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Winner of 2 BAFTA Film Awards17 victories and 28 nominations in totalDue weeks after Batman events: Arkham City, several Gotham police officers suddenly disappeared. The culprit seems to be Harley Quinn, who escaped custody and suffered extreme mental stress after his recent loss. Now he took control of the industrial district of the old site of
Arkham City, in which Batman infiltrates and eventually gets caught so Robin will come to his rescue, and together, they can stop Harley and save the police before the night ends. «Joe KurrYou have recently seen the game of the year includes Arkham City and all DL.C! End of offer 5 January Includes 4 items: Batman: Arkham Asylum Game of the
Year Edition, Batman: Arkham City - Game of the Year Edition, Batman ¢: Arkham Knight, Batman ¢: Arkham Knight Season Pass SPECIAL PROMOTION! The offer ends on 5 January Batman: Arkham City is based on Batman's intense and atmospheric foundation: Arkham Asylum, sending players to fly into the Extended Arkham City - five times
larger than the Batman game world: Arkham Asylum - the new “house” of maximum security for all the thugs, gangsters and criminal madmen of Gotham City. Characterized by an incredible Rogues Gallery of the most dangerous criminals of Gotham City, including Catwoman, The Joker, The Enigmista, Two-Face, Harley Quinn, The Penguin, Mr.
Freeze and many others, the game allows players to experience Batman: Arkham City - Game of the Year Edition includes the following DLC: Catwoman PackNightwing Bundle PackRobin Bundle PackHarley Quinn’s RevengeChallenge Map PackArkham City Skins PackBatman: Arkham City - Game of the Year Edition includes new game content,
seven maps, three playable characters and 12 skins as well as the original distribution to theWayne Manor, Main Hall, Freight Train, Black Mask, Joker Carnival, Iceberg Long, and Batcasta Batcaverna Characters: Catwoman, Robin and Nightwing Skins: Batsuit Years 470, Year One Batman, The Dark Knight Returns, Earth One Batman, Batman
Beyond Batman, Animated Batman, Sinister Corps Batman, Long Halloween Catwoman, Animated Catwoman, Animated Robin, Red Robin and Animated Nightwing OS: Windows XP , Vista , 7 Processor: Intel Core 2 Duo 2.4 GHz or AMD Athlon X2 4800+ Memory: 2GB RAM Hard Disk Space: 17GB Free Disk Space Video Card: ATI 3850HD 512 MB or
NVIDIA GeForce 8800 GT 512MB DirectXA"A®: 9.0c BATMAN: ARKHAM CITY software A© Warner Bros. Entertainment Inc. Developed by Rocksteady Studios. BATMAN and all the characters, their distinctive similarities and related elements are trademarks of DC Comics A’/A© 2013. WB GAMES LOGO, WB SHIELD: Warner Bros. Entertainment
Inc. (s13) The great black bat returns to its darkest adventure. With Joker gone mad and Arkham Island inmates escaping, Batman has his job ready for him. But remember, Batman does not leave the Batcave unprepared, that’s why before each mission he arms himself with a copy of the GameSpot Guide. Here’s what you’ll find in GameSpot’s
Batman: Arkham Asylum Game Guide: General Tips: Learn how to hide in the shadows. Walkthrough: We will guide you step by step through Arkham Asylum, including how to solve the puzzles of Enigmist. Results: Find out how to get Batman results. Trophies: Want some of those sweet trophies for PS3? Here you go! General Tips Basic Combat
Techniques Although the game provides a great overview of how to chain combo attacks together, we wanted to emphasize the importance of using combo whenever you get the chance. Why? Because the longer the combo, the more experience points you will earn. You can then cash in these points for sweet new upgrades and abilities. Of course, if
you encounter a group of armed enemies, don’t attack them head-on. Instead, employ some stealth action and take them out from behind with a quiet takedown to avoid The others. You can also try to place traps and use distractions to get the upper hand. For example, use your explosive gel to place a trap and then try to attract everyone's attention:
when they run to see what's all this bustle , they will be sent up. It is also a good idea to keep the detective mode almost always, especially when you enter a new area. Not only does it inform you about the number of enemies that are nearby, but its X-ray features allow you to easily identify them in the background. When it comes to engage a mixed
group of armed and unarmed enemies, it is generally a good idea to face unarmed opponents first, just to take away them. As for armed opponents, use your cloak to stun, before tailing them in submission. Updates and ability to talk about this, when it comes to updating your abilities, additional armor should be your absolute priority. The quantity of



times that will save you more skin that compensates for its cost, especially because it helps build your level of general experience. Furthermore, we have discovered that having remote-controlled batarang is also particularly useful, allowing you to break down several enemies with just one launch. Intensive treatment 4 € "Part 1 Commissioner for
Rescue Gordon Well, look at that; Batman has finally captured the Joker. It seems that your work is already finished! Accompany the police while dragging Joker through the asylum. This is a rather long sequence, so try to enjoy the walk. Uh-oh, the joker is without breakage (what a surprise, eh?). After Batman will break the window after him, you
will have to face a group of detainees. This is a good opportunity to familiarize yourself with the combat system. Basic attacks can be made with the «Strike» button; Pressing it will be created more times in chain. This will be the move you use most often. Every time an enemy is about to attack, a blue symbol dactionaactiondactiona above their head -
this indicates that they are vulnerable to a contacter. To counter, just tap the respective button whenever the blue symbol is displayed, so your opponent will reject it before it can attack, storing them briefly. However, it does not inflict any harm on itself. Finally, you can stun your enemies by pressing the "Cape Stun" button when you are near; this
will make them impotent for a few seconds, which can be very useful when fighting bad groups. Finally, after throwing a prisoner to the ground, try to perform a "earth on the ground" on them to finish them before they rise! Trophy of the Enigmist Look for an air outlet on the left of the ramp that brings to Commissioner Gordon. With defeated
prisoners, the electrified gate at the top of the ramp will be disabled, allowing you to continue. Continue along the corridor until you meet a couple of prisoners. Get down and follow the path split right through a door to find a couple of cops. Continue in the room beyond and up the stairs. After climbing the stairs, you will meet two guards who look
beyond the railing their companion in danger below. Activate the detective mode and look up to locate a couple of gargoyles you can face. After clinging to one of the two, cling to a second along the same wall. Now look down the enemy below - there should be a symbol 'bat’ above his head, which indicates that it is possible to perform a kick of the
flight.” Just tap the button displayed on the screen to present its face to your foot, throwing it down. Now, you're quick to attack the ground before it gets up. With the released officer, approach the vent cover in the nearby wall (use detective mode if you have trouble finding it) and tear it by touching the button shown on the screen. Squeeze inside
and kick out the lidopposite to escape. Enigmist Trophy Look for an Enigmist trophy at the end of your mouth, just after the release a you canat miss it. Intensive treatment--Part 2 After the fall from Go to the cop in front, who's investigating a room full of toxic gas. Look up when you were ordered to find a grip on top of the fan directly above. Get in,
then break into the next conduit and get out the other side. Save the guard clinging to the protrusion, then skip the gap (just running towards it) to the next platform. Now cling to a protrusion above, right in front, then slip towards the nearest platform below (again, just run out of the platform towards it). When landing, save the prisoner hanging on
the protrusion, then activate the detective mode and look in the control room below to locate a control panel on the wall. Launch a Batarang to activate the fans, freeing the toxic gas room. Drop to the floor downstairs and walk through the door, right in the control room, and follow the arrows on the floor to a distant door, where a boss is waiting. All
