above	the	guards,	then	Ultra	Batclaw	the	far	wall,	and	throw	aBatarang
at	the	security	box)	and	then	drop	down.	In	the	water	is	a	weak	wall.Blow	it	open	to	find	this	inside.===============================================================================Room:	Main	Cell	BlockGadget:	Line	LauncherLocation:	Go	south	from	the	main	room	with	the	formerly	electrified
floor.Turn	left	immediately	and	there	is	a	wall	you	probably	blew	up	before.	Insideis	a	corridor	with	electrified	water.	Use	the	Line	Launcher	to	get	across.Turn	right	and	the	chronicle	is	there.	Use	the	Cryptographic	Sequencer	on	thesecurity	box	to	make	it	back	across
safely.===============================================================================BOTANICAL	GARDENS|-----------------'Room:	Glasshouse	EntranceLocation:	From	the	entrance,	there	are	two	little	openings	on	your	left	andright.	Enter	either	one	to	eventually	drop	down	to	an	area	below	where	this
canbe	found.===============================================================================Room:	Abandoned	ChamberLocation:	Shimmy	to	the	waterfall	ledge	(skipping	steps	but	read	other	ones	inthis	room	for	more	steps)	and	turn	around	and	jump	to	the	platform.	Go	downhere	and	look	for	the
catwalk	on	the	ceiling.	Cut	it	down	with	a	Batarang	andcross	it	just	a	few	steps.	Turn	left	and	climb	the	wall.	Shimmy	around,	andthen	walk	down	this	platform,	crouching	under	a	low	hanging	pillar.	At	thisend,	jump	to	the	fissure	on	the	wall.	Shimmy	to	the	left	and	pull	yourself	up.The	chronicle	is
inside.===============================================================================Room:	Titan	Production	FacilityGadget:	Ultra	Batclaw,	Line	LauncherLocation:	Use	the	Line	Launcher	to	get	across	to	the	main	room,	then	turnaround.	Face	the	northeast	and	use	the	Ultra	Batclaw	here.	Once	the
wall	isgone,	use	the	Line	Launcher	to	get	across	and	inside	this	alcove,	the	chronicleis	waiting.===============================================================================SECRET	CHRONICLE|----------------'There	is	one	last	chronicle	to	find	if	you	look	at	the	Spirit	of	Arkham'sCharacter	Bio	page.
This	last	one	is	not	counted	for	a	Riddler	Challenge	butyou	need	it	to	uncover	one	of	Arkham's	biggest	mysteries	that	the	chronicleshave	been	hinting	at	you.To	find	this	last	one,	go	to	Penitentiary	-	Security	Control	Room.	Go	up	thestairs	to	that	little	room	where	the	Warden	used	to	be.	On	the	ground	will	besome	writing	that	says	"BATMAN"	all	over.
Scan	this	for	the	last	chronicle.===============================================================================	|\/|	/`._	|	|	_.'\====/	\===========================================================	/	5	\	Challenge	Mode	[cl00]==/	.-.	.-.
