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4 |ntroductory Data \ How to Use this Chapter

Welcome to the Walkthrough section of this guide. Over the next 160 pages, plans and tactics regarding your 4,05\ WALKTHROUGH -
entire adventure — both as Desmond Miles and Altair — are revealed with the seven Memory Blocks, along

with multiple methods of solving every puzzle and Investigation, as well as locating every secret. Here’s how

the Walkthrough breaks down:

01. First, note the DNA Synchronization Bar on the top corner of every left-hand page. This shows you
where you are in your adventure, and how many Synchronization Blocks you have available to you. As you
progress, the earliest and optimal time to increase them is shown, until the Bar is filled.

02. Over on the top corner of every right-hand page is a series of DNA Memory Strands. These indicate all
of the different Investigations throughout each Memory Blocks, and appear as they do in the Pause Menu
and Animus. As you progress through a Memory Block, these strands are filled in, so you can quickly locate a Strand you
require information on.

08. The initial part of each section shows what can be attempted in the Abstergo Laboratory, and after casting your DNA
Memory back, what your briefing by Al Mualim is. A Progression list starts each section, showing what you’re able to
attempt prior to exiting the zone you are in. Maps are also shown, revealing only the pertinent information you need; for other
information (such as Flags and Templars), consult the Tour of the Holy Land chapter.

04. Next comes the Walkthrough in greater detail: warnings, notes, and tips
are shown, along with the best tactics for attempting each Investigation INBfE The icons in the Map Legends are the same

and Assassination. Once your Investigations are over inside the Memory as those shown in the Tour of the Holy
Block, you are transported back to the Abstergo Laboratory, where any Land chapter. Refer fo them throughout the course of the
snooping you can attempt is recorded. This continues until the entire Walkthrough if you are unsure what an icon means.

adventure is over.
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Jerusalem

A Memory Block 1 4
'w Garden of Paradise \ Unstable Memory

‘I can't anchor him to the memory. I Try the following
Too much psychological hauma. He's 4O Te
psychological frauma. He's maneuvers while in
rejecting the treatment. Retreating.” |h|5 Unstable Memory:
—Lucy Stillman * Walking

* Running
You walk a Memory Corridor of light. . Sprlphnq
Moments later, you arrive in a brightly * Moving the Camera
lit courtyard. Too brightly lit. Women * Centering the Camera
gather around you, their faces blotted * Brabbing and Throwing
out, like ghosts. A shaft of Ilght * Tackling

pulses on the steps in front of you. You catch snlppets of an older, menacing voice: “...and
he that increaseth knowledge increaseth sorrow.” The scene begins to shimmer. You hear a
woman speaking about anchoring you to the memory.

Don't worry—there’s plenty of time
to perfect these moves later.

(_Damascus Market \ Unstable Memory

“Let me try and stabilize him,” you hear a woman say before you’re
transported into a shimmering market square. There are citizens, a
fountain, market stalls, and a tree. “Focus,” a man’s voice says. “Listen
to the sound of my voice. Recognize that what you’re seeing isn’t real....
Just a picture of the past. It can’t hurt you.” You spend time staggering
around, as images of unfamiliar cities flash through your mind.

The same maneuvers can be attempted as in the first Unstable Memory,
INE“.E but also fry:
* EralJlng and Throwing a citizen info a market stall so the sfall collapses
* (limbing and sitting atop the fountain
* Leaping through the market stall, from one side fo the other

4 Abstergo Laboratorg \ Day1\Morning

‘Information? I'm a bartender, for crissakes! What do you want me fo
do, teach you how to mix a martini?!*
—DNesmond Miles

You wake with a gasp on a slablike table attached to a terminal. “I told

you he’d be fine,” a doctor says as he looks at you. You want to know why
you’ve been kidnapped. “You have information we need, Mr. Miles,” the
doctor responds coldly. “You’re an Assassin. You've got something that my
employers want.” You are urged to return to the Animus, either willingly or
in an induced coma. Lie down on the Animus, and wait for the visor to slide
over and the Menu to appear.

ThEe S TR EEE B Wil “What is a memory, Mr. Miles?” the doctor
which ta view the Animus. asks as you gaze up at the Animus Menu
(which you can look back and forth at using

your thumbstick). You speak with Dr. Vidic, who hypothesizes that “the human
oody not only houses an individual’s memory —but the memories of his ancestors
s well. Genetic memory, if you will.” DNA functions as an archive, not only of
enetic instructions, but memories as well. The Animus allows you to decode

ese DNA files. These are shown as Strands on your Menu. Lucy asks you to

o enter the Strands indicated by the “Memory Locked” message. Do so.