right, so the key to getting this guy down is a to do nothing! Seriously, you're as short as you can and use the escape move to avoid his attacks. After about a minute, he'll fall dead. If only the rest of the game were so easy~ con~ with the defeated boss, talk to the guard inside the small control room on the left. Riddler Trophy, after the expiration of
the guy, controls the control room on the right for a Riddler Trophy. Intensive therapy--Parte 3 Local and Analyzes Detention Cells for Trials After the cutting scene, return to the Detention Cells by retracing the same room you took to get here, making a left at the first intersection, then right at the second (use the map if you lose). Eliminate the
couple of criminals who meet then continue through the nearby door in the Holding Cells area. Make a left in the room on the left and activate theDetective to scan the fallen whiskey bottle. Track Gordon's movements following Boles Whiskey trail after analyzing the bottle, use the detective mode to follow the whiskey trail, as marked by the screen
markers. They'll take you to... Al. Transit area, directly south of your current location. Once there, climb the elevator shaft, then jump to the wall by far, which you can shine through a ventilation shaft. Follow it on the other side and ramp a couple of ledges over and skip another gap. Climb a few more protruding protrusions, jump a short wall, then
crouch under a couple more for a wall you can push. Skip the gate thing and go on together until you reach a high wall you can climb. Wrap in a ventilation shaft at the top and follow it in a drop-off, with a protrusion that you can try on the other side. After attending, remove the group of detainees, then insert the ventilation shaft away, which leads to
transfer of cell blocks. Inside the cell block transfer room, use the detective mode to locate several armed guards right around the corner. You don't want to send them to your presence, so you want to use the fury to put them behind them. Guys at a gargoyle directly over the head, then through some others to cross the room. Drop from the last one,
then he crows to sneak behind the guards and perform a silent takedown. With the guards take care of, turn and climb a staircase only right of the closed door - winds behind the guard talking to the joker and take it down before entering the vented neighbor. After leaving the other side, he approached the guard for a silent takedown. Now there are
still two remaining guards, one of which is shaking the catwalks above. Pinza to one of the gargoyles and use the detective mode to find it - now or wait for him to expose it and simply slip your face inside, or get down and fall behind him. Be careful, as the second guard may follow soon to check it - if not, you will find it on the lower floor.Anyway, you
get the interview tape on a table in the main room and you get to finish the bad guys to trigger a video. After the video, three more guards will enter the room. Feed on a gargoyle and wait for them to disperse so Can Glide Kick from above, one at a time, without warning others. After doing, attached to the area from which they entered (on the south
side of the room) to find a corpse used for one of the riddler riddles. To solve it, simply turn around and scan the painting along the left wall, just before delivery. Having solved the puzzle, meet with the friendly guard just in front to know what happened. Bait from intensive treatment to the island surface after talking to the guard, he continues down
the stairs and follows the path, which eventually leads to a small room with a conduit. Enter in and follow it to escape out. Once there, take the wall to complete the goal. Now that overlooks most of the island, plane to the ground below and enter the Arkham Mansion in front and talk to the guard inside, then go out again. Island Surface - Part 1
Protect the Batmobile after the exit, you will receive a call informed you that you have to protect the batmobile, which will be marked on your map. To get there, run towards the statue forward and turn right, following the dirt path to the doorway at the ground level (and not the one on top of the stairs). Once passed, you will notice an ambulance,
with different armed guards waiting on the other side. You will avoid attracting their focus by pressing to a loss above them (try to point it on the left side of the ambulance) and then to unhook on the other side, behind them, for a couple of stealth shots, then proceed through the door. Back out, you will notice the batmobile right in front, surrounded
by some unruly detainees. Try to take the building just before them, to the right, allowing you to Glide Kick at least one of them in the face. Now make sure you disarm the enemies armed with applee weapons (counteracting their attacks) before lowering them. After killing the group, approach the Batmobile and with it to get the Explosive Gel. This
article allows you to plant and andloads to destroy weak walls or floors, creating entrances to otherwise inaccessible areas. Island surface--Part 2 Scans the area of the Batmobile crime scene to isolate a forensic trail after grabbing the gel, activate the detective mode and scan the tube on the ground, near the front of the Batmobile, to complete this
objective. Now that you have the explosive gel, use the detective mode to find a weak section of the ground, right to the right of the Batmobile. Detonate some gel to reveal a trophy. Locate Gordon by tracing his discarded Tobacco Use detective mode to follow the tobacco trail that leads from the nose of the Batmobile to a locked door forward.
Luckily, there's an alternate entrance to a weak wall just to the right of the closed door, which detoxifies some gel to reveal it. Stay in detective mode and follow the path through the tunnel, again out. Continue to stick to the path, following the tobacco down the ramp and the ladder up to a gangway that leads to a group of different inmates at the
entrance of the Medical Facility. Take them down then proceed through the main entrance to the Medica 1 Facility. Inside the medical facility, you'll find another way into Harley Quinn, repaired by the electric fence attack. After she lets you find a way in, you'll have to do it just like that! Get out again, then grapple to the roof of the structure. Now
follow the roof to the left and use the detective mode to detect a weak wall between a portion of damage to the building. Use the explosive gel to blow it open, revealing a hole you can fall in. Proceed through the door inside. Medical Facility -Part 1 Now that you are inside, shout over a couple of doors to the far room, then bust in the mouth on the
right, which will take you to a room with another loser yes across. It will lead you to a divided path, in both ways, which leads to one of the different entrances into the large room. We suggest you head right for the fastest, fastest path, Grab one of the gargoyles in the head. Inside the square, look for an easy tunnel to lose on the right, just after the
first ramp that goes down leading to a trophy. This room is full of armed soldiers, so sneaking around is crucial. It is better to fight from gargoyle to gargoyle until you have a good vantage point, so watch carefully the enemies below as soon as one ventures away from the others (as in the central driveway), slide towards him and present his face to
your foot with a planting kick, then immediately follow-up with an attack on the ground. Once down, immediately back to the gargoyles and continue to fight from one to the other for a couple of times to lose the attention of the remaining guards. Now repeat this tactic for the rest of them. I mean, throw one when it's isolated, raid the ground, then go
back to the gargoyles and wait for the next victim. If you have trouble finding the guards, use Detective Mode to make them easily visible. Once you've cleared the room, meet the doctors at the morgue upstairs. Part 2 Identify and save the three doctors Dr. Young The three medical sites are all marked on the map. You can meet them in any order,
even if, for the purposes of the visit, we suggest you go to Dr. Young first. To begin, go down to the lower floor and turn right through the door. Now follow the yellow line on the ground to the X-ray room, where you'll feel some commotion in the main room. To save Dr. Young, you'll have to place two charges of gel and detonate them simultaneously.