\=========================================================	|/	\.-.	.-./	\|	\/In	this	section	you	can	find	some	supporting	information	regarding	the	game'sChallenge	Mode.	Challenge	Mode	in	Batman:	Arkham	Asylum	offers	a	fun	diversionfrom	the	main	game.	The	two	map	types	are	Freeflow	Combat	and	Predator
maps.They	are	called	challenges	for	a	reason.	As	you	get	further	through	thechallenges,	they	get	harder	to	complete.In	this	section,	I	will	not	be	giving	specific	strategies	for	each	challenge.This	is	sort	of	difficult	and	probably	unnecessary.	It's	tough	because	there	areway	to	many	variables	to	account	for	and	in	the	end	it	all	comes	down	to	yourown
skill,	among	other	things.	Don't	worry	though.	I'll	have	some	tips	here	andthere	when	applicable.	For	now,	you	can	use	this	section	to	get	very	basic	infoon	the	maps	such	as	the	medal	challenges	and	the	necessary	high	scores.Freeflow	Combat	Challenges--------------------------In	these	challenges,	you'll	have	four	rounds	of	combat.	Each	round
getsprogressively	harder	with	more	enemies	that	become	better	equipped	and	so	on.Your	goal	is	to	defeat	all	of	them	by	chaining	the	best	combos	you	can.	You	cangain	additional	bonuses	by	completing	rounds	or	the	entire	challenge	in	acertain	manner.TIP	#1:	Try	to	avoid	getting	too	challenge	crazy	before	you	get	all	the	combatupgrades.	This
includes	the	upgrade	that	makes	your	Combo	Batarang	stronger	andalso	the	upgrade	to	throw	three	Batarangs	at	once.	Freeflow	Combat	challengesare	just	a	ton	easier	once	you're	fully	armed	with	your	skills	and	gadgets.Predator	Challenges-------------------The	Predator	challenges	will	focus--obviously--on	predator	gameplay.	You'll	bein	a	room	straight
out	of	the	main	game	with	a	number	of	thugs.	Your	goal	willbe	to	take	them	out	in	any	of	the	many	ways	possible.	Once	they're	all	down,you	clear	the	challenge.	These	challenges	are	scored	by	time	completed	insteadof	the	points	earned.Each	Predator	map	has	three	challenges	called	Medal	Challenges.	These	MedalChallenges	are	specific	takedowns
or	actions	that	you	need	to	perform	in	orderto	get	to	the	highest	tier	of	the	leaderboards.	You	also	need	to	collect	medalsin	order	to	unlock	some	Trophies/Achievements.	For	example,	on	the	firstPredator	map,	Silent	Knight,	you	have	a	medal	challenge	called	"Silence	IsGolden"	which	requires	you	to	perform	a	Silent	Takedown.It's	important	to	note
that	to	get	into	the	top	tier	of	the	Leaderboards,	youneed	to	finish	a	Predator	challenge	having	collected	all	three	medals	in	oneattempt.	You	can	try	as	many	times	as	you	want,	but	you	need	to	earn	all	threebefore	finishing	the	challenge.	Earning	two,	finishing,	then	starting	again	andgetting	the	third	will	not	count.Batman	Challenges	[cl01]----------------
-==========================FREEFLOW	COMBAT	CHALLENGES==========================-----[INTENSIVE	TREATMENT]-----------------------------------------------------#########################	Three	Medals:	18,000	##	Two	Medals:	12,000	##	One	Medal:	6,000	#########################Unlocked:
Collect	5	Joker	Teeth	in	Intensive	TreatmentRound	1:	3	enemies	-	3x	unarmedRound	2:	5	enemies	-	5x	unarmedRound	3:	6	enemies	-	2x	unarmed,	4x	pipesRound	4:	8	enemies	-	8x	unarmedNotes:	Round	3	introduces	enemies	with	pipes	but	they're	easy	to	counter	sincethey	advertise	their	swings	well.	They'll	drop	them	when	defeated,	so	Round	4has
eight	unarmed	thugs,	but	they'll	pick	up	the	dropped	pipes	so	they're	reallynot	unarmed.-----[SEWER	BAT]---------------------------------------------------------------#########################	Three	Medals:	18,000	##	Two	Medals:	12,000	##	One	Medal:	6,000	#########################Unlocked:	Riddler	Trophy	in	Caves	-	Main	Sewer
