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USING THE XBOX VIDED GAME SYSTEM

Set up your Xbox™ video game system by following the instructions
in the Xbox Instruction Manual. Press the power button and the sta-
tus indicator light will light up. Press the etlen button and the disc
tray will open. Place the Batman™: Rise of Sin Tzu disc on the disc
tray with the label facing up and close the disc tray. Follow the on-
screen instructions and refer to this manual for more information
about playing Batman: Rise of Sin Tzu.

THE RISE OF SIN TZU

OVERVIEW

It's a bad night in Gotham City.
There's been a full-scale break-
out at Stonegate Prison, and
Arkham Asylum has been seized
by Gotham's newest super vil-
lain, Sin Tzu. In search of a wor-
thy adversary, Sin Tzu has tar-
Eﬁ«tﬂd Batman as his enemy and

otham as his battleground.
Using his Mehta-5ua energy, the
| ] ancient power to control mind
T =5 ~ | and body, Sin Tzu has rallied
\ " % o .., 7. Bane, Scarecrow, and Clayface

.| to help him bring Batman to his

=l knees, Batman must clean up
| the streets of Gotham City = now
rampant with criminals - and

Note: The game supports three languages: English, French, and
Spanish. If the default language of your ¢ e is anything else

but these three languages, the game will be played in En .

make his way into the bowels of
Arkham for his final confronta-
tion with Sin Tru.

MISSION OBJECTIVES

Batman, aided by his long-time partner Robin as well as Nighiwin
and Batgirl, must battle his way to the end of each level to reach the
Level Complete checkpoint. Each level has a specific sub-objective
that needs to be completed: rescuing civilians, defusing bombs, pro-
tecting the doors, or taking on mini beat-"em-ups.

You will play as one of the four heroes and start your journey in
Crime Alley, where it all began for Batman following his parents’
murder, Use your hera's extraordinary martial-arts abilities to fight

your way through your objectives, and earn points to purchase new
moves or unlock areas of the Trophy Room.




THE HERODES

Choose to play with four different controllable characters: Batman,
Robin, Batgirl, and Nightwing.

BATMAN
The cniminals of Gotham Cify -i.l-.'1|- in Fearful whis-
pers about the creatiure known only as

whose passion for justice cannot be gquenched

A crime fighter ke no ather, Batman relles
an mare than his mask and costume ta
conceal ks frue i|1|-'|l.‘.|. His careful W
crafied daytime persona - Bruce
Wayne, bored socialite and philan-
thropist - dive
that he is, by night, Batman
Balman is an incompara
ble athlete, skilled
im virtually all forms
al phRysIa al combal Moreover, he
15 an amazing aetectn
artist, and a master of disguise and decep-
tion who plots his war on crime within the
Batcave, the cavern headguarters that lie
beneath Wayne Manor

rilliant escape

ROBIN
i 15 now [ , d thirteen-year-old
kid adopted ruce Wayne. Abandoned
by his callous parents, lim was o ed out on
his own, A great admirer of Baitr
lim tried to act as brave and tough as his
admiring Tim's courage and Fighting
an took him under his w |
was born. Tim [eals ha
frman’ s side, and he
wod A hero as
and then some. Kobin
v, but he inflicts

nd Rabin,

Nightwing.

THE HERDES

NIGHTWING

After colle : 1 left Gatham t ity to
travel the world on his own, He eventually real
zed he had outgrown the rale of
Batman's trusted kid sidekick B
] developing a new heroii
identity his ow
Nightwing, Dick still t
nis ona-fime mentor, Bul S
]
.I:|I'| 1IN SOMme
ent, crime-fi
own. Night nuch stronger
than Robin or Batgirl, but his attack
speed is a little slower,

BATGIRL

Barbaro Gordon is the da

commissioner lames ]

works for the police department: by night,
she battles th iderworld as Bat '
When Dick Grayson left Gotham,

found himself calling on Batgfrl to wark

. Her double

7irl sometimes puts

WILn '"Ii T On I'--III'I'i,'|, CASE

inflicts less damage than Batman or

Mighiwing.