Use the Detective mode to find the first weak wall on the front, then run around the back to find the second one inside a small niche. With both gels implanted, blow them up to free the Doctor. Take too long, or they’ll kill Dr. Young before you can save her. Riddler Trophy Grapple over the room where the doctor was kept to find a trophy. trophy.
Chen Exit the room where you released Young and follow the room to a red strip on the floor, leading to Dr. Chen. Inside, you’re gonna have to fight some guys coming off the floor. With the room cleared, interact with Dr. Chen to free him. Trophy of Enigmas As you leave Dr. Chen’s room, you will approach a ventilation duct just in front; you climb in
and head left for a trophy. Doctor Kellerman With Chen released, head back through the room and follow the blue painted strip to locate the final Doctor. After crossing a door, he will approach the Doctor trapped in a small room, being watched by two inmates. Kill them, then graze the high pipe, to the left of the window, where you’ll find a
ventilation shaft where you can bust. Follow him to a big room full of poison. You’ll need to ventilate the area by activating a couple of fans, similar to what you did before. For the first, follow the stroller to the right and use the Detective mode to find a control panel a few feet below the mouth that emerged from--adieu a Batarang to it to activate it,
clearing the poisonous air from the upper levels. Now head to the opposite side of the stroller and slide from it to a forward platform, then jump across another couple of. From the last platform, turn around to tackle what you just jump from to locate another control panel just below - throw a Batarang at it too to clear some more of the poisonous air.
With the second fan activated, slide on the lower platform forward (the one with the ladder). Now, if you haven’t already, use a Batarang on the inmate hanging above to crash him through the roof of the room below, allowing you to throw another Batarang to the final control panel inside. This will clear the poison room once and for all, freeing Doctor
Kellerman. Before Leave, check the office of the Doctor who ran away for an Interview Tape. Return to the Doctors in the Sanatorium and Pick Up Gordon’s Tobacco Trail With the last Doctor released, you’ll have to get back to those back in Sanatorium. To get there, clinging to vent to vent to enter the room, then follow the red and blue painted strips
on the door to the right. After the movie, Batman will automatically go to a gargoyle in preparation for three enemies approaching. Simply wait walking, then to get off and enter the elevator just out of. However, if you really want to take them down, he simply uses eye football and took them for a Gargoyle-A-A-Gargoyle strategy that we have outlined
before. After sading the elevator and looking at the movie, detonate an explosive gel on the weak wall, to the left of the window, to reveal a hidden tunnel. Follow it to identify Commissioner Gordon dragged via-chasing it after jumping into the ventilation rod on the left and approaching the body killed after being released. Medical Structure - Part 3
Hunting Game Gordon's Killer Hmmm, maybe not everything seems. Well, no matter for now - Follow the room to the left of Gordon in the Morgue. Once inside, turned and go out ... I'm going to start it? WeirdA ¢ &4,— | Gantizyway, open the three body bags in the center of the room to see some more creepy things, so go out from the way you entered,
which now brings out. The towering scarecrow is a rather scary view, but you don't have to worry about him until you hear the look of him, as shown through the cone of shining light from his eyes. Because the scarecrow constantly rotates in a circle, you simply have to dash behind a wall or some other object to avoid being seen while watching your
way. As soon as he passed, quickly, jumping and climbing when necessary, and hides again before he spin towards you. Soon you will reach a seemingly impractical wall, but use the Detective mode reveals otherwise. As before, wait for the scarecrow to walk away, then run e a charge of gel on it. Quickly return to the wall to hide where you can
detonate quietly, but this has the side effect of attracting the scarecrow’s attention. Wait Wait Wait Wait It will be fitted around the left side of the wall that hides behind, then will crush towards the spotlight, which can be used to lower it. After waking up from the illusion of Batman, exit the immora through the door and follow the arrows on the
ground up to a closed door - get ready, while three prisoners are about to cross. Concentrate on unarming them before entering the murders. Continue through the door and follow the arrows painted to the ground in the experimental chamber. When there is, grasp the map of secrets from the table to the left (from the teddy bear) then bust through
the mouth to the right. Follow a drop-off, through a second vent, which leads into a large room full of armed guards. At the output from the duct, slut on the nearby guard for silent ascension. Now there are three other guards who patrol the room - you can break down two more easily following the driveway in both directions to get behind each road.
Later, you will find the final guard you probably walk at the lower level. Look for a trophy in a mouth right at the first guard you took. With the first three guards down, it's time to go to Harley Quinn and save Gordon. Climb the staircase on the back of the room, then grapple to the opening just above the electrified door. Once there, walks on the glass
floor over Harley Quinn and make a "Takedown" when you have at, well, bring it down! Puzzle trophy Even if we doubt that you have lost it, there is a very evident trophy on the Ledge you bred yourself, just above the electrified door. After leaving Harley Quinn, you will have to face Bane who suffers from a bad case of rage by Ride. Although the
battle starts only with you and Bane, soon it will be combined with a few henchmen. The key to defeat it is to use the Quick Batarang (L1 or Left-Bumper) while he is loading towards you, before rolling from both sides for his attack - this stun temporarily (as indicated by him holding handsArms up to your face) giving you the chance to run for some
quick mixing attacks when you stop at the wall. After landing two solid punches, get out of there before he recovers and counterattacks. Repeat this technique will put you on the road faster to defeat it, because © After some mixing attacks, Batman will automatically climb on Bane and start dismantling his backpack "Do it three times in total to finish
Bane. Sure, it's easier said than done, and Bane has some ace up his sleeve. First out, as mentioned, it often loads towards you'a simple roll from both sides will put you out of danger (you can say it is about to load when it takes a starting-block position of the runner). However, Bane will also try to throw you debris that rips from the wall once again,
roll just before you throw your way around. He will also periodically crush the ground, causing a shock wave-- as you probably guessed, roll immediately after the attack. Finally, as the battle continues, Bane will be joined by several prisoners. It's better to focus on them before we go back to Bane. During this part, stay as far away from Bane as
possible, so that you can attack his henchmen, giving you time to observe and avoid Bane's attacks. It's important to strike on the ground as soon as you take down one of your minions to keep them from getting up. Oh, and if you're lucky, Bane could also help you with the trial, since he'l ] dump anyone he touches during the attack, which is the
perfect time to end them. "Batcave" Part 1 Analyze Dr. Young's research in Batcave Detect the entrance of the cave to Dead Man's Point at Arkham North Con Bane defeated, head straight from the pier, then climb up the wooden bridge to the left, then proceed to the corridor leading to Arkham North on the right. to face some enemy along the way.