JunctionRound	1:	4	enemies	-	4x	unarmedRound	2:	4	enemies	-	3x	unarmed,	1x	daggerRound	3:	6	enemies	-	6x	unarmedRound	4:	7	enemies	-	6x	unarmed,	1x	daggerNotes:	By	round	3,	two	enemies	will	dart	towards	the	metal	bins	on	the	walls,	sotry	and	focus	on	them	first	by	punching	your	way	toward	them.	You	can	also	useBatarangs.	They	might
also	pull	pipes	off	which	can	be	used	by	enemies	in	Round4.	Try	to	thwart	these	enemies	with	Batarang	attacks	in	your	combos.	You	can"pre-load"	the	Batarang	as	you	are	hitting	other	enemies	so	that	when	you'refinished,	Batman	will	automatically	throw	them.	This	is	a	good	way	to	stopenemies	going	for	weapons.-----[SHOCK	AND	AWE]--------------------
---------------------------------------#########################	Three	Medals:	30,000	##	Two	Medals:	20,000	##	One	Medal:	10,000	#########################Unlocked:	Riddler	Trophy	in	Botanical	Gardens	-	Flooded	CorridorRound	1:	4	enemies	-	3x	unarmed,	1x	pipeRound	2:	6	enemies	-	4x	unarmed,	1x	pipe,	1x	Stun	batonRound
3:	7	enemies	-	3x	unarmed,	2x	dagger,	2x	pipesRound	4:	10	enemies	-	6x	unarmed,	2x	pipes,	1x	Stun	Baton,	1x	ZsaszNotes:	The	obvious	thing	to	watch	out	for	here	is	the	timer	on	the	side	of	thescreen.	It	counts	down	to	when	the	floor	becomes	electrified	and	once	thathappens,	you	lose	automatically.	As	the	rounds	progress	and	you	get	more	andmore
enemies,	the	timer	goes	up.	By	Round	4	though,	you've	got	a	lot	on	yourplate	so	you	want	to	make	use	of	all	of	your	skills	and	gadgets	to	take	outenemies	as	fast	as	possible.-----[RUMBLE	IN	THE	JUNGLE]----------------------------------------------------#########################	Three	Medals:	30,000	##	Two	Medals:	20,000	##	One	Medal:	10,000
#########################Unlocked:	Riddler	Trophy	in	Caves	-	Main	Sewer	JunctionRound	1:	6	enemies	-	4x	unarmed,	1x	pipes,	1x	daggerRound	2:	12	enemies	-	8x	unarmed,	4x	pipesRound	3:	7	enemies	-	5x	unarmed,	1x	dagger,	1x	Stun	BatonRound	4:	9	enemies	-	8x	unarmed,	1x	TitanNotes:	Round	2	has	12	enemies	and	that's	the	most
you'll	face	thus	far	inChallenge	Mode.	They'll	also	be	going	for	the	metal	bins	around	the	area	sowatch	out.	It	gets	seemingly	easier	from	there	until	Round	4	where	a	Titanappears	and	it	starts	the	round	off	immediately	charging	you	so	throw	a	QuickBatarang	and	roll	out	of	there.	If	you	want	to	maintain	your	combo	with	theTitan	in	play,	you	can	ward
off	surrounding	enemies	when	trying	to	get	onto	theTitan's	back.	Don't	let	the	other	enemies	hit	you	and	then	when	you	get	on,you	can	use	the	Titan	to	extend	your	combo	further.	It'll	likely	be	you	andthe	Titan	at	the	end,	so	just	continue	the	normal	tactics	to	beat	him.-----[INTENSIVE	TREATMENT	(EXTREME)]-------------------------------------------
#########################	Three	Medals:	30,000	##	Two	Medals:	20,000	##	One	Medal:	10,000	#########################Unlocked:	Riddler	Trophy	in	Penitentiary	-	Security	Control	RoomRound	1:	6	enemies	-	6x	unarmedRound	2:	6	enemies	-	6x	unarmedRound	3:	8	enemies	-	4x	unarmed,	4x	pipesRound	4:	10	enemies	-
9x	unarmed,	1x	ZsaszNotes:	At	Round	2,	the	enemies	will	go	for	the	gun	locker	so	be	sure	to	stopthem.	Quickly	throw	Batarangs	to	slow	them	down	as	you	try	to	maintain	yourcombo.	From	there	on,	someone	will	go	for	the	locker	each	round	so	you	need	tomake	sure	they	don't	get	it.	At	Round	4,	Zsasz	will	appear	so	try	to	take	himout	early	if	you	can.