1681 PRIMA Official Game Guide
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1 Memory Block 1

Garden of Paradise \
Unstable Memory
[amascus Market \
Unstable Memory

Picture ] Picture 2 Picture 3 Aostergo Laboratony\
You appear inside the Memory Corridor and a Tutorial begins. You are introduced to the following: Day 1 baming

Solomon's Temple \ Jerusalem

¢ DNA Synchronization: This bar measures your synchronization with your ancestor

e Puppeteering Concept: Head, Empty Hand, Armed Hand, and Legs

e How to look around using your Head

¢ How to maneuver through crowds (using a Gentle Push while walking—see picture 1)

¢ The tenets of High and Low Profiles and the HUD changes

e How to Grab and Throw a man, and how to steer your Throw

® How to Sprint

e The different Statuses of Social Stealth: Exposed, Cool Down, Vanishing, Vanished, and Anonymous
e The Witness indicator of Social Stealth: Yellow and Red

¢ Executing a Stealth Assassination

¢ Provoking a Soldier, breaking his line of sight, hiding in the Roof Garden so you’re unseen, Vanishing, and becoming Anonymous

e The four different places to Blend: Benches between two people, Hay Stacks or Hay Carts,
Roof Gardens, or among Scholars (all shown in picture 2) I‘;
Tip

e How to Blend
e Eagle Vision (picture 3)
Afterward, you become fully Synchronized (13 Blocks) and are ready to enter your ancestor’'s memory.

“+Solomon's Temple \ Jerusalem

“You know not the things in which you
meddle, Assassin. | spare you only
that you may return to your Master and
deliver a message: The Holy Land is lost
fo him and his.”

—Robert de Sable

Progression
Memory Strand 01 \ Acquisition

Memory Map \ Jerusalem \ Solomon's Temple \ Memory Block 1

g Y i

: primagames.com JEEN ==
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Masyaf

¥ Memary Strand 01 \ Acquisition

m An elderly man is

! killed. You and two
other Assassins—
Brothers Kadar and
Malik A-Sayf—are
standing in a tunnel.
“An excellent Kkill.
Fortune favors

your blade,” Kadar
remarks. Malik is
annoyed, and says
that he “would not
have taken the

life of an innocent. What | would have done is follow the Creed.” The heated
discussion moves on to the mission. “The Master believes the Templars have
found something beneath the Temple Mount...” you say, as Malik scouts ahead.
Kadar hopes it is treasure.

There

isa
Memory Glitch
during the
discussion.
Press any
button when
the glitch appears to gain a new perspec-
tive on the scene (as shown).

Malik is waiting for you at
the end of this passage, which
is punctuated by two steep
drops into a murder hole below.
Attempt Free-step moves
across the beams, optionally
moving back and forth so you
understand how this ability
works and that steering yourself
is important. If you fall into a
hole, use the ladder to climb out.

Malik beckons you to the
end of the passageway. As the
Assassin Instructor, you are
to climb the ladder first, which
is simple enough. Remember
you can also climb down the
ladder, or drop from it and then
Grab it again. Practice this
(although you’ll have ample
opportunity later), then head to
the ledge at the top.

A Crusader Guard is waiting
at the top of this ledge, but
facing away from you. Select

one of two assassination
styles: a Low Profile kill (where
you grab his neck and thrust
the blade from behind) or a
High Profile kill (where you
ack and slam the Blade through his neck). Whichever you choose,
arget the foe first.

sap on his b

78] PRIMA Official Game Guide
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Hidden Blade and ch :
YO > 80O ENC Gy below—either by leaping or climbing down

- one or both ladders—to face Robert and

. his men. You attempt an assassination, but
Malik pushes you away at the last moment,
. allowing Robert to grab and hold you. “You
know not the things in which you meddle,

: Assassin. | spare you only that you may

or downloading expressly prohibited.

You move onto a high plinth above a

: large chamber. On the opposite side is a

. golden chest, breathtaking in its intricate

. carvings. “There. That must be the Ark.” The
. Assassins argue over whether this is the Ark
* of the Covenant or not, before listening to

. footfalls. Several Templars enter the chamber,
including an imposing man: Robert de

. Sable. “I want us through this gate before

- sunrise!” he tells his entourage. “The sooner
: we possess it, the sooner we can turn our

. attention to those jackals at Masyaf.” You
argue with Malik about whether to face down
. Robert. “You have already broken two tenets
of our Creed,” Malik tells you. “Now you

. would break the third. Do not compromise

* the Brotherhood!”

Additional Data The Ark of the Covenant

is menfioned in the Hebrew Bible, and is said
to contain the stone tablets with the Ten
Commandments carved on them, built by Gad's
command. Some have speculated there were two
Arks, and this ane cerfainly appears omnate
enough to house treasure of the ages....

There

are two
glitches during
your planning.
The first shows
a closer view
of the Holy Arla
(pictured). The second shows Robert de Sable
discussing the removal of the Ark.

Ignore Malik and descend to the chamber




return to your Master and deliver a message:
The Holy Land is lost to him and his. He
should flee now, while he has the chance.
Stay, and all of you will die!” You are thrown
through the doorway, breaking scaffolding
that causes rocks and debris to block your
way back.