Enigmist Trophy Search for a trophy hidden in a bush just below the watchtower, a few meters away of the basin. Riddler Trophy Grapple on the roof of the Medical Facility (only to the right of the dock) and look for the trophy on the extreme right ledge of the building, in front of the water. Once inside the corridor, follow it through a normal-sized
door to the left to proceed to Arkham North. Coming out of the cave, follow the building to the right behind the corner and grapple over the wall, just be careful that four bad guys will try to stop you from doing it. Follow the cave to Dead Man's Punta Riddler Trophy to the small opening above the cave entrance to discover a trophy. Now that you're
over the wall, continue through the cave in the dead head, which climbs when necessary to climb the high walls. Soon you will emerge out, where Batman will automatically dive into his well-hidden batcave. Soon after you're through the cave door, you'll emerge into a medium-sized cave. Use detective mode to detect a weak wall on the race, which
can be detonated for a trophy. Proceed through the batcave to the main computer terminal, where you will get the Batclaw element, which allows you to pull objects or enemies away from you. All right, it's time to give the Batclaw a whirlwind. Let's go. Let's go. Direct the stairs to find some boxes through the gap on the right. Select the Batclaw and
use it to pull the blocks out of the runway, allowing you to jump through. Follow the stroller into a cave until you reach a dead end. Look up and use your grapple to pull off the grid, allowing you to grapple inside. This leads to the sewers. Sewers--Part 1 Follow the mouth to the old sewer, and immediately Silent Takedown a distracted guard to the
left. Then look for a Chronicle that you can scan, right to the right of where you fell. Now venture beyond the to find a group of villains - now is a good time to try to use the Batclaw on an opponent. From a distance, shoot them by touching the Left-Trigger twice, pulling towards you and then to the ground, allowing you to finish them with ease.
Trophy of the Enigmist In the split path, look for a ventilation grill that you can pull out, revealing a trophy. At the separation path just ahead, look for an Interview Tape tape on the ground (just under the vent that contains the trophy) and walk through the corridor on the left and beyond the door, which leads to the main sewer junction. Enigmist
Trophy Search for a weak wall on the left of the room that can be blown to get a trophy. We hope you enjoy the platform, since you will do it a lot in the main sewerage. Start by heading right and going up the protrusion of the structure and then jump to the platform outside the other side. Trophy of the Enigmist After climbing the first structure and
jumping on the platform, cross the left-hand lane to find a Trophy around the corner. Now jump the slot on the right, then turn the corner and jump to the bridge in front, then to the platform behind. Trophy of the Enigmist After jumping on the bridge, grab the protrusion of the support column and circle it left for another trophy. Climb on the drop
support beam then jump back to the central support at the top. Climb the protrusion inside, then jump to the water duct in front. Trophy of the Enigmist From the water duct, jump into the alcove in front of the support column from which you just left for a trophy. From the water duct you climb on a second column of fall support, then jump on the
nearby walkway and continue in the corridor on the left and through the door at the bottom. Trophy of the Enigmist After climbing the drop support column, grab a second ledge set in the top brick tower and circle it right to find a trophy at the top of a climbing protrusion. Once you cross the door, take the interview tape from boxes tothen climb the
stairs and blow through a weak wall, visible in Detective Mode. Jump the breach and go through the door, back out. Arkham Mansion--Part 1 Locating a path in Arkham Mansion Before you go around, you should know that the enemy started distributing the snipers to take you down. The first two of which are grounded in each of the nearby guard
towers, so at least you know where to find them. As such, your primary goal should be to direct them before you direct them, which you can easily take to each tower and sneak behind them for a silent takedown. Oh, and make sure you take the interview tape from the table inside the nearest tower. You can also find a map of the secrets within the left
safety sector (near the entrance of the intensive treatment center) - Enter through pick-up and hold of the weak section. About snipers These are but the first of abundant snipers you will encounter throughout the game, and they are all quite mortal. It is important to use detective mode whenever you enter a new area, since not only allows you to
easily identify them, but also reveals the infrared scope of the visible sniper, so you know which side they are in front and so, which leaves to approach them. The redddler trophy controls over the first sniper tower for a trophy. The reddler trophy uses detective mode to locate a weak section of the floor, right in front of the main entrance of the
intensive treatment, which you can detonate to find a trophy. The redddler trophy controls the partially destroyed building in the north-western corner of the area to find a trophy. The redddler trophy seeks a protrusion that can be tried on the west side of the intense wall of the treatment (near the door leading to Arkham West) to find a trophy. Once
you have cleaned the area, go through the door leading to the Arkham East (founded, quite suitable, on the eastern side of the area). Inside you will have to take a small band of enemies firstGo out the other way into Arkham East. Be careful, as Arkham Mansion is guarded by four snipers: two in the nearby towers, and two more just above the
entrance. Like before, he ramples up to the watchtowers. (heading for the First left) and use the Silent Takewdown on both snipers. Also, be sure to check inside the second tower for an Interview tape. Now you still have the two above the entrance to take care of. We suggest crossing the northern part of the camp to escape their sight, then embrace
the wall of the villa to pass under them. Now, hold on to the high ledge, right in their position, and then you’ll slide the nearest one in the face. While he’s stunned, focus on the other sniper before drawing your attention to the one already on the ground. Trophy of the soothsayers A trophy is located at the top of the first watchtower, just to the left of
the entrance to the area. Trophy of the soothsayers Look for a trophy at the northern tip of the cemetery hidden in some grass (next to the Botanical Gardens, as shown on your map). Riddler’s Trophy just out of the main entrance into the villa is a closed area, a clip on top and then grabs the back wall in a hidden area to find a trophy behind the
column. With the snipers treated, you now immediately after the small task of finding a way to enter the villa (the main entrance is blocked by an electrified gate inside). To get around this obstacle, grapple on the ledge just above the main entrance to find a ventilation grid in the wall; Pull it out with the stick, then take it in and go through the door.