Build	up	a	short	combo	and	use	the	special	takedown	toeliminate	him	quickly.-----[SEWER	BAT	(EXTREME)]-----------------------------------------------------#########################	Three	Medals:	50,000	##	Two	Medals:	30,000	##	One	Medal:	10,000	#########################Unlocked:	Riddler	Trophy	in	Intensive	Treatment	-
Maintenance	AccessRound	1:	9	enemies	-	9x	unarmedRound	2:	11	enemies	-	9x	unarmed,	2x	pipesRound	3:	9	enemies	-	8x	unarmed,	1x	daggersRound	4:	15	enemies	-	10x	unarmed,	5x	pipesNotes:	Round	2	will	have	the	enemies	scrambling	for	pipes	and	other	things.	Theenemies	in	Round	3	are	mostly	unarmed,	but	they	won't	be	for	long	as
nearlyevery	one	of	them	will	probably	pick	up	a	pipe.	Also	watch	out	for	one	goingfor	the	gun	locker.	This	will	repeat	in	Round	4	as	a	lot	of	them	also	pick	uppipes	and	two	go	for	the	gun	lockers.-----[SHOCK	AND	AWE	(EXTREME)]-------------------------------------------------#########################	Three	Medals:	30,000	##	Two	Medals:	20,000
##	One	Medal:	10,000	#########################Unlocked:	Riddler	Trophy	in	Medical	Facility	-	Secure	AccessRound	1:	6	enemies	-	2x	unarmed,	2x	pipes,	2x	daggerRound	2:	6	enemies	-	2x	unarmed,	2x	pipes,	2x	Stun	BatonRound	3:	8	enemies	-	4x	unarmed,	2x	pipe,	1x	dagger,	1x	Stun	BatonRound	4:	10	enemies	-	4x	unarmed,	2x	pipe,
2x	Stun	Baton,	1x	dagger,	1x	ZsaszNotes:	The	biggest	challenge	here	is	beating	the	timer	for	each	round,especially	as	it	just	gets	harder	and	harder	to	take	down	the	increasing	numberof	enemies	fast	enough.	Make	use	of	Combo	Takedowns	and	the	like	and	keep	yourcombo	going	to	knock	down	enemies	and	use	Batarangs	to	stun	multiple	enemies
soyou	can	try	for	Ground	Takedowns	when	it's	safe.	Round	2,	one	enemy	will	leavethe	main	area	to	go	to	the	gun	locker.	If	you	want	to	let	him	go,	try	buildingup	a	combo	and	when	he	comes	back,	hit	him	with	a	Combo	Takedown	so	he	has	nochance	to	shoot.	The	danger	here	is	that	the	gun	will	be	there	for	others	to	useso	beware.	Round	4	has	Zsasz
so	use	Combo	Takedowns	to	take	him	and	otherspecial	enemies	out	of	the	picture	fast.-----[RUMBLE	IN	THE	JUNGLE	(EXTREME)]------------------------------------------#########################	Three	Medals:	50,000	##	Two	Medals:	40,000	##	One	Medal:	30,000	#########################Unlocked:	Riddler	Trophy	in	Caves	-
Croc's	LairRound	1:	8	enemies	-	4x	unarmed,	2x	pipe,	1x	dagger,	1x	Stun	BatonRound	2:	9	enemies	-	8x	unarmed,	1x	TitanRound	3:	10	enemies	-	5x	unarmed,	1x	pipe,	1x	dagger,	2x	Stun	Baton,	1x	ZsaszRound	4:	10	enemies	-	8x	unarmed,	2x	TitanNotes:	You	have	a	Titan	in	Round	2,	and	two	in	Round	4	so	it	becomes	harddealing	with	them,	as	well	as
annoying	enemies	that	you	can't	hit	head	onin	a	large	crowd	of	foes	such	as	the	dagger	and	Stun	Baton	guys.	Stay	away	fromthe	Titans	when	fighting	the	others	but	when	they	charge,	use	your	Batarang	andthen	make	them	work	for	you.	Watch	out	for	enemies	going	for	the	gun	locker	andmetal	bins	as	well.This	is	very,	very	difficult	if	you're	not	at
least	moderately	skilled	at	thecombat.	Practice,	practice,	practice.	It	took	me	several	dozen	tries	to	getthe	50k	points.	If	you	finish	round	1	with	a	score	lower	than	8000,	start	over.Unless	by	some	chance	you	do	perfect	in	the	2nd	or	3rd	round,	you	will	probablynot	get	it.Make	use	of	Batarangs	and	the	Ultra	Batclaw	to	keep	multiple	enemies	down