You can hear Robert shout, “Men! To
arms! Kill the Assassins!” You cannot help
them. Instead, spend some time in this
antechamber among the various beams and
scenery. This is an excellent place to perfect
Free-stepping. Remember that you can
Free-step across the following with ease:

Beams and rails at leg height

Beams and rails at head height (you
automatically Grab and pull yourself up)

Other rails, usually above head height (you
swing under them)

The tops of columns (make sure you aim at
the column or you’ll miss)

Suspended platforms (you can land on the
platform, or the beam suspending it)

Higher beams (try Walling up behind the
beam, then turning and jumping to land
on the beam)

When you feel you're skilled enough at
Free-stepping, climb to the upper end of
the chamber using a technique known as
Walling. This allows you to scale the first
floor of a vertical wall with the plan to Grab
a handhold or ledge at the top. If the wall
continues vertically, you simply drop back to
the ground. On this occasion, you Grab the
exit ledge. Pull yourself up and leave.

Protected by copyright.
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A, 05\ WALKTHROUGH
Memory Block 1

Solomon's Temple \ Jerusalem

Assassin's Fortress \ Masuaf

A small, dark passage leads to a long vertical wall that
allows you to test your climbing skills. Walling up to the series
. of handholds, you can utilize the various slits, grabbing areas,
and cracks in the wall, pulling yourself up as you go. At the
. top, you see the light of Jerusalem, and your Memory fades.
You briefly appear in the Memory Corridor.

- Your Memory is complete, and you can remember your
. thoughts upon completion by highlighting the DNA Strand
- either in the Animus Menu or via the Memory Block infor-
: mation in your Start Menu:

Memory Log ‘Failure! But| am not to blame. Had Malik not restrained me, Robert de
Sable would be dead—and the artifact ours. Surely Al Mualim will see things my wau.”

‘When does our work
ever go as expected?
If's our ability to adapt
that makes us who
we are.”

—Al Mualim

Progression
Memory Strand 02 \
Failure
Memory Strand 03 \
Guardian

Memory Strand 04 \
Glory

Memory Map \ Masyaf \ Assassin's Fortress \ Memory Block |

primagames.com [Zl ==

g expressly prohibited.



Masyat

'® Memory Strand 02 \ Failure

Your Memory is trans- B
ported to a different
location—the edge of a
small village settlement
in the mountains known
as Masyaf—where the
Assassins make their
home. The perimeter
gate behind you is
closed, so speak to a
villager named Rauf,
who mentions that Al
Mualim is expecting you in his Library at the top of the cliff path. You are now
free to explore the small market and village itself.

H

e Utilize your GPS in conjunction with a Memory Map Marker

e L eap and climb over any building

e Hop across the top of wooden poles

e Attempt Walling up wooden poles l‘,

e | eap and run up the top of the low walls lp

e Sit on a Bench and Blend

e Grab and Throw any citizen or Guard

e Tackle through groups of citizens or Guards

¢ Dive through the sides of a market stall

e Reach a Roof Garden and sit inside it until you become Anonymous (after a
fight)

e Leap from building to building so you can judge how far you are able to leap

¢ Free-step along any building, then across beams to land on the ground
below

eLL.and and hide inside a Hay Cart or Hay Stack until you become Anonymous
(after a fight)

e Attempt Leaps of Faith into Hay Carts (usually from a high ledge where
pigeons are sitting)

e Use small areas of stacked scenery as “steps” up and onto rooftops

When you have
finished exploring
the village below the
Masyaf Assassin’s
Fortress, trek up to
the cliffside path area,
passing a number of
Assassin Guards. You
may wish to challenge
them to combat after
looking at the view of

Afterward, ascend the steps carved into the cliff, to the Fortress gate. The fight
is purely optional, but you can try any of the following:

e Target and use Throwing Knives to defeat the Guards

e Use your Fists, Hidden Blade, Assassin’s Short Sword, or Assassin’s Sword
in combat

he combat techniques listed in the Training chapter

78] PRIMA Official Game Guide
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the Fortress (pictured).

As you reach the Fortress gate, a fellow

Assassin named Abbas stops you, asking,

. “Where are the others? Did you ride ahead,

. hoping to be the first one back? | know you

- are loathe to share the glory.” You ignore him,
. and after a seething gibe, he instructs you to
head to your Master’s Library.

The life of the Assassin is structured and

. unforgiving, and you catch a glimpse of
this life as you step inside the Fortress. No
: weapons can be used, but you can leap

- across the lower parts of the Fortress walls
: and run around and into patrons (ideally

* without falling over) before entering the
Library itself.

The Library is an ornate, two-story

. structure with stairs at the far end leading to

a small landing with a lush garden behind an
. iron door. This area is currently inaccessible.

> Run up the stairs and around to the large

: table at the far end of the upper floor, above

the entrance door. If you wish, you can

. attempt a number of leaps and Walling to

. judge distances. For example, you can climb
- atop the candelabra.

ing or downloading expressly prohibited.