Arkham Mansion... Part 2 Search for Arkham Mansion To find Dr. Young’s research notes before Joker Inside, you'll notice three enemies right below. It’s better to kick the guy with the gun to knock him down, then focus on the other two before he gets up. Once you’re free, you’ll find the front door is closed, instead, the clip above the ventilation at
the top, then use the cane to rip out the ventilation grille just above before you grab inside. Trophy of the soothsayers electrified door (just below where you entered), look for a right-handed staircase that can be inserted for a trophy. There, use detective mode to locate a weak section of walllt can be detolated, regenerating a chronicle that can be
scanned, as well as another vent that can be inserted. you will drop on a protrusion that overlooks numerous underside beats. this is the most amount of thugs you have still fought, so do oo liberal of your lame goats, giving you time to takedown to the ground when necessary. once clear, directs the stairs, the bust in the small office on the right
through the vent for an interview tape, then proceed through the large door to the left, leading into the corridor west wing. the reddler trophy tears the ventilation grate just under the statue of the man who controls his pocket watch for a trophy. lower the guard forward to free the cops, so continue through the far door in the record room. Two
guards are held hostage by a large group of villains, all armed with teeth. as such, stealth will be essential. Fortunately, a single guard hides on the raised catwalk, on the left. Girl up there and steal it. this will soon attract the attention of others (thanks to the monitoring of the joker of the vitals of the heels of the scallions through their collars of
dogs,) then lead to a gargoyle to stay out of sight. Now you will have to try to choose the remaining enemies one by one, so that they will not open fire on you. the best way to do it is to hate detective mode to keep your eyes on everyone in the room easily, then color on anyone who ventures out of the rest of the group. For example, if everyone, but
one goes down to the lower level, they target the remaining single enemy on the catwalk. the key must be patient and do not forget to oate some of your advanced weapons if you have it, like the bararang remote control or detonation of automatic proximity, both at hand for the extraordinary opponents from afar. athat you have removed the room, go
through the door on the northern side. Arkham Mansion - Part 3 Investigate on Dr. Young's office Proceed through the northern corridor, up the stairs, then into the vent from thedoor. It leads to cell blockage; Look for a vent at the top of the west wall that you can catch inside. It leads to a floor covered with grated, where you will find another vent on
the left that can be inserted. Riddler’s Trophy After the breath foreplay in the cell block and emerging on the grated floor, check the southwest corner for a trophy. The breath you exit into a room overlooking three inmates below - diving bombards the center and performs a quick takedown before hiring the other two. Next, suit the stairs and use the
batclaw to rip out a rash in the left wall and crappella inside. Kick the mouth covering the other side to fall into Dr. Young’s office. Isolating a forensic path for Dr. Young uses detective mode to scan the built-in safe in the north wall to isolate forensic evidence. Arkham Mansion - Part 4 Tracing Dr. Young Girple’s Fingerprints Return to the ventilation
and follow him to the previous room. Battle the three thugs waiting for you, then proceed into the room emerged, grabbing the interview tape from the table, then continue through the door and down the stairs. Continue to use the detective mode as you follow your fingerprints down the stairs to the left and through the door into the main room.
Inside the main hall, head straight down the stairs then through the door on the left, into the south hallway. Continue through the hall, take a couple of guys, then you rush up to the pipes on the left and get yourself through the weak wall for a chronic scan, before you return to the ground floor and proceed through the far door, leading to the Library.
The riddler’s trophy looks for a ventilation grate at the top of the wall directly in front of the door leading to the library. Torn with the batclaw and the fight inside for a trophy. Lower the inside the library, then it crashes to the upstairs balcony directly above and looks for a vent that you can enter. Reddler Trophy inside the library, looking for a vent
along the southern wall on thePlan that can be torn - head inside for a trophy. Arkham Mansion - Part 5 Save the hostages about it, the Joker will arrive on the PA and it will happen that you only have a minute and a half before blowing up a couple of hostages, but it is an empty threat, so Don Don Don Don't sweat the timer. However, the event will
fall into a small room, look for a second vent that you can enter into the same wall, but on the opposite half of the room like the one that just came. Take a wall that you can climb, another vent, which will lead you to the top floor of the library. The reddler trophy looks for a vent just left of what you extracted from the top floor of the library that you
can enter for a trophy. Now that you are on the top floor of the library, launch a batarang to the cable that holds the chandelier to make it illustrious on the 2nd floor, allowing you to follow him to save the hostages interacting with the present. Once finished, use the investigative mode and inspect the library close to the left to find Dr. Young Young's
research notes. Arkham Mansion - Part 6 Rescue Dr. Young from Zsasz in the Guardian's office Exit the library through the second floor door you entered. As you trek on the hall, the strange little things will begin to occur... rain elites? Whatever, just go as far as you can get up the hall until you hit a dead end, so turn around and go back until you're
transported back in time to one of Bruce's memories. Soon afterwards, you will regain control of Batman himself - go to the far door at the end of the alley. Now jump the gap and direct the ladder to find the scarecrow again? This time, the scarecrow moves his side-to-side look, so you would only want to push forward when he looks away. In a short
time, you'll come across a couple of hanging boxes that you'll have to landThe Batclaw to use them as hidden spots. A little further forward, the scarecrow will destroy the skeletons skeletons through a wall and spawn The look. Stay away from the light and let the skeletons come to you before you attack them. Once you are down, the Scarecrow will
withdraw, allowing you to proceed. The rest of the level explains itself ©: crouched behind the low walls, lying around the sides of the building only when the Scarecrow averts his gaze, and uses the spotlights at the end to defeat him. When all is said and done, you will find yourself locked in a small room. To escape, aim for the rope that suspends the
bell with a Batarang to release it, allowing you to jump down the well. Now proceed through the door, probably to your left (on the east side), which leads into the East Wing Corridor. Behind the corner, there's a bad army of stunners. You have to attack these guys from behind (to avoid being stunned) by rolling them over. Once down, enter through
the door and enter the Director's office. The Doctor's in trouble, and if Bain sees you, he'll kill her! To save her, bend to the corner and repair from the door. Now arm the Batarang and throw it away once the head moves so that it is visible (and the hook symbol appears). Unfortunately, Batman will be knocked out by an explosion shortly thereafter.
After you arrive, you will be surrounded by four enemies, one armed with a stunner and you know what to do. Arkham Mansion--Part 7 Scans the Director's office to isolate a forensic trail Scans the object on the ground to get its DNA trace. Identify the director using his DNA track Use the detective mode to follow the DNA trail outside. Coming out of
the basement where the Doctor was held, turn right into a small area to find a trophy on a table. Proceed through the abandoned tunnel clinging to the ledges above the closed gates until you see a group of villains below. Two of them are armed, which makes the ideal time to use your Multi-Batarang if you have unlocked it. You should be able to hit
the two armed prisoners (they are closest to you) you) Bravili out, giving you the opportunity to abandon and take them out before turning your attention to the remaining enemies. Once transparent, exit through the great door to Arkham West. Knight's trophy An entrance in a cage near the group of prisoners prevents access to a trophy. Simple
clamp to the top and detonate the weak plan to retrieve it. Go back to Arkham West, you'll find Trail DNA leads a staircase west to a door guarded by several inmates. However, before you venture up there, you should try the nearby sniper tower to take the shot down there first. After clearing the area, proceed through the door leading to the
penitentiary. The knight's trophy seeks a parade grate right at the entrance to the penitentiary. Use the batclaw to rip it out, then cement it inside for a trophy. Penitentiary Mansion - Part 1 Inside the penitentiary, check the table from the entrance for an interview tape, then shoot down the trio of prisoners in advance (sneak behind them for at least
a stealth takedown). Now use Detective mode to follow Trail DNA to a door that will open. The trophy of failure before proceeding through said door, venture into the bathroom just beyond and check the last stall of the male bath for a trophy. Inside the main cell block, it continues to follow Trail's DNA in one room in the back, through another door,
leading to the green mile. After speaking with poison ivy, proceed through the door in the back in the security control room. Climb the central tower to find the guardian and release him. Gordon will provide you with the encryption sequencer, allowing you to finally bypass those Darn Electric fences. Try it on the nearby control box at the top of the
stairs by the electric fence blocking your exit. After activating the sequencer, The control sticks to tune in to the correct frequency, disabling the fence. Now back to the main cellular block - a crazy detainee will jump before arriving there, but they are easy to manage. Only mash. Mash. Button shown on the screen then use a land-takedown.