andkeep	you	less	crowded.	Combo	Takedowns	to	eliminate	dagger	or	stun	baton	thugsis	a	good	idea.==========================SILENT	PREDATOR	CHALLENGES==========================-----[SILENT	KNIGHT]-----------------------------------------------------------######################	Silence	is	Golden	##	Blast	Zone
##	Mind	Your	Head	######################Unlocked:	Riddler	Trophy	in	Medical	Facility	-	Experimental	Chamber1)	Silence	is	Golden:	Sneak	up	behind	a	henchman	and	perform	a	Silent	Takedown2)	Blast	Zone:	Explode	a	weak	wall	into	a	henchman	to	knock	him	out3)	Mind	Your	Head:	Knock	down	a	henchman	with	a	Batarang	and	then
take	him	down-----[RECORD	BREAKER]----------------------------------------------------------######################	Fall	Guy	##	Over	The	Ledge	##	Round	The	Bend	######################Unlocked:	Riddler	Trophy	in	Arkham	Mansion	-	Warden's	Office1)	Fall	Guy:	Batclaw	a	henchman	and	pull	him	off	a	walkway	to	take	him	down2)	Over
The	Ledge:	While	hanging	from	a	ledge,	grab	a	henchman	and	pull	him	offthe	ledge3)	Round	The	Bend:	Use	Corner	Cover	to	hide	and	then	take	down	an	approachinghenchman-----[SURVIVAL	TACTICS]--------------------------------------------------------######################	Smash	Landing	##	Hang	Time	##	Break	Your	Fall
######################Unlocked:	Riddler	Trophy	in	Caves	-	Croc's	Lair1)	Smash	Landing:	Smash	through	a	glass	ceiling	onto	a	henchman	below	to	takehim	down2)	Hang	Time:	Perform	an	Inverted	Takedown	from	a	vantage	point	(upgraderequired)3)	Break	Your	Fall:	Drop	down	on	top	of	a	henchman	and	then	knock	him	out	onthe
ground-----[INVISIBLE	PREDATOR]------------------------------------------------------######################	Watch	Your	Step	##	Crowd	Control	##	Grate	Moves	######################Unlocked:	Riddler	Trophy	in	Arkham	North1)	Watch	Your	Step:	Spray	the	Explosive	Gel	on	the	floor	to	stun	a	patrollinghenchman	(Auto	Proximity
Detonation	required)2)	Crowd	Control:	Take	down	3	henchmen	at	once	with	one	wall	using	ExplosiveGel3)	Grate	Moves:	Jump	out	of	a	floor	grate	to	take	down	a	henchmanTips:	From	the	start,	go	forward	and	wait	for	the	thug	to	pass	in	front	of	you.While	crouching,	sneak	behind	him	but	DON'T	take	him	out	yet.	Just	wait	andwatch	for	the	thug
downstairs	to	start	walking	by.	When	he's	in	the	rightposition,	go	down	the	stairs	and	start	punching	him	toward	the	destructiblewall	to	stun	him.	Take	him	out	really	fast	and	enter	the	grate	in	the	floor.	Itis	likely	you	will	get	shot	at	a	little,	but	it's	ok.In	the	grate,	go	to	the	left	and	pop	out	the	other	side.	Most	of	the	enemiesshould	be	focused	in	front
of	the	wall	now.	Go	behind	it	and	spray	your	gel,then	quickly	detonate	it	to	take	out	multiple	enemies.	That	makes	the	tricky"Crowd	Control"	much	easier.For	"Grate	Moves"	just	keep	in	mind	this	one	key	tip.	After	popping	out	of	agrate,	you	have	a	very	short	amount	of	time	to	take	out	a	thug	for	it	to	count.Use	the	Sonic	Batarang	to	lure	an	enemy
near	one.-----[SILENT	KNIGHT	(EXTREME)]-------------------------------------------------######################	Three	For	Three	##	Break	Through	##	Aerial	Assault	######################Unlocked:	Riddler	Trophy	in	Botanical	Gardens	-	Titan	Production	Facility1)	Three	For	Three:	Take	down	3	henchmen	with	3	different	walls	at	once