THE BOSSES THE BOSSES

The heroes will face tough opposition in: BANE
Bane is a |-'||'!i||:-.'_ nercenary from South

'IJ. :I|l::. 11 Mt :‘-.I"' and a pr :.u--.
SCARECROW s Ao

Ex-college professor jonathan Crane turned into an unstoppable
was al w5 Interested in the use o | ; uper-soldier during ar
fear to trigger obedience in test sub 4 verimental operation
iects, Embittered at being derided for that implanted tubes
his theories and fired from his job, into his brain. Through
Lrane now dresses In the macabre rags o tubes, he can
of S¢ wy and uses hi Ar-imdu inject a steroid-like chemi-
cal called 1 i dired ||'.,l into
clem and increase nis

i and body mass at will.

Ing chemicals to farce innocent paople

o bow to his will,

The Scarecrow has a new, harr Py
ook to complement his growing ars
nal of chemical weapons. His control
over human fear has increased, giving
him not only the power to induce it,
hut also to take it away. Beware of SIN TZU
'_;l,u..'ﬂ;" oW s |:|='.,1I J,-Hl W
Sin lzu 1s the most briliant and
methodical of all of Batman's foes
He 15 an armogant conqueror who
prides himsealf on conquering warthy
ents who have never
been beaten before, 5in Tzu
i trategist and warrior, not

| . Wh

CLAYFALE

Regenerated from his

walery # ) f_'ur' mysteri-

trick up his "sleeve
now he can split his
madss Into 5

|'_|r'-‘|r_".;1| nim on his own turt and terms.

15 a being a erand strategist,

entities and send multi ¥ Sin Tru is a8 master martial artist. He is

ple “clay people” off in | mare than a match for the Caped

¥,
different directions to do | “rusader In one-on-ane combat.
his felonious hiddine

Beware of his Mehta-5ua powers




ADVANCED CONTROLS Kick Extensions
[I'.ITHJIH AND D + @ = Front Sweep
NIGHTWING) 0 +0 +© = Hook Kick

Punch Combos © + ©(Delay) O (Delay) @ =
© = Straight Punch Boomerang Kick

Expansion slot A Expansion siot B

CONTROLY l [ONTROLS

Right trigger
(Batrman) @ = Grab

© + 0 + 0 = Gut Punch (Nightwing)  © + @ = Shoulder Throw (Batman)
0 + B (Delay) @ = Rising Uppercut @ + @ = Neck Throw [Nightwing)

j © + 0 = Strong Punch
Left trigger B+ = Hanas Bonch Grab and Hold Maneuvers
¥ button © + 0(Delay) @(Delay) @ = Overhead @ + @ = Punch Takedown
Left thumbstick :EE:: Slam O + @ = Kick Takedown
BACK buton i Kick Combos Powér Corbes
SO - Black butfon @ = Front Kick 0 (Hold) = Cyclone Fist
EREDyites @ + @ = Side Kick Q + ©(Delay) @(Hold) = Spinning
@ + 80 + 0 = Push Kick {Batman) Fury
0 + 9 + ® = Roundhouse @ {Hold)= Hurricane Kick
(Nightwing) @ + O(Delay) @ (Hold) = Flash Kick
Directional pad Right thumbstick @ + @(Delay) @ = Rising Knea 0 + O (Delay) @ (Hold) = Chainsaw
@ + @(Delay) @ (Delay) @ = Thunder  Kick
Kick @ + @(Delay) O (Hold) = Smashing
Elbow
BASIC CONTROLS Punch Extensions @ + @(Hold) = Power Throw
@ THUMBSTICK: Walk, Run, Select targets
@ THUMBSTICK: Select gadgets (Bat Pellet, Bat Grapple, Batarang) @ +© =Lunge Punch
@ : Navigate menus, Toggle camera (Up: Zoom in; Down: Zoom out) P A e By Pl Jump Combos
@ + @(Delay) @ (Delay) @ = Whipping @ + @ = Hook Punch
2 BUTTON: Display Pause menu Strike © +© = Dive Kick
@ BUTTON: Grab d
© BUTTON: Kick |
@ BUTTON: Punch |
O BUTTON: Jump 4
@ TRIGGER: Block ki
B TRIGGER: Dash = Batman and Nightwing share some
£ BUTTON: Use gadget advanced controls, as do Robin and Batgird.
@ BUTTON: Taunt s Each character has three Signature Moves,

