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Arkham City Museum Riddler Trophies

Introduction to the Industrial Playground of Arkham City

Rocksteady  Studios'  Batman:  Arkham  City  remains  one  of  the  most  celebrated
superhero games ever created, largely due to its intricate open-world design and the
sheer density of side content. Among the many challenges that await the Dark Knight, few
are as infamous or as rewarding as the Arkham City Museum Riddler Trophies. The
museum  area,  which  houses  the  exhibits  of  the  enigmatic  Hugo  Strange  alongside
permanent displays dedicated to Gotham's rogues gallery, transforms into a labyrinthine
puzzle box when Edward Nigma—better known as the Riddler—begins his interference.

For  players  aiming  to  achieve  100%  completion,  understanding  the  placement,
requirements, and strategies for every trophy within this district is essential. With over
400 trophies, riddles, and puzzles scattered across the entire game, the museum alone
contains a dense cluster of collectibles that test both your combat prowess and your
lateral  thinking.  This  guide will  walk  you through the most  challenging trophies,  the
environmental puzzles tied to the museum, and the strategies that will help you outsmart
the Riddler without losing your sanity.

Understanding the Museum District's Layout

The Arkham City Museum  is  one of  the largest  indoor environments in the game,
consisting of multiple floors, themed galleries, and hidden alcoves. Before you begin your
trophy hunt,  you must familiarize yourself  with its  vertical  structure.  The museum is
divided into several key areas:

The Main Hall: The grand entrance featuring dinosaur skeletons and large exhibit
cases. Several trophies are hidden in plain sight here, often requiring the Line
Launcher or Batclaw to reach high ledges.
The Joker Exhibit: A twisted carnival-themed area filled with laugh-inducing gas
traps and jack-in-the-box surprises. Trophies here often involve timed pressure pads.
The Penguin Exhibit: A maritime-themed section with ice patches, underwater
grates, and mechanical sharks. This area emphasizes stealth and careful navigation.
The Two-Face Exhibit: A courtroom-like gallery with duality-themed puzzles.
Trophies here typically require you to use the Cryptographic Sequencer to hack
security locks.
The Catwoman Exhibit: A high-security vault area with laser tripwires and
pressure-sensitive floors. Some trophies are only accessible after completing specific
story missions.
The Rooftop Access: The exterior ledges and skylights that connect the museum
to the wider Arkham City map. Several trophies require you to approach from
outside.

Each of these zones contains a mix of standard Riddler Trophies (green question mark



boxes), Riddler Riddles (environmental scans), and Riddler Puzzles (interactive objects).
The museum is particularly notable for its high concentration of puzzle-based trophies
rather than simple pickups.

The Four Types of Museum Collectibles

To effectively farm Arkham City Museum Riddler Trophies,  you must understand the
four  distinct  categories  of  collectibles  that  the  Riddler  has  scattered  throughout  the
district:

Standard Trophies: Green question mark-shaped boxes that are physically placed1.
in the environment. Most of these require a specific gadget to reach—such as the
Batclaw, Line Launcher, or Freeze Blast—or a combination of timing and gadget use.
Riddles: These are environmental scan challenges. You must find a specific object2.
or location that matches a clue provided by the Riddler, then use the Cryptographic
Sequencer's scanner mode to reveal the trophy. In the museum, many riddles relate
to the exhibits themselves—statues, paintings, or historical artifacts.
Pressure Pad Puzzles: These appear as floor panels that must be activated3.
simultaneously or in sequence. The museum has several multi-pad puzzles that
require you to use the Remote Electrical Charge to transfer power between panels
while standing on one yourself.
Breakable Object Puzzles: The Riddler occasionally hides trophies behind4.
destructible walls or floors. In the museum, these are often indicated by faint green
cracks in the architecture or suspiciously placed vents that can be shattered with
the Explosive Gel.

Key Gadgets Required for Museum Trophy Collection

Before  you embark  on a  museum trophy run,  ensure  your  gadget  inventory  is  fully
upgraded.  Many of  the Arkham City Museum Riddler Trophies  are  impossible  to
access  without  specific  tools  at  their  maximum  capacity.  The  following  gadgets  are
essential:

Batclaw (Upgraded): The standard Batclaw can pull down grates and weak walls,
but the upgraded version can grab distant objects and pull you toward magnetic
surfaces. At least three museum trophies require the upgraded Batclaw to reach
high ledges that are too far for a standard grapple.
Line Launcher (Dual Mode): Several trophies in the main hall require you to zip
across large gaps. The dual-mode upgrade allows you to reverse direction mid-line,
which is crucial for platforms that require you to collect a trophy and then
immediately zip back to safety before a platform retracts.
Freeze Blast: Used to freeze waterfalls, create ice platforms on water surfaces, and
temporarily disable electrical panels. The Penguin exhibit has multiple underwater
trophies that require freezing the water surface to create a temporary walkway.
Remote Electrical Charge (REC): Essential for powering generators, transferring
electricity between terminals, and disrupting security systems. Most pressure pad
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puzzles in the museum require you to use the REC to connect distant panels.
Explosive Gel: Used to destroy weak walls and ceilings. The museum has at least
five areas where the trophy is hidden behind a destructible surface that appears
identical to a normal wall until you inspect it closely.
Cryptographic Sequencer: Required for hacking security doors and scanning
riddle objects. You will use this constantly in the Two-Face exhibit, where nearly
every trophy requires you to align frequencies to bypass locks.