usingExplosive	Gel2)	Break	Through:	Line	Launch	through	a	window	into	a	henchman	on	the	otherside3)	Aerial	Assault:	Glide	kick	a	henchman	then	knock	him	out	on	the	groundTips:	There's	a	couple	ways	to	handle	the	difficult	"Three	For	Three"	one.	Theway	I	did	it	was	this.	Immediately	at	the	start,	turn	around	and	pry	off	thevent	behind	you.	Go
through	this	corridor	and	put	Explosive	Gel	on	the	wall	atthe	end.	Don't	detonate	it	yet.	Leave	and	go	back	out	into	the	main	room	again.When	you	see	an	opportunity,	grapple	up	to	the	top	of	the	room	in	the	cornerthat	has	windows.	The	roof	is	destructible	so	that's	how	you	can	tell.	It'salso	where	you	want	to	place	more	gel.	Using	the	Line	Launcher,
zip	to	theother	corner	where	a	thug	stands	in	front	of	another	destructible	wall.	Dropdown	and	place	the	gel	behind	this	wall.All	three	are	in	place	but	here's	the	tough	part:	the	timing.	You	want	to	dothis	quickly	enough	(and	without	being	seen)	so	that	when	you	do	this	next	step,a	guard	will	be	entering	that	room	that	has	the	roof	with	gel	on	it.	To
getthis	plan	in	motion,	you	want	to	throw	a	Sonic	Batarang	at	the	first	wall	youput	gel	behind.	This	lures	a	guard	to	it.	You	want	to	be	doing	this	quicklyenough,	at	the	right	time	so	that	the	other	thug	is	walking	beneath	that	roof.If	you	time	it	right,	you	can	detonate	them	and	get	all	three.Finally,	for	"Break	Through",	use	the	Sonic	Batarang	again	to
lure	anotherthug	inside	that	room	and	use	the	Line	Launcher	from	across	the	stage	to	bustthrough	the	window	as	he	is	going	inside.-----[RECORD	BREAKER	(EXTREME)]------------------------------------------------######################	Chain	Reaction	##	Three	In	A	Row	##	Sonic	Boom	######################Unlocked:	Riddler
Trophy	in	Caves	-	The	Batcave1)	Chain	Reaction:	Kick	two	henchmen	in	one	move	using	Line	Launcher2)	Three	In	A	Row:	Knock	down	3	henchmen	with	one	Remote	Control	Batarang(Upgrade	required)3)	Sonic	Boom:	Use	the	Sonic	Shock	Batarang	to	pacify	a	henchman	(Upgraderequired)-----[SURVIVAL	TACTICS	(EXTREME)]-------------------------------------
---------######################	The	Magic	Number	##	Kick	Off	##	Hit	And	Run	######################Unlocked:	Riddler	Trophy	in	Arkham	Mansion	-	East	Wing	Corridor1)	The	Magic	Number:	Use	the	Triple	Batarang	to	knock	down	3	henchmen	with	onethrow	(Upgrade	required)2)	Kick	Off:	Use	the	Line	Launcher	to	kick	a
henchman	off	a	ledge	and	knock	himout3)	Hit	And	Run:	Punch	an	armed	henchmanTips:	From	the	getgo,	immediately	run	off	the	ledge	and	glide	down	to	the	enemyright	in	front	of	you.	Crouch	and	silently	take	him	out.	Take	too	long	and	theother	thug	down	the	corridor	will	see	you.	Now,	find	a	hiding	spot	and	wait	forJoker	to	alert	the	others	that
this	guy	is	down.	When	they	all	investigate	inthe	corridor,	stand	at	one	end	and	throw	your	Triple	Batarang	at	them	to	get"The	Magic	Number"For	"Kick	Off",	you	might	want	to	do	this	on	one	of	the	sides	of	the	room,preferably	the	one	with	the	large	object	that	looks	like	a	container	or	somesort,	near	the	ladder.	Throw	a	Sonic	Batarang	near	the	top	of
the	ladder.	Waitfor	someone	to	come	by	while	you	stand	back.	Once	they're	there,	use	the	LineLauncher	to	kick	them	over	the	railing.-----[INVISIBLE	PREDATOR	(EXTREME)]--------------------------------------------#############################	Two	For	The	Price	Of	One	##	Shock	Tactics	##	Tug	Of	War