Enigmist's trophy gets the closest scale to the entrance of the security room to find a safe that you can destroy with the sequencer, opening the adjacent cell for a trophy. Enigmist trophy gets the stairs on the back of the room (leading to the catwalk just above the Gordon commissioner) and make a weak wall explode for a trophy. Enigliista Trophy
passing again through the Green Mile, check one of the cells now open to the left to find a trophy. Penitentiary Mansion - Part 2 Harley Quinn WEAR The main cell phone block, Harley Quinn will send electricity flowing through the earth. Go down from the floor, fast, clinging to the upper platform. Quinn's henchmen (make sure you focus before her
on her with her gun) to send her flee. Continue along the connected corridor and turn left to find an Interview ribbon, then use the sequencer in the nearby safe box to turn off the electrified floor. We return now to the platform and go down to the lower level and continue through the door along the western wall, leading to another cell, then we climb
the stairs on the opposite side to the guardroom. Enigmist Trophy controls the cell along the left wall when you enter a trophy. At the inside of the guard room, proceed through the door to find Harley Quinn that torture a couple of policemen. Both were hanging on a swimming pool of electric water, and it is up to you. Use the sequencer on the
control panel to the left of the Harley Quinn window to cut the electricity in the first of the two puddles of water. Now you have to hurry up and deactivate a second security panel in the water pool near the control room of Quinn, before permanently reactivates in the third pool, under the second cop. With both panels down, release both cops with a
fast Batarang to their respective ropes. Now you only have thirty seconds to get out of the room before the bomb explodes, so use again Sequencer on the security panel from the inserted door, then proceed to security! After escaping the room, venture into the nearby control room (where Winn was) to find an interview tape, then access the main cell
block, where Quinn will unlock a door on the opposite side it is possible to continue through the controlled access. The knight's trophy crashes into the parade near the entrance to the control room where Quinn was and follows him into a trophy. You'l 1 find the only way out of the control room is blocked, but don't worry, because © for you it can rip
the grid of the brush in your head revealing a hole that you can pick up. Be ready to knock down a goon that comes down. After pulling you up, take the interview tape from the table, then use the sequencer on the security panel nearby to disable the electrical fence below, allowing you to go to extreme incarceration, where you will be put in a difficult
fight. So here's the deal: there are three main platforms, and alternatively they become electrified anti-clockwise at a time. You will have to avoid the electrified platform at any time unless you like having your health has diminished. All the time, you'll be fighting large groups of scavengers, many of whom are equipped with bats and bats. Anyway, as I
said, your main concern should be to avoid being electrocuted and the best way to do that is to head towards each platform immediately after it stops being electrified- this should give you a good 20-30 seconds before you have to move again. Also, if you know that your platform is about to become electrified, try to keep your opponents there from
stiffening (like with your boss, or batarang), getting them out of electricity. As for the enemies themselves, they make liberal use of your Stun Suth allowing you to perform land takedowns I will not equify, like battle wages on, the more guards will be armed - it is better to try to take so from before remembered toabove them when they flash red, then
attack from behind), otherwise you will find yourself suffering damage when you try to attack them as part of a group. Botanical Gardens a Part 1 Collecting Harley Quinn’s Fingerprint Trail in the Botanical Gardens With Quinn under control, walk through one of the three doors on the north side to find a map of the secrets, then exit the room through
the door you entered. Follow your map to exit at Arkham West, then from there through the abandoned tunnel of the Botanical Gardens at Arkham East. Track Harley Quinn’s movements to locate Titan’s manufacturing facility Once inside the Botanical Gardens, you'll find two guards armed from a locked door. Remove them and use the Sequencer on
the security panel to disable the electric fence, allowing you to pass through the door to the Botanical Glasshouse. The Botanical Glasshouse houses six armed guards, but fortunately the room next to the gargoyle helps immensely. Go ahead and face one of them and plan your attack. You have different options, depending on the abilities you have
unlocked. If you're patient, you can just wait for the guards to disperse, then shoot them down one by one with a combination of sliding kicks + shooting down every time you find a guard all alone. Remember, the other guards will be notified of your presence shortly after each kill, so get back to a gargoyle to protect yourself. By the way, if you've
unlocked Reverse Attack, you might want to hang from the gargoyle just above your Kkill, ready to catch an enemy as it passes underneath. Once you clear the room, proceed through the north door into the Flood Corridor, where you will find the Joker. Botanical Gardens a Part 2 Finding and Switching off the Generator Powering the Flooded Corridor
After the Joker left, the water has been electrified and you will have to cut current to the source. Use your detective mode and follow the cables backthe previous room, then through the eastern door, through the Corridor Statua, in the Generator Room. Inside the Generators room, you will find a group of villains, one of which is armed with a
gruesome wand. Focus on him first, then go find the prisoners. Next, grab the Interview tape from the console to the left, then use the Sequenzer on the Control Panel along the left wall--you will have to find the correct frequency three times to turn it off. This will close the generator allowing you to cross the flooded Corridor, so go back! Back in the
flood corridor? Well, cross the room and get into the conduit on the other side. After the exit, blow through a weak wall and continue through the door in the Abandoned Room. Indovine Trophy Explore the alternative route of the conduit for a trophy. The Abandoned Room can be confused, then follow these directions: from the entrance, to the left,
skip the gap, then proceed down the staircase (in the central structure), then on another set. Jump the path and proceed through the door. Climb the ledges inside, then grafy in the upper duct. Indovine trophy in the abandoned room, look for a small stream on the ground level that you can follow through a small arc to find a trophy. Riddler Trophy in
the abandoned room, look for a grate at the lower level that you can enter... Follow the tunnel for a trophy. Take the guards out of the fan, then talk to Jordan Fraser, who's nearby. Botanici Gardens--Part 3 Save the Order Held Hosnage in Aviary After speaking with Jordan, head down the stairs, check the bench on the left for an Interview Tape then
proceed through the door in Aviary. Put down the head of the Henchmen, all right, so a couple of hostages are suspended in a couple of cages hanging, and they are guarded by four cocks wandering, each withOf those safety collars. As such, you will have to break down the main operator within the control room without damaging or alert alert others.