M Assassins

. You realize the following after the meeting is quickly
: adjourned:

Memory Log ‘Malik lives. He survived the aftack beneath

Solomon's Temple and refurned to Masuaf with the arfifact. Cold
comfort, this is. For | am an Instructor. It should have been me who
stood victorious before our Master.” 4, 05\ WALKTHROUGH -
Memory Block 1

'i" Memory Strand 03 \ Guardian

= R Y B . Race from the

Al Mualim i . | ‘ . I Library, down

Al Mualim is anxious to learn of your the stairs,
mls?on, I|<n<,)wt|ng you mHgst have ;ecov?[red out into the

€ lempiars ftreasure. His ex,pec a.ncy grns COU"tya"d, Assassin’s Fortress \ Masyaf
to anger when you reveal you’ve failed him. and toward
Hl_shdemﬁanor darkeTs: . You return to m’;e” the gate. At
with nothing but apologies gnd excuses?’ the gate, Rauf
You're stopped from speaking as Al Mualim stops vou

lizes Kadar and Malik aren’t with you. You Ps ¥

rea ) to request

tell him they are dead, but are surprised as
Malik staggers into view clutching his left arm
as it hangs uselessly by his side, his robes
streaked crimson.

. that you “distract the Templars. Keep them occupied while

- | rescue those still trapped inside.” Race from the gate and

. draw a weapon. There are two routes to take: left, over three
long cliff steps (pictured), with a rolling land after each jump;
. orright, via the stone steps cut into the rock.

. The top of the village
. is a scene of mayhem,
with villagers screaming
: and running toward the
- safety of the Fortress.

: Stride in and begin

- your favored combat

: techniques (explained

“| still live, at least,” he murmurs angrily. His - in the Training chapter;

Brother is dead, and Malik points to you with you have.all of them
an accusatory finger: “Because you would . at your disposal) to.
not heed my warning! Your arrogance nearly begin the systematlyc
cost us victory today!” Al Mualim looks up : slaughter of Robert's Templar forces.
as an Assassin carefully carries in an ornate - I‘l

container covered in gold and carvings. : ATip

Apparently, Malik has also arrived with an L
entire compliment of Templars chasing

him into Masyaf. Al Mualim tells you: “Our
discussion will have to wait. You must make
for the village. Destroy these invaders. Drive
them from our home.”

Follow the main
grassy pathway down
to the bottom of the
village, Tackling at
least seven or eight
additional Templars

There

are four along the way, and
glitches during dodging the villagers
your discus- heading past you to
sion with your the Fortress sanctuary.
Master: At the base of the

) . . ) village, near the gates,
As Al Mualim strid d from behind h .
?—Jesk.ua i °"es SIOCNEREM BE Nt : you hear Abbas shout, “Break off the attack and return to Masyaf! Al Mualim

. commands it!” The Assassins turn and run to the Fortress. Robert de Sable’s

Asawatinded Malik siagger= INEEEEl main forces are ready to storm your lands!

Just before the treasure is presented (pic-

tured). fr‘l
As the Assassin describes the incoming ,-I.p
attack. "

primagames.com 3
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Masyaf
Before you return to the Fortress, you ponder the following:

Memory Log ‘Ive done the best | can, but many of my Brothers have lost their lives
todau. Sfill, were it nat for me, even more wauld have fallen.”

'® Memory Strand 04 \ Glory

You appear back at
the Fortress gates.
The remaining
population (those
who haven’t tasted
Templar steel) is
huddled in the
courtyard. Run
forward until you
hear Rauf’s voice:
“Up there. We've a
surprise planned for
our guests. Just do as | do. It should become clear soon enough....” Move to
the tower and climb the ladder.

Head into the tower,
where Rauf beckons
you up another ladder.
Once at the top, pass
the two Assassin
Guards, then follow
Rauf’s instructions.
Walk to the right,
toward the rickety
wooden platform high
above the rocky gorge
below. You are here to
show Robert de Sable
exactly why Assassins are so feared throughout the Holy Land!

Robert de Sable
and his elite infan-
trymen are outside
the Fortress gate.
“Heretic!” he screams.
“Return what you
have stolen from
me!” Al Mualim is
at the battlements
and shouts a retort:

. e “You’ve no claim to it,
ol : g ' : ; Robert. Take yourself
from here before I'm forced to thin your ranks further!” Robert gestures to his
knight, who brings forward a hostage and skewers him with a sword. Robert
ontinues to ram his point home.

78] PRIMA Official Game Guide
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“Your village lays in ruins and your stores

are hardly endless. How long before your

. Fortress crumbles from within? How disci-
: plined will your men remain when the wells
. run dry and their food is gone?” Al Mualim
* smiles, telling Robert his men do not fear

. death, but embrace it. Up on the windswept
platforms, Rauf instructs you to follow him
. without hesitation. Al Mualim turns to you:
“Show this fool knight what it is to have no
. fear. Go to God!” Execute a Leap of Faith

: from the platform.