#############################Unlocked:	Riddler	Trophy	in	Penitentiary	-	Guard	Room1)	Two	For	The	Price	Of	One:	Using	the	Ultra	Batclaw,	pull	the	floor	out	fromunder	2	henchmen2)	Shock	Tactics:	Appear	out	of	nowhere	to	surprise	a	terrified	henchman3)	Tug	Of	War:	Use	the	Ultra	Batclaw	to	pull	3	henchmen	off	a	walkway	at
once,taking	them	all	outTips:	"Two	For	The	Price	Of	One"	is	pretty	obvious.	From	the	start,	you	can	tryto	find	a	way	past	the	guards	to	the	two	standing	on	the	destructible	floor.Use	the	vent	in	the	corner	to	get	underneath	them	and	pull	it	down	with	theUltra	Batclaw.For	"Tug	of	War"	you'll	want	to	use	the	Sonic	Batarang.	Try	to	place	it	on	awall	near
a	railing	like	the	"center"	area	that	Batman	starts	off	in	front	of.Detonate	it	when	a	thug	gets	too	close	and	hope	that	at	least	three	of	hisbuddies	come	to	investigate.	Since	it	should	be	right	near	the	railing,	standunderneath	and	target	them	all	with	the	Ultra	Batclaw	to	get	this.Joker	Challenges	[cl02]----------------So,	after	not	adding	this	for	so,	so	long,
I	decided	to	kinda	be	lazy,	err...I	mean,	quick	and	efficient	by	just	providing	general	tips.	Actually,	there	arereal	reasons	for	it.	First	of	all,	Joker's	challenges	don't	have	medals	forhigh	scores	or	for	specific	takedowns;	it's	just	completely	for	fun.	Second,it's	more	of	the	same	you've	already	done	with	Batman.	You	just	have	to	learnhow	Joker	plays.-	In
Freeflow	Combat	Challenges	-Joker	lacks	two	things	that	Batman	has.	The	first	is	an	endless	supply	ofprojectiles.	Where	Batman	can	throw	an	unlimited	amount	of	Batarangs	from	hisarse...enal,	Joker	has	a	gun	with	one	bullet.	In	addition,	Joker	has	no	gadgetavailable	by	doubletapping	R2	like	the	Batclaw.When	you	want	to	mix	things	up	and	improve
your	score,	use	Joker's	stun	(Circleor	B)	attack	to	spray	his	laugh	gas.	It	has	a	decent	range	and	can	hit	multipleenemies	at	once.	Also	mix	things	up	by	jumping	over	guys	and	using	the	specialmoves	like	Combo	Takedowns.Perhaps	the	biggest	challenge	in	Joker's	combat	challenges	is	that	he	has	onebar	of	non-upgradable	life,	making	it	really	difficult
to	stay	alive	sometimes.Make	frequent	use	of	vaulting	over	guys	and	use	Combo	Takedowns	and	Throws	assoon	as	they	become	available.	Always	prevent	guys	from	using	guns	against	you.-	In	Silent	Predator	Challenges	-Again,	Joker	finds	himself	underequipped	when	compared	to	Batman.	The	onlytools	he	has	are	his	gun	(with	one	bullet),	chattering
teeth,	and	his	specs.The	specs	function	like	Detective	Vision	but	they	are	very	limited	in	that	youcan't	keep	them	on	and	move	around.Relying	mostly	on	Silent	Takedowns	is	the	way	to	go.	It's	actually	pretty	muchall	Joker	can	do.	His	gun	is	an	easy	one-hit	kill	but	it	alerts	all	the	otherguards.	This	is	a	good	way	however	to	get	easy	multiple	kills	at
once...If	you	can	get	a	group	of	guards	to	check	on	a	fallen	buddy,	stand	back	and	usethe	teeth.	You	can	"pilot"	the	teeth	up	to	them	and	detonate	it,	knockingmultiple	guys	out	at	once.	This	is	a	good	tip	to	use	on	most	of	his	challenges.Downloadable	Content	[cl03]--------------------There	are	two	sets	of	DLC	packs,	the	Insane	Night	maps	and	the	Prey	in
theDarkness	ones.	In	addition,	there	are	two	other	maps	that	were	available	aspre-order	bonuses	at	certain	retailers.	They	are	also	available	for	purchasenow.I'll	very	briefly	cover	all	the	DLC	except	for	Crime	Alley	which	I	do	not	have.Also	note,	all	(or	at	least	most	of	it	I	think)	of	this	stuff	is	in	the	GOTYEdition.-----[TOTALLY	INSANE]-------------------------