_____ el E | I ey



CONTROLS

ADVANCED CONTROLS
(ROBIN AND BATGIRL)

Punch Combos

O = Straight Jab

0 + 0 = Strong Jab

0 + 0 + 0 = Ground Roll (Rebin)
© + 0 + @ = Spin Punch (Batgirl)
O + O [Delay) @ = Rising Fist

O + 0 (Delay) @ (Delay) @ = nnrhiad
Hammer .

Kick Combos

@ = Snap Kick

© + Q@ = Back Kick

@ + 0@ + 0 = Heel Kick (Robin)

Q + 9 + 9 = Handstand Slam
(Batgirl)
Q + @ (Delay) @ = Split Kick

@ + @ (Delay) @(Delay) @ = Flip Kick

Punch Extensions
@ + 0 = Arm Sweep
9 + 9 + 0 = Fierce Punch

@ + @ (Delay) @{Delay) @ = Rapid
Punch

Kick Extensions
0 + 0 = Rear Sweep
0 +0 + 0 = Somersault Kick

0 + 0(Delay) O(Delay) @ = Scissors
Kick

Grab and Hold Maneuvers
@ = Grab

@ + @ = Circle Throw (Robin)

@ + @ = Twist Throw (Batgir)

@ +© = Punch Takedown

@ + @ = Kick Takedown

Power Combos
@ (Hold) = Dragon Punch

© + @ (Delay) @ (Hold) = Crushing
Dragon

@ (Hold) = Slide Surprise
:I:; @ (Delay) @ (Hold) = Lightning

0 + O(Delay) @(Hold) = Tornado Kick
@ + @(Delay) @ (Hold) = Elbow Fury
@ + @(Hold) = Power Throw

Jump Combos
© + 0 = Jump jab
0 + QO = Dive Kick

Players can perform devastating
attacks in tandem known as
Buddy Moves. While one player is

rahhing a Thug, the other must
Eﬂace himself behind the Thug,

cing the Buddy, and hit the Grab
button. Each hero has a unique
spectacular finishing move. Note
that you can only perform a
Buddy Move by first unlocking it
in the Upgrades menu.

FHLRS RTART =

Press the © button to enter the game and access the Main Menu.
STORY MODE

Story mode can be played
in single or two-player
mode.

= Continue a Story mode
game in progress.

* Start a new Story mode
game from the beginning:

1. Choose a new mission
file.

e 2. Select the desired level
of difficulty.

3. Choose ane or fwo

player(s).
4. Select your hero(es).
. Start playing.
Note: After beating the game once at any level of difficulty, you
unlock one additional costume per hero. Browse and select those

new costumes right before you select your character. When prompt-
ed, use the @ button to toggle the costume.

] -



CHALLENGE MODE

This game mode allows you to face new challenges. One new arena
will be unlocked each time you defeat a boss. Two players can also
access a "versus” game mode that contains two games: Last Man
Standing and Pick Up Monger. To play the Challenge mode:

1. Choose one player or two players.

2. Select your hero(es).

3. Choose your Challenge mode:
* COOPERATIVE: Beat the Thugs, Beat the Clock.
* VERSUS: Last Man Standing, Pick Up Monger.

4. Choose your game type.

5. Select your map.

6. Start playing.

TROPHY ROOM

The Traphy Room allows you to use your tokens (see UPGRADES
SCREEN section) for rewards of your choice. Unlocking all the tro-
phies is the ultimate challenge for a true Batman fan.