@ There are four glitches during the con-

frontation with Robert:

As you walk
out onto the
platform.

As AlMualim
explains that |
Robert is not
to receive
the treasure (pictured).

As the hostage is brought forward and
executed.

As Rauf instructs you to follow him without
hesitation.

A Hay Stack breaks your fall and you

survive the plummet, but Rauf’s companion
. isn’t so lucky. You can either watch as Rauf
twists the Assassin’s leg back into position
: or simply continue your task, which is to

. walk along the beams that cross the gorge.
Do so in Low Profile, and don’t move too

: quickly or you may lose your footing...and
this plunge doesn’t have a Hay Stack at the
. bottom of it!




The series of beams eventually leads to a
tower built into the mountain itself. It must
be climbed, so attempt Walling up to the
first handhold, and then methodically move
upward, using the ends of beams, the base
of an overhanging balcony (shown), and all
the other slits and grooves to gain a place to
hang from.

Continue all the way to the top of the
tower, then step inside the enclosed lookout
balcony at the top. You automatically draw
your sword. It seems Al Mualim has set a
cunning trap for Robert’s men, and if you
venture to the opposite end of the tower,
you cut a section of wall that then sends
a collection of heavy logs rolling down,
straight into the Templars below. Their
screams are still echoing as your Memory
shifts forward in time.

You are at the foot of Al Mualim’s Library.
He strides to greet you: “You did well to
drive Robert from here. His force is broken.
Tell me...do you know why it is you were
successful?” You are silent, and he tells
you that it is because you listened. If this
had occurred in Solomon’s Temple, the
bloodshed could have been avoided. Al
Mualim is angered by your arrogance,
and you are grabbed and held by two

Protected by copyright. Unauthorized o
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. Assassins. You struggle as Al Mualim drums the tenets of
the Assassin’s Creed into you: “First and foremost, stay

. your blade...” You finish Al Mualim’s sentence: “...from the

. flesh of an innocent. | know.” You receive a swift slap. “Then
why did you kill the old man inside the Temple? He was
innocent! He did not need to die.”

s

A, 05\ WALKTHROUGH
Memory Block 1

i

Assassin's Fortress \ Masyat

Al Mualim paces angrily and continues: “The second

tenet is that which gives us strength: Hide in plain sight. Do

. you remember? Because as | hear it, you chose to expose

. yourself, drawing attention before you’d struck.” You remain

* silent. “The third and final tenet”— Al Mualim’s voice deepens—“the worst of all

. your betrayals: Never compromise the Brotherhood. Yet your selfish act beneath
Jerusalem placed us all in danger. Worse still, you brought the enemy to our

. home! Every man we’ve lost today, was lost because of you!” Al Mualim calls
you a traitor, and tells you he has no other choice. He brings out a small golden
. dagger. “Peace be upon you, Altair,” he says, stabbing you in the guts.

@ There are two glitches dur-
ing the your admonishment
from Al Mualim, during the speech
and prior to the dagger being
drawn.

The thrusts of Al Mualim cuts
deep, physically and mentally:

Memory Log ‘The Master's

words wound worse than any
blade. He saus | have failed them. That
the lives lost were lost because of me.
He's stripped me of my Rank and tools.
Humiliated me before my Brothers.... He
is wrong. | am not a traitor.”

primagames.com S
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‘Lucy! This isn't my decision. | don't set the deadlines. But
I'm smart enough not to challenge them. Do you want fo
wind up like Leila?”

—Dr. Warren Vidic

You wake to the sounds of an excited Dr. Vidic, who exults over
the fact that you’re adapting to the Animus better than the other
subjects. Lucy isn’t so sure, and she wants you to rest. Vidic
doesn’t agree, but Lucy insists, and then requests they move
somewhere more private to discuss the issue. They walk over
to a security door and enter the conference room. Get off the
Animus and inspect the laboratory room.

There are three cameras with which to
view the Animus as you are revived.

Move into your bedroom, ignoring the bed and slick white
wardrobe, and enter the bathroom. You can faintly hear a
conversation through the air ducts. Stand on the sink and you'll
hear Vidic tell Lucy that he doesn’t appreciate her questioning
him in front of you—that it’s insubordination. Lucy curtly
responds that she doesn’t appreciate Vidic trying to kill you
before they have a chance to finish their work—that it’s stupid.
Vidic, exasperated, tells her that he’s been given his orders,
and he threatens Lucy not to challenge his superiors lest she
end up like Leila.

IZ6] PRIMA Official Game Guide
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Lucy knows the accident has everyone on edge. The doctor
reluctantly agrees to halt the Memories for now. Step down
from the sink, and enter the laboratory chamber again, just as
Vidic and Lucy are exiting. Vidic tells you that you’re done for
today, and to go back to your room and get some rest; then
he leaves. Lucy, however, stays. She is able to speak about
Abstergo Industries, the drug company that’s keeping you. She
mentions the historical data she needs to update the machine,
and you tell Lucy how you ran away from the farm when you
were sixteen.