To do so, start from crouch-walking to a left-handed conduit--take slowly and make sure the guard at the end of the path turns out before entering. Cut the wall into a duct at the top. You'll go out on a cornice, slide on a path along the left wall, right over one of the guards. Now take another ledge, and then get down, you're almost there! There's a
guard on the catwalk, over the head, ramp on the railing and sidle along the right, near the staircase leading to the contour room. Now wait for the guard to turn before you go up, and knock down the operator with the operator on the ground, you just have to kill the remaining three cocks to free the hostages. Just follow the path back and use the
TakDowns Stealth as you meet each of the three guards (just make sure to wait for the first to turn away before approaching). After freeing the hostages, check a nearby bench for an Interview Tape. Now you have to look for the hidden entrance to the lab. Use Detective Mode to follow Quinn's prints on the first protrusion (in front of the position of
the freed hostage) to find a hidden panel that can be torn revealing a console. Use the Sequenzer on it to discover a hidden door, leading to the production plant. Within the Production Facility, you will face two of the Joker's steroid monsters. Even if you initially face them like Bane first, I mean, throw him a Batarang while they attack you, then you
shove them and hit them when they hit the wall... There's a new technique you can use. After a few punches, they will fall stunned, run up to them and press the attack button again to climb on their back and ride them around! Just drive him to the other, where he'll start hitting his friend... It continues to alternate the two to inflict even damage. 3
Botanical Gardens--PartLocate Poison Ivy using her pheromone pathway It’s time to find Ivy poison, but first, you have to escape from this room! Use the sequencer on the control panel using the locked door (the one you passed through) to force it to open ... To meet an impassable Gulf. But don’t worry, because Batman summons his flying wonder,
the TWO ex Machina, to abandon the tool he needs: the Line Launcher. Shoot him at the opposite door to get through the barasia and through the door. You'll find poison ivy in the gardens directly on the opposite end of the room - just use the line launcher once more to cross the chasm and adventure inside. Riddler Trophy After crossing the second
gap with the line pitcher, grab the trophy at the edge of the edge - just before entering the gardens. Back to Arkham Mansion - Part 1 Talk to Aaron Cash in Arkham Mansion After meeting with the poison Ivy, we recommend that you return to Arkham Mansion using your map. But first, as you leave the room, a large group of battles will wait for you
across the chasm. Before launching the line, use the Batclaw to safely pull them most into the abyss, leaving only a few stramger for you to face the crossing. Now insert the vent in the southwest corner and use your map to proceed through the flooded chamber, at the botanist’s exit. As you close, the Ivy poison will block it - just drop through the
exposed hole, scan the chronicle and follow the path to a grip point, allowing you to get out of the right place. Back out, continue forward to Arkham Mansion - remember to enter through the vent above the entrance. Oh, and try to avoid plants along the way, as they can and will attack. Once inside the villa, you will discover that it was filled with
poison gas, so you will want to avoid the ground floor. Instead, use the line launcher. cross over to the other side and insert a vent over it, which leads to the next room. Cross this room, fall on the gangway on the right and follow it as far as you can, then throw the line on the gangway on the side. Now follow that path as far away as possible, then line
launched to the remote wall and talk to Aaron Cash. Get access to the Killer Croc Tana through an intensive treatment after talking to Aaron, exit the way you entered with the catwalk and then in the air intakes until you come back. Now use your head map for intensive treatment. Although taking the ARKHAM EAST tunnel to the north-west is faster,
it is also heavily guarded. It is easier to take the abandoned tunnel to the south-west to Arkham West, then through Arkham West in north, leading to intensive treatment. Intensive treatment - Part 1 earns access to the Killer Croc Tana through an intensive treatment to achieve an intensive treatment, you will find all the locked inputs and a sniper on
a ledge above. To earn input, go up one of the sniper towers and use the line launcher on the wall behind the sniper to make it through, then proceed through the door. Internal intensive treatment, proceed in the lower vent. The Riddler trophy looks for a grid you can bust through the vent to the trophy. Boy to the boss, head to another vent, who will
catch you in a room with a second vent you can enter. You will convenient yourself in the intensive lobby of treatment, where you will find that the Gargoyle have been trapped. Even unlucky times, as you have a room full of armored thugs to break down. So here is the thing: you can still use the gargoyles ¢ &,— | -S for Gargoyle. And even then, only
for a few seconds, otherwise the resulting explosion would inflict heavy damage. With these restrictions in place, you are best using the roof of the central building as the basis of operations - provides a great point of observation of the entire room, and it is large enough to hide from enemies simply by crossing one side to another. what you need now
is patience; He waits for the enemies separized, then kicking his face and on the ground, and he quickly returns to the roof from then on Outside the view. Don't forget to even break down the glass roof for a moment to break down if an enemy dares to wander below. Once you left the room, use the sequenzer on the safety panel inside that central
room, unlocking the two doors on the north side of the room. Proceed through or in cell block transfersa € 4 € 4 € 4 € a € ,eThe strange things begin to happen. You may want to stop reading and return to the game for the next part. Yes, you're dead, eh? Have you tried to click Retry? A Carrie226Surrect; 128; ER, Batman, emerge from the ground. Go
up the nearby ramp then grab through the gulf, but only after the giant wall-what it swings out of the road. Once crossed, you will meet your old friend again, giant scarecrow. As before, you will need to use the various objects to hide you while he escapes him look at him. Patience is key, and you should take a moment to pause every little obstacle
you see until it goes away from scarecrow. After beating some skeletons, you will reach a long time that you won't be able to cross without a little help. Fortunately, it is the case that there is a wall panel that can be found nearby that you can follow while moving along its track to avoid being sighted safely. Shortly thereafter, you will catch on a
platform that falls under the weight of Batman. Keep hard as a scarecrow you don't look, then take a second overhead, and work up to the spotlight (he uses columns as cover). Arriving to the spotlight, Batman will be thrown into a ring with numerous skeletons. During the course of the battle, a couple of great will appear ... these are based on the
great thugs you fought before, and fighting them is like ... Launching a batarang during their position, and they will break after beating against the wall . When Batman wakes up in real life, he passes through the doors all the way to Secure Transit. After Scarecrow has driven the elevator safely, he heads up the stairs on the right to find an Interview
tape. Now pull down the elevator shaft to the floor. floor. above the stationary elevator. Climb the stairs and face the guards there, then use the Sequence on the security panel to force the door of the elevator shaft open, allowing you to fall down to the lower floor. Once you’'re downstairs, you’ll meet a group of guards. Get them down quickly before
they can get a gun from the gun supply. If you were to arm yourself, focus on these individuals first! After clearing the room, head to the small control room for a map of secrets, then proceed through the door on the opposite side of the room. At the entrance to the control room, take the interview tape from the box forward, then follow the room
through the next door, leading into Croc’s Lair. Croc’s Lair--Part 1 Collect Plant Spores From Croc’s Lair You're getting closer to Croc’s Lair. Head right and follow the sidewalks, using the Lancelotto Line to cross the other side whenever you reach an impassive object. You will soon reach a sewer tunnel leading to Croc’s Lair. Once inside, you’ll have
to track down plant spores scattered in her lair. As you cross the floating path, avoid running, otherwise you will warn Croc of your presence leading to death. Instead, either stick to walking, or use the Line Launcher to quickly cross through the sewer (just be careful not to fall into the drink!). Also, while you explore the sewer, Croc will emerge from
the water and dart towards the occasionally--simply keep your Batarang outfitted at all times and throw it at his collar to get it back into the cloudy liquid. Even if you won’t be able to use your map to navigate the cave, there’s a meter on the screen that shows how close you are to the next spore, the smaller the number, the closer you are. To find the