* 3D MODELS: See 3D models of heroes, vehicles, gadgets, and vil-

lains.

* TOYS: Browse through a wide selection of Batman-related toys.
* CONCEPT ART: View various concept art images.

* GRAPHIC NOVELS: View a wide selection of Batman books,

BONUS FEATURES

+ CINEMATICS: View the cinematics.

= CREDITS: View the game credits.

* SIN TZU ORIGINS: Hear the story of 5in Tzu.

* TRAILER: Watch the Batman: Mystery of the Batwoman trailer.
* THE MAKING OF SIN TZU: View the Origin of 5in Tzu video.

= BOOK: Read an excerpt from the Batman: Rise of Sin Tzu novel,

SETTINGS
* AUDIO SETTINGS: Adjust music-and SFX volume.
¢ CONTROLLER: Turn vibration on/off.
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IN-GAME SCREENS

STATISTICS
SCREEN

The wage',rnu play each
level affects the number
of points you are given
for upgrades. You will
receive points for each of
the following criteria:

= Clear Time
Combat Efficiency
Gadget Efficiency
Damage Rating
Style Bonus
Attack Rating

Use your points to pur-

chase new moves and
adgets or buy Trophy
okens to unlock areas of

the Trophy Room. Every

move is demonstrated by

ur hero on the right-

and side.

1. HEALTH METER:
Shows how much Health
you have left. If your
Health meter is empty,
you will be defeated.

2. COMBO METER: The
Combo meter represents
the amount of Power that
Batman has accumulated
by performing combat
maneuvers. Generally,




IN-GAME SCREENS

the more rare or difficult a maneuver, the more points it will be
worth, Once you fill your Combo meter, you will have a limited time
to perform Power Combaos.

3I‘
4

HIT STREAK: Shows the number of consecutive hits,
ARROWS: Arrows appear on the ground to indicate where you

need to go nexl,

5.

6. ENEMY HEALTH METER: Shows how much Health the enemy has.

GADGET SELECTION:

* BAT GRAPPLE: You can use the Bat G e as both an offen-
sive tool and a navigational one. With the Grapple, you will be
able to collide into unsuspecting thugs to deliver an explosive
swing kick. '
* BATARANG: You have the ability to choose targets with the
Batarang in order to strike enemies to disarm or stun them.
Hitting the Use Gadget button will launch the Batarang in the
direction you are facing. Holding the Use Gadget button will
charge the Batarang by bringing it back as though E‘r;paﬁng to
unleash a mighty throw. During the game, you will be able to pur-
l:h.:lﬂ Batarong upgrades, increasing the effectiveness of this
gadget.
* SMOKE PELLETS: When are in a tight spot and surrounded
by thugs, a well-timed Smoke Pellet will usually give you the time
';:u need to even out the odds. Like the Batarang, the Smoke

llet may be upgraded during the game.

!

Thugs become more aggressive. When heroes taunt thugs,
the icon is white. Taunting thugs and following up with an
attack gives Taunt bonus points, an effective way of boosting
your Combo meter.

B. COMBO RATINGS: Fair, Good, Great, Perfect, and Awesome are
ratings you may get for executing a certain number of consecutive
combos. The higher the rating, the more purchase points you'll get
for upgrades.

g. TIMER: A time limit is given to every mission sub-objective.
10. MISSION SUB-OBJECTIVES:

* RESCUE THE CIVILIANS: In order to progress in a
level, you will need to rescue a number of civilians
in a given amount of time,

» DEFUSE THE BOMBS: You will be given a certain
amount of time to defuse the bombs spread
through-out the level,

« BEAT "EM UP: This objective consists of defeating

"

7. TAUNTS: When captains taunt their troops, the icon is red.

IN-GAME SCREENS

a certain number of thugs in a given amount of time.