You tell Lucy like it was Masyaf, but not so creepy; you
thought your parents were just crazy hippies. Your dad went
on about enemies looking for you all. You can also ask Lucy
how Abstergo found you. It was via your motorcycle license.
She realizes the cameras and shuts up. You should notice
two computer terminals, a laptop on the table belonging to
Vidic, and a keyboard and monitor attached to the Animus.
Peer into the conference room and you can just about make
out another laptop on the main table. Return to the bedroom.
Your door is instantly locked, leaving you little choice but to
lie down on the bed.
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A Memory Block 2.4
4 Abstergo Laboratory \ Morning

2,05\ WALKTHROUGH [

You wake with a start, the doctor staring at you. After a Memory Block 2
conversation about Vidic’s methods, you’re summoned to Rbstergo Laborafory \ Moming
the Animus. Lucy is preparing the machine. “Wonder who Masun \ Masyat

| get to kill today!” you murmur sarcastically.

There are five cameras with which to
view your conversation with the doctor.

/,

After the Animus loads, scan the display and select
Memory Block 2 (with the Assassin icon embedded in it).
After a quick trip into the Animus’s ether, you appear inside
the main Fortress.

'® Masun \ Masyaf

Overview \ The
Traitor of Masyaf

It seems a resident of Masyaf has
been supplying Robert de Sable with
information, and perhaps more. This
traitorous cur is located through a
couple of infiltration-style missions
that are designed to hone in on the
rabble-rouser named Masun. Once
he’s been roughed up, present him
to Al Mualim; your lowly status does
not allow you to decide his fate.

Progression

Memory Strand 01 \ Eavesdropping
Memory Strand 02 \ Pickpocket
Memory Strand 03 \ Interrogation

Memory Strand 04 \ Execution \
Masun

Assassin’s Rank: Apprentice
Assassin’s Sword
Hidden Blade

DNA Synchronization Augmented
to: 5

Memory Map \ Masyaf \ Memory Block 2

[primagames.co 17
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Masyat

You appear before Al
Mualim, who explains

that you’re still very much
alive but have been
stripped of your Rank and
possessions; you are no
longer an Instructor. Al
Mualim explains: “We have
been betrayed. Someone
was assisting Robert de
Sable. One of our own. -
You must find him and bring him here for questioning.”

Rank: Apprentice Assassin

@ There are five angles from which to
Synchronization Blocks: 4

watch this conversation unfold.

Ic*aufion You have no weapons, except your _Flsts. Be very careful when
F — you encounter someone, especially if violence is planned. You
can easily be Nesynchronized, and your NNA Synchronization bar is low.

}r‘ll Bring up your. Memory Map and target the Eavesdropping
-l:l Memory Strand in the southwest part of the village.

Your mission begins as soon as you leave the Fortress. You can exit via the
staircase, running down either side to the main steps. Alternately, you can Jump
from the balcony and land on the banister, which is slightly quicker.

Exit the Fortress, heading
past the courtyard and
ignoring the tower you
recently scaled. As you
reach the gate, you’re halted
by a Masyaf Informer, who
goads you slightly then gives
out some advice: “Begin by
going to the village market.
That’s where we first spotted
the traitor.”

Take your favored
path southward, using
your compass to locate
:  the Eavesdroppers, and
= enter the general area—a
§ | grassy courtyard behind
a small tower—from any
location you like. The two
easiest entrances are via
a Leap of Faith (picture
1) or by turning right after
I | running down the main

78] PRIMA Official Game Guide
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l* As always, consult the Tour of the
: #Note

Holy Land chapter for the best routes

* “throughout this realm.

Scan the courtyard for a Bench; there’s

only one. Stride over and sit between the two
citizens. You automatically sit on the Bench
- when you reach it.

: * . If you accidentally hit a citizen
: ICauhon

sitting on a bench, they will

stand and move away. Just move away a little until the
- mission reinitializes itself.

Lock onto the two villagers talking between

- the olive trees and use your Head when the
. Control HUD changes and Listen. You receive
the following information:

Memory Log ‘A man named Masun was

the one who opened the gate, but did not act
alone. The basket weaver handed him a lefter just
befare the attack on the village; he might know
more about Masun's accomplice. | need to find this
baskef weaver.”

: }r‘L If you require additional information
: 1P
-

on how to perform an Eavesdropping,
Pickpocket, or Interrogation, consult the Training
chapter of this guide.

9 Memory Strand 02 \
: Pickpocket

- Once the conversation ends, bring up your

. Memory Map and locate the new target that

- has appeared. He is in the eastern part of the
: village. Maneuver through the small crowds,

. taking the sloped pathway heading northeast.
You’re looking for a basket weaver.

oying or downloading expressly prohibited.
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Memory Block 2

:gﬂb MEI'nDI'lJ Sfrand 03 \ Masun \ Masyaf

Follow the onscreen instructions and : Interrogation
Target him to begin the Investigation. You :
should be standing reasonably close (as
shown in the picture) to the villager and

The basket
weaver’s

missive is
basket weaver. The basket weaver seems correct—
on edge about a letter he’s received. When check your
the conversation finishes, the Pickpocketing Memory
begins. Map to see
¥ that Masun
the Orator

: is nearby. Move up the sloping
path and around to the left. “Rise up against the madman of Masyaf!” His cries
. continue: “See through his lies!”