Step-by-Step Guide to the Most Challenging Museum Trophies

The Main Hall Dinosaur Puzzle

Perhaps the most iconic trophy in the entire museum district is the one suspended from
the ceiling above the Tyrannosaurus Rex skeleton. To access this Arkham City Museum
Riddler Trophy, you must use the Line Launcher to zip to a small platform that is only
accessible  from the  second-floor  balcony.  Once  on  the  platform,  you  will  see  a  pressure
pad that activates a moving platform below. The trick is to jump from the pressure pad to
the moving platform while simultaneously using the Batclaw to grab the trophy before the
platform moves out of range. This requires precise timing: activate the pad, immediately
jump to the platform, and spam the Batclaw button as you approach the trophy. It typically
takes three to five attempts to master the timing.

The Joker Exhibit's Gas Chamber Gauntlet

Located in the deepest part of the Joker exhibit, a room filled with intermittent gas vents
contains two trophies that most players miss on their first visit. To survive, you must use
the Freeze Blast to create ice platforms on the gas vents, then quickly grapple to high
ledges  before  the  vents  reactivate.  The  first  trophy  is  on  a  ledge  directly  above  the
entrance; the second is inside a glass case that requires you to smash it with the Batclaw
while hanging from a grate above. The gas deals damage over time, so you must have full
health and ideally the Armored Suit upgrade before attempting this area.

The Penguin Underwater Vault

Beneath the Penguin exhibit lies a flooded vault that contains three trophies. You cannot
simply swim to them because the water is electrified. First, use the Freeze Blast to create
a frozen platform that neutralizes the electricity, then stand on it. From this safe zone, use
the Remote Electrical Charge to redirect the current to a secondary generator, which
opens a grate above the water. Then, quickly dive through the opened grate to reach an
air pocket where the trophies are waiting. The timing here is extremely tight: you have
roughly  10  seconds  before  the  grate  resets.  Practice  the  dive  route  twice  without
attempting a grab to memorize the path.

The Two-Face Courtroom Lockdown

The courtroom in the Two-Face exhibit contains a trophy that is locked behind a series of
three  sequentially  aligned  security  doors.  Each  door  requires  a  different  cryptographic



frequency, and the codes are displayed on monitors that cycle every 15 seconds. You
must use the Cryptographic Sequencer to lock onto the first frequency, hack the first door,
rush  to  the  second monitor  before  it  cycles,  and repeat.  The difficulty  lies  in  the  limited
time window and the fact that enemies will respawn in the courtroom if you fail any door.
Clear all enemies from the area first, then perform the hack sequence without interruption.
This sequence must be completed in under 90 seconds from the moment you start the
first hack.

The Catwoman Exhibit Laser Maze

The final major trophy cluster in the museum is located in the Catwoman exhibit, a high-
security vault that features a laser maze similar to the ones seen in heist movies. There
are three trophies inside the maze, each requiring a different route through the lasers. The
technology here is simple: use the Cryptographic Sequencer to temporarily disable laser
banks, but only one bank at a time. The puzzle requires you to memorize the sequence of
banks you need to disable in order to reach each trophy. Write down or screenshot the
bank numbers  and their  disable  order  before  you start  moving.  One wrong disables
deactivates all the lasers for 30 seconds, but also triggers an alarm that spawns heavily
armed guards. Time your movements carefully and be prepared for combat if you make a
mistake.

Riddles and Environmental Scans in the Museum

Beyond the physical  trophies,  the Arkham City Museum Riddler Trophies  system
includes  several  riddle-based collectibles  that  require  you  to  scan  specific  objects  in  the
environment. These riddles are particularly thematic in the museum, as many of them
reference the exhibits themselves. For example:

Riddle: "What has a tongue but cannot taste, and a tail but cannot wag?"
The answer is a shoe, and the scan target is a giant statue of a clown shoe in the
Joker exhibit. This is one of the easier riddles and is located behind the ticket booth
at the entrance.
Riddle: "I am the beginning of the end, and the end of time and space." The
answer is the letter 'E', and the scan target is a large letter E mounted on the wall
above the elevator in the main hall. Many players miss this because they never look
up.
Riddle: "What is full of holes but still holds water?" The answer is a sponge,
and the scan target is a marine sponge exhibit in the Penguin area. It is partially
hidden behind kelp decorations.
Riddle: "I have cities, but no houses; forests, but no trees; and water, but
no fish." The answer is a map, and the scan target is a large map of Gotham City
displayed on the museum's second floor near the security office.

All riddles reward you with a trophy once scanned, and scanning all riddles in the museum
district contributes to the district's overall completion percentage.
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Rewards for Collecting All Museum Trophies

Dedicated  collectors  who  manage  to  secure  every  Arkham City  Museum Riddler
Trophies  collectible  unlock  several  meaningful  benefits.  First,  each  trophy  you  collect
adds to your experience points, helping you level up your gadgets and combat moves
faster. More importantly, every 10 trophies you collect unlock a new Riddler Informant
location on the map, which appears as a green glowing question mark. These informants
provide background lore on the Riddler's schemes and can be interrogated to reveal the
locations of other collectibles in the district.

The  ultimate  reward  for  collecting  all  440  trophies  across  all  districts—including  the
museum—is the ability to capture the Riddler himself. Once you have collected every
trophy,  solved  every  riddle,  and  completed  every  puzzle,  the  final  confrontation  with
Edward Nigma triggers. Defeating him not only provides closure to one of the game's most
engaging  side  stor ies  but  also  awards  you  with  the  "Riddle  Me  That"
achievement/trophy. Additionally, you unlock a special Riddler-themed Batman skin that
can be used in New Game