----------------------------------	No	Medals	Awarded	-Unlocked:	Purchase	the	Insane	Night	DLCTips:	This	is	an	endless	Freeflow	combat	challenge.	Basically,	just	survive	aslong	as	you	can	while	racking	up	as	big	of	a	score	as	possible.	You	have	untilyour	life	runs	out	and	so	you	can	easily	get	a	bunch	of	good	combos	going.I	can't	give	specific	strategies	but	I
will	point	out	a	few	worthwhile	things.First,	you	have	the	two	electric	barriers.	These	can	come	very	much	in	handy.Use	Batman's	Throw	attack	to	hurl	an	enemy	into	it	for	an	instant	KO.Also,	you	might	want	to	throw	an	enemy	toward	that	table	near	one	of	thebarriers.	I	found	it	to	be	annoying	because	you	can't	hit	enemies	on	the	otherside	of	it,
which	ruins	your	combo.Finally,	as	the	rounds	progress,	you'll	encounter	maniac	enemies	and	eventuallymore	than	one.	As	always,	wait	for	them	to	run	up	and	then	counter	them	as	theytry	to	jump	on	you.	Do	not	finish	them	off	immediately.	Doing	so	might	put	youat	risk	of	being	attacked.	Also,	keep	in	mind	that	you	can't	hit	the	maniacswith	special
moves.	They	just	leapfrog	over	Batman	if	you	try	and	you	lose	yourcombo.Make	frequent	use	of	Combo	Batarangs	to	keep	enemies	down	and	prevent	them	fromsurrounding	you	completely.-----[NOCTURNAL	HUNTER]--------------------------------------------------------#############################	What	Goes	Up	##	Last	Man	Standing	##	Smash
and	Grab	#############################Unlocked:	Purchase	the	Insane	Night	DLC1)	What	Goes	Up:	When	an	enemy	is	climbing	a	ladder,	knock	them	off2)	Last	Man	Standing:	Take	down	the	high	security	henchman	(wearing	red)	last3)	Smash	and	Grab:	Perform	an	Inverted	Takedown	through	the	glass	ceilingTips:	This	one	can	be
tricky.	You	have	the	requirement	of	taking	out	the	guy	inred	last.	Keep	this	in	mind	when	you	use	Detective	Vision,	because	you	can'ttell	who	is	who.Once	you	get	"What	Goes	Up"	though,	the	rest	should	fall	into	place.	It's	reallytough	to	get	though	sometimes.	At	the	start,	you	see	the	red	guy	about	to	climba	ladder	so	that	seems	like	a	great
opportunity.	The	catch	is	that	it's	reallyhard	to	do	it	correctly	AND	not	kill	him.	So	unless	you	get	insanely	lucky,	donot	worry	about	it.The	way	I	did	it	was	this.	First	create	a	distraction	and	lure	all	the	thugs	toone	place.	from	the	start,	go	forward	and	into	the	doorway	on	your	right,ignoring	the	thug	in	red.	When	you	enter	this	room,	there	will	be
another	doorahead	of	you	on	the	left.	Another	thug	stands	right	in	the	doorway.	Silentlytake	him	out.	Now,	grapple	up	to	a	gargoyle.	On	one	side	of	the	stage	should	bea	long,	elevated	path	with	some	stairs	and	at	the	end	it	leads	to	two	ladders.This	area	is	key.When	everyone	has	gone	to	check	on	their	buddy,	throw	a	Sonic	Batarang	at	thewall	above
the	dual	ladders	(placement	matters).	Now,	get	down	from	the	gargoyleand	stand	upstairs	from	that	spot	on	the	same	path.	Wait	for	someone	to	comecheck	out	the	noise	and	prepare	a	Remote	Control	Batarang.	When	he	starts	toclimb,	throw	it	and	in	slow-mo,	you	should	have	enough	time	to	steer	it	into	himas	he	gets	to	the	top	and	knock	him	back
down.	Timing	matters	here	so	it	mighttake	a	few	tries.	Here's	a	diagram	to	better	explain:	===============================================|	X	(stairs)
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