= PROTECT THE DOOR: Protect the doors in the Batcave
leading to Wayne Mansion. The more damage the m
thugs inflict to the doors, the lower their resistance
percentage drops. There are four damage stages to the doors:

Green 100% (no damage to door)
Yellow 75%

Orange 50%
Red 25% (door almost destroyed)

Other In-Game Icons

Look for this icon on the ground. It indicates that you've
completed your mission objectives. Simply walk into it.

Look for this icon on the ground. It surrounds areas where
civilians or bombs are located. Simply walk into it to rescue
a civilian or disarm a bomb.

== ; | PAUSE SCREEN
_ PAUSE | resume: Choose this option to
resume play.
RESUME SETTINGS: Choose this option if
SETTINGS _'El'inu want to change your set-
ngs:
gttt 2 ) « AUDIO SETTINGS: Adjust
TIPS music and SFX volume.
RETRY LEVEL . EﬂrtrFDLLEﬂ: Turn vibration
on /off.
UIT TO MENL
- # | MOVES LIST: Choose this option
__SELECLY T i view the moves you have

unlocked for your character.
Follow the guidelines to learn how to execute the combaos.

TIPS: Choose this option to view useful tips.
RETRY LEVEL: Choose this option if you want to restart the level.

QUIT TO MENU: Choose this option if you want to quit the game and
go to the Main Menu.




There are two ways to get
the Game Over screen.
Your hero's Health meter
runs out and you have no
continues left; or, if you
fail the level
objective/sub-objective.

GAME OVER

RETRY LEVEL

ouIT TO MENL

RETRY LEVEL: Choose
this option to replay the
level.

SELECT 7 | QUIT TO MENU: Choose
_ this option if you want to

uit the game and go to
the Main Menu.

GADGETS

enemies within close proximity will be incapacitated for a short
24 period of time. Very handy when surrounded and you need to
even out the odds...

: FLASH PELLET: An upgrade from the standard Smoke Pellet. The
% Flash Pellet will incapacitate all enemies on-screen for a short
E /| period of time.

BAT GRAPPLE: Used mare as an offensive maneuver, one well-
placed Grapple kick can take down several thugs with one
swing.

BATARANG: Start the game with this gadget. Used to disarm ar
otherwise stun enemies.

@ SMOKE PELLET: When Batman sets off these small capsules, all

ELECTRIC BATARANG: An upgrade from the standard Batarang.
Has the same abilities as the standard Batarang with the addi-
tion of an electrical shock for more 5mppin§l power. Stuns ene-
mies for a longer period of time and also inflicts more damage.
ﬁ BATARANG RICOCHET: An upgrade from both the stan-

dard Batarang and the Electric Batarang. The Ricochet
can hit up to four enemies with one shot.

COREIOIRS

CONTINUES: These

allow the heroes to
rsue their mission

f their Health meter

runs out, without having to
restart the level.

COLLECTIBLES

BIG COMBO METER:
Restores 33% of the
Combo meter.

g BIG HEALTH METER:

Restores 100% of the

SMALL COMBO METER:

# | Restores 15% of the

Combo meter.

Health meter.

e
@ | METER: Restores
.

SMALL HEALTH

ts to the heroes'
nventory.

SMOKE PELLETS: Adds
2

25% of the Health
meter.

Your hero is ready to unleash
Power Moves when your
Combo meter Aashes.

Use your Power Moves to get
out of tough situations when
you are swarmed.

= Various objects in the envi-

ronment can be picked up by
pressing the Grab button,

Once picked up, objects can
be thrown by pressing the
Grab button.

Targeting explosive barrels
with your Batarang when
enemies are close by is an
effective strategy.

Block, Dash, and Pellets are
effective in melees.

Press the Grab button to
break a thug's hold on your
hero,

Taunting enemies will help
you boost your Combo meter.
You will also earn Style

bonus points.

* When a commander taunts

his troops, they become
more ive and come at
you harder.