first spore, head straight through the first crossing, then right. You’ll notice In the ceiling, you'll knock him down with a Batarang and then you'll pick him up. Proceed along the path in the same direction that you were before and make a right over there Skipping the fence to find spores. From Spore 2, go straight along the path, around the corner,
then turn right at the second intersection and follow the Spore at the end. From Spore 3, follow the straight pass, turning left at the end for the final sport. The final Spore is also the furthest, but the path is very easy. The path takes us almost to the right, except for a right turn just before the Spore, so keep an eye on the meter! Oh, and Croc has a
new ace up his sleeve: an underwater charge charge charge. You run along the straight pass every time you make this attack. After capturing the last Spore, it is time to flee Crocs Lair. The path is for the most straight line, just keep an eye on the meter to make sure you keep heading in the right direction. As you approach the exit, the camera will
swing towards a more cinematic view. This is your signal to keep running and not look back! Concentrate on the path that awaits you so you don't miss a turn. After escaping into a tunnel, a gate will suddenly close trapped with a pissed-off Croc. Fortunately, Batman is always ready, and has already installed an explosive gel trap! (You can see on the
ground, a few meters from the gate). Wait by the gate, arm the detonator and prepare to blow it up just as Croc passes over it, causing it to fail. Back to Batcave--Part One Back to Batcave to Formulate Anti-Titan Compost with Croc defeated, use your map to return to Batcave. Trophy of the Enigmist Passing through the Old Fire, you can now use the
Lancia-line to reach the trophy on the thin ridge that crosses the gulf. Get close to the console in Batcave to start working on an anti-Titan compound. In addition, you will also receive the Ultra Batclaw, which will allow you to pull out three hooks useful both for shooting enemies and weak structures. Try the Ultra Batclaw on the weak wall, just down
the stairs and to the left (visible in Mode). After pulling it down, jump through and climb into a tunnel above your head, which leads to a breathtaking view of the island. From the point of view, it slides to the southeastern tip of the island and climbs up, then Line Launch to another nearby island from above. Inside, grab a few ledges to the top, then
use the Lance-line to enter a cave to the northwest. Trophy Enigmista Slide from the top of the second island to a small ledge to the northeast for a trophy. Back to the sewer a Part 1 Inside the cave, slide to the strip of land below, then climb into a tall mouth. Continue through the old sewer to the main sewer junction. Proceed from here, just like you
did at the beginning of the game. Once you reach the top, use the Launcher Line to cross the gap to the central structure, then climb up a couple of ledges to the right, where the Oracle will connect to your next target. Enigmist Trophy After using the Line Launcher, grab the trophy near the ledge. Secure the Pump Control Room Cross the opposite
side of the structure, then turn to the point you just arrived from and use the Launcher Line to reach a high ledge. Keep climbing as high as you can, then turn to the highest point to see a weak wall that can be knocked down with the Ultra Batclaw. As soon as you do, three enemies approach the ledge from the inside; it also shoots the Batclaw at
them to pull them into the abyss before attacking inside. Inside, kill the last remaining enemy, then grab the Secrets map from the chair before moving through the room (look for an Interview Tape tape just outside the door). When you reach the pressure control junction, you reach a divided path a the one on the left leads to the west pump chamber,
the one on the right Ad is. You can tackle them in both orders, but for the purpose of crossing, we suggest you go first to the left. As you enter the West Pump Room, you will find several guards, one of whom is armed. We suggest using the Ultra Batclaw on a three (including the armed one!) to stun them briefly. Then quickly fall, mantle stun the
group, then land-fall some of the initial three. Once you left the room, use the Sequenger on two boxes of control on the wall to close the west room. Now head east. The East Pump Room is a little harder, as all enemies are armed. Fortunately, we found a pretty stupid way to get these guys out. First, sneak to the guard closer to the room for a
Takewdown Stealth. Obviously, this will make your presence known to the rest of the enemies, so go back to the hallway, using the jutting angle closer to the door as cover. Now the trick is this: as soon as the enemies begin to enter, use the Ultra Batartiglio on them to pull them to the ground, stun them. Repeat this as a greater number of enemies in
the storm until most of them are located on the ground, allowing you to begin the assault on the ground. Keep an eye on the enemies who rise up and bring them back to the ground. With the free room, enter the control room on the right and use the Sequenzer on the control panel inside to close the pump room. When you return to the Junction of
pressure control, one of the bad steroid will attack, and soon will be joined by different waves of crazy inmates. In practice, you should fight as before: i.e., throw a Batarang when you attack and then attack it after you collide with a wall. Or even better, draw it in one of the electric doors during its charge to inflict even more damage. In the end, you
will be able to take a ride on him and take the room by laying waste to the prisoners, in general it is better to turn around 1l to room, allowing you to control your passage more easily. As for inmates226; 128;... well, they can be difficult. It's usually better to stay on the move and leave.The guy with the steroids will get them for you. You can help in the
process by luring the big guy through the group during his charge, bowling all It gives you a first chance for some Earth Retreat. When he punches the ground is another great opportunity to break down the prisoners, as everyone will collapse on the ground. Apart from those, keep your Ultra Batclaw equipped to easily stun three prisoners at a time if
they approach too much for comfort, and continue to take a ride on the back of main baddies to break down more prisoners. After the battle, enter the hole the great man created and use the Ultra Batclaw to tear a weak wall over the head. Grapple inside, scan the Chronicle inside, then tear a second wall higher. After climbing, jump to the nearby
platform and plant some explosives, then jump back into the tunnel, where you can safely detonate. With the rest of the tree now exposed, pull down a third wall above and grapple too. Blow your way through the dead end to resurface in Arkham West. Now use the map to head through the Cave System south towards Arkham East. Once there, knock
down the snipers in their towers before attempting to enter the Botanical Gardens. Return to Botanical Gardens--Part 1 Inside the Botanical Gardens, you will find the main route is still blocked. No sweat, jump into the alcove and vent to the left and follow it to a hole in the ceiling that can be roasted. Now go through the Gardens until you find Poison
Ivy--the path is really straight ahead; Actually, one of his creepy tentacles will take you right for her. Poison Ivy doesn't look so attractive, does he? Anyway, despite her threatening appearance, she's pretty a push. Just run back and forth along the platform, rolling to slave its attacks, and escape fast-Batarangs all the time. After inflicting some
damage, the head will descend to the ground, allowing to plant an explosive gel on its cocoon. Afterwards, you will have to repeatOnce again, but this time you will also be attacked by some prisoners. It is best ignoring them simply (to roll on them) and focus on throwing Batarangs Batarangs Edera! In a short time, his head will come down again
allowing you to plant another explosive gel, taking it down forever. Final Battle - Part 1 Go to the party See the fireworks? This is where you should go! Walk through the door that leads to West Arkham, then talk to the bouncer from the entrance of Joker's head to get access (they won't attack you until © Leave them alone). Inside, you'll find the
Joker. Failure trophy After defeating the poison Ivy, look for a nearby trophy just went left from where you start. First above: face a huge group of enemies, including two more rooted villains. As before, you should focus on avoiding enemies using the scrolls and focusing on the two brutes. Wait for them to charge up, throw a quick batarang during it,
then attack them after loading into a wall. After some attacks, Batman will jump aboard, allowing you to drive it. Concentrate on shooting the other brute while you have the chance to rinse and repeat. Once you have defeated the two giants, the battle will end, no matter how many prisoners remain. The Joker is easier than it does not come. Just take
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