Once you begin the
Interrogation, your first
plan is to bide your time.
You must Target Masun
and listen to his rambling
shouts. Once he has
finished, slowly follow
him over the thoroughfare
path, and into this alley.
Don’t approach him yet.

Make sure you’re in Low Profile before you
follow the basket weaver (he usually heads :
up the sloping path). When the basket weaver
looks around, stop or back off, turning to look :
away. As he continues, move up behind him
and use your Empty Hand (press and hold
the button) to snatch the letter from one of
his waist purses. You receive the following

Instead, wait until he

information: . . .
- turns right, into an alcove
Memory Log ‘| may not find Masun's . with a fountain in it. This
accomplice, but Masun should be near the * is your chance to strike!

cypress free, collecting his coin for a journey fo

Damas. Im certain Masun will be able to name the Attack h.im W.ith yOL!r Fists,
accomplice.” + pummeling him until he

View Attachment: The following Aftachment has : yields. You might not have
became avaisklz: . to block, but it is easier to
Brother—  strike him if you block his
. punch first. Continuously
punch until he drops to his

| fear our plans have been discovered and we
can no longer meet. Best you disappear before

Al Mualim's dogs find you. They must not leamn of . knees. “We served the Templars. You should too! Their cause is just!” Masun
my befrayal or everything we've warked forwillbe continues: “There is an Instructor...named Jamal. He told me of their plans.
undane. l've leff some coin for you near the dead . Asked me to open the gate....”
cypress free. Take it and head for Damas. Lose : ) p_ 9 o
yourself amongst the people there. When things . The following information is imparted:
have seftled, Ill contact you again. .
As for |, | cannaot leave here knowing Al Mualim N Memory Log ‘Masun ‘l
continues to deny the freedom of these people. A 3 did in fact betray us! He T||3
new waorld is coming, one without war, withoutfear @ believes Roberf's cause is just, F
or pain, so | must help them in any way l can. Youll  : and is prepared to die for it. |
probably believe me foolish, but | must remain in . should have cut his throat
Masual. [l be near the center of the village, calling . then and there, but is not my
outfo my brothers and sisters. Maube | can make . place tojudge the man'’s fate. |
them listen. Maybe | can make them understand. . will bring him before Al

May the Father of Understanding Guide You. Musalim."

primagames.com JZS

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.




v v

T 7T T,

Kingdom

Memory Strand 04 \ Execution \ Masun

‘I hold here a list. Nine names adorn it. Nine men who need fo die.
They are plague-bringers. War-makers. Their power and influence
corrupts the land—and ensures the Crusades continue. You will find
them. Kill them. In doing so you'll sow the seeds of peace: both for the
region and for yourself In this way, you might be redeemed....”

—Al Mualim

You automatically return
to Al Mualim’s Fortress,
where an unrepentant
Masun is slain by Al
Mualim’s Assassin’s
Sword. Al Mualim gives
you the sword, then
produces a parchment
with the names of nine
Targets that must be

vanquished. The first : = : =
is a merchant named Tamir. You are to ride to Damascus and meet with the
Assassin’s Bureau leader, a Rafiq. You also reclaim your Hidden Blade.

There are three glitches that change your perspective:
Just before Masun's execution.

Before Al Mualim produces his parchment
(pictured).

Prior to Al Mualim opening the messenger bird cage.

The following information is imparted:

Memory Log “Masun was executed by Al

Mualim for his treason. But even at the end, faced
with the prospect of oblivion, he insisted his grievious
work was just. | know nat how Robert poisoned his
mind, and | worry he is but the first of such men. The
Templar must be stopped.”

You acquired the Assassin's Sword!
You acquired the Hidden Blade!
Synchronization Blocks: 5

= s r—

As you the Library, an
Instructor beckons you to
help teach some acolytes

Practice Fight and learn the
art of the Combo Kill. These

you have practiced enough.

cN*llEle Learn the subtlefies

of swordplay by
feferencing the Training chapter of
this guide.

Exit the Fortress, working
your way southward—down
he sloped paths or across
e village buildings—toward
ese large wooden gates.

2y are now open, allowing you passage into the Kingdom. Before you reach
you may wish to complete any optional plans you have in Masyaf.

188 PRIMA Official Game Guide
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fights don’t end in bloodshed *
and are optional. Leave when :
: 4. Enter High Profile and press Feet to quicken

l* Don't forget that the following
. ENote

Investigations are possible, or can

- continue, in this area:

* Free-stepping, Leaping about buildings and
scenery, and other exercises.

*Learning how fo react in crowded areas.