Striking enemies without tak-
ing damage will increase the
multiplication factor of the
Combo meter and increase
your Attack rating. Note that
taking damage, or remainin
inactive for a given time, wi
reset the multiplication factor
and the Attack rating to their
default values.

New moves purchased usual-
ly have a higher Combo point
value than base moves, mak-
ing it easier to raise the
meter more quickly.

Change your camera settings
to get a different feel in the
game.

Use the Batarang to disarm
thugs.
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“No one
brings to
life the
world of
Batman like
Grayson
and Dille.”

Jim Lee, artist and
founder of WildStorm
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FREDDY GALEN, STONEGATE INMATE:

“You Sin Tzu?" | say, still laughing with relief. “It's a real pleasure
to meet ya, sir. I'm Freddy Galen, one of the guys you busted outta
Stonegate tonight —you know, from Sean McNally's team."”

| smile wider but he just keeps staring at me with those depthless
white eyes, so | continue. No way he doesn't remember Sean, every-
body always loves Sean.

“Me 'n’ the boys, we'd all just like to say thanks. "Specially my
bunkie, Jimmy— he was doin" Buck Rogers time! That's what we call
it when your parole date’s so far inta the next century you can't even
imagine it, you know?"

| turn to grin at Spooky Number One, but he ain't smilin® neither,
“Yeah, so uh, so he was real happy to get outta there, | tell you
what.”

The laugh finally dies on my lips, though | try to keep up a smile.
Somethin’ ain't right. Sin is lookin' right through me, and he ain't
smilin' back.

Spooky Number One has straightened up and Sin speaks his next
words right to him.

“However,” he says, pickin' up from what he said last like | didn"t
say nothin® in between, "I doubt this cringing, idiotic menial is work-
ing under a general as great as the Batman. | would expect our
enemy’s soldiers to be far more loyal and astute.”

Spooky Number One nods, How'd we get back to the Batman
stuff? | thought we had that all cleared up...

“Yeah, |—| told ya,” | stammer, “| don't work for the Batman,
that's—that's funny, really, you know.” | try a little laugh again but it
dries up in my throat. “That'd be like you workin® for, | dunno, like
wha's your worst nightmare? Like the cops or somethin’, right?™

"What would you like me to do with him, sir?" asks Spooky
Number One. Behind me, Tweedlespookier grabs my arm again like
he's about ta take me somewhere.

Sin Tzu waves a hand real dismissive-like, already turning away,




FREDDY GALEN, I.TIII'IEIiﬁTE INMATE:

his attention on the chauffeur's communicawhatevah. “Kill him," he
says, absolutely calm, like he says it all the time,

Whoa now, hold up! How did this all get so frickin' outta hand!?

“W - wait a minute,” | say to Sin, “you're jokin’, right?"
Tweedlespooky starts pullin® me outta the room as Spooky s
Number One turns to me with a slight smile and a glint in his eyes.
“Sin, man! Buddy! Listen! | ain't no problem to ya, I'm inta this, m

honest!™

Tweedlespookier starts dragging me to the door as | struggle and When yuu b uy
shout after Sin Tzu, wha's got his back to me now, wicked indiffer-
BATMAN:
“Whatever you're tryin' ta do here - take over Gotham, right? -
yeah, | know this city pretty good. Maybe | could help, you MYSTERY 0F |-
know...maps or somethin’ or...5in? Sin! Mr. Tzu?" ST
Tweedlespookier tosses me the resta the way outta the door TH E B Amom ANTM
while Spooky Number One pulls out some kinda sword from a

sheath on his belt. The fluorescent light glints offa the blade,

Maw, this ain't happening. Aw, man, please, | ain't ready for this...| 0" DV D Or VH s s

just ain't ready!
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| wanna see the Batman! He don't let nobody die. He's always on |

top of his game. So maybe he's already here. Maybe he's about to
jump oufta one of these corners and just beat the livin' daylights
outta these guys and then - and then Sin Tzu'll tear him apart with
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