* Fighting with Masuaf's Guards.

* Locating Masuaf's 20 Flags (although only 18 are
accessible now; you must refurn fo complete your
Flag search after Memory Block 3).

Consult the Tour of the Holy Land chapter for further
- information.

Move through the gates to a group of

grazing horses in a pen to your left. Choose

. your favored steed based on your preferred

* color, and mount it using either your Empty

. Hand or Legs. Turn the horse and canter onto
- the main path, checking your GPS for the

. Kingdom location.

1. Your horse follows you wherever you go. For

example, if you dismount to fight and complete the
battle in another part of the kingdom, wait for the
horse fo catch up fo you.

- 2. You can mount the horse from the sides (foot in
how to fight. You can begina :

the stirrup) or the back (a leaping mount).

3. Use Low Profile / Blend to slow the horse to a

walk. Use this when you're near Soldiers, so they
aren't alerted, and crowds, so they aren't struck.

the horse to a Gallop. Use this to cover large
distances, but at a cost fo your maneuverability.

: 5. Use Low Profile - Armed Hand / Rear to make

your horse whinny and rear up. Horses whinny
when they are warning you of impending
enemies.

: B. Enter High Profile and press Armed Hand /

Weapon fo use your Sword while riding. You can
quickly dispatch enemies in this manner, but this
isn't wise when you're surrounded.

: 7 Horses automatically jump obstacles they are

able fo; if they refuse, increase your speed or
maneuver around the obstacle.

pying or downloading expressly prohibited.
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Move as quickly as you wish along the narrow and
undulating path, avoiding the walking citizens and
passing by a lake. Ride up and along the path until you 4 05\ WALKTHROUGH -
reach this archway with a small fence blocking your
path. As long as you’re moving at faster than a canter, Menory Block 2
the horse automatically leaps this obstacle.

Masun \ Masyaf

The Road fo Damascus \ Kingdom

Continue to race along the path. You can optionally
maneuver onto the grassy banks to the left or right, but
this simply slows your progress. Look for this set of
archways. They lead into the Kingdom after a short wait
in the Memory Corridor. Your trek through the Kingdom
begins now!

‘As an assassin, you answer not
only to me—but all the Brotherhood
as well now. o, then. Prove that
you are not yet lost fo us.”

—Al Mualim
Progression
Memory Strand \ Exoteric \ Scale
View Point

Memory Strand \ Exoteric \ Journey
to Damascus
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Overview \ Horse Riding through the Kingdom

The majestic Kingdom, the first part of huge series of interconnected roads and trails to each of the three main cities in the Holy
Land, is now available to explore. Although you cannot reach Acre and Jerusalem yet, there are plenty of small hamlets, lonely
towers, pools, fortifications, and other scenery to maneuver through. Take as much time as you like, but make an effort to head
east, then northeast, to your eventual destination.

W Memory Strand \ Exoteric \ Scale View Point
lN‘él'e
F_ Y

Before you continue, bring up your Memory Map and look for
the route icon to Damascus. Target it with your Marker so you
know the general direction of your travel. Now trot down the road
the Guards on either side are your brethren and do not need to be
attacked. Dismount near the tower.

primagames.com [JSl
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Kingdom

Before you continue, you
must Scale the View Point of

your way is blocked until you
complete this. Run and climb
up the tower, just as you
learned to back in Solomon’s
Temple. Head all the way to

| the top. Synchronize using
your Head when the Control
HUD changes.

l‘h Scaling @ View Point
ﬂﬁl and Synchronizing
reveals the following useful
information:

* The fog of your Memory Map
is lifted, showing the paths,
buildings, and terrain. i

* Any nearby Memory Strand ) 'a |
Investigations are revealed. ¥

* Any nearby Save Citizen Investi-
galions are revealed.

Hay Stacks, Benches, and Roof

Gardens are only revealed during

open combat.

View your Memory Map; you can see the

Descend the tower, either by slowly climbing
down or by a Leap of Faith (the preferred way
to plummet). Now exit the gorge where the
members of Al Mualim’s clan reside, and head
out into the main Kingdom area.

& Memory Strand \ Exoteric \
Journey to Damascus

INEIi'E Remember, there are hundreds of additional explorations to undertake between
here and Namascus! Non't forget that the following Investigations are possible, or

can cnnhnue, in this area:

* Free-stepping, Leaping about buildings and scenery, and other exercises.

* Learning how fo react in crowded areas.

* Fighting with Saracens, who roam throughout this area.

* Locafing the Kingdom's 100 Flags (although not all can be found at this fime).

* Scaling additional View Paints (although not all can be found at this time).

* Challenging the first of 30 Templars to a duel (although it is belter to seek these enemies out

when you are more Synchronized).

Pass two Saracens near a cart, and Blend so you don’t attract their attention.
Alternately, you can dismount and engage them. When you’re finished, ride over
o the split in the road and inspect the sign obelisk. Damascus is to your left. The
ute to Acre (to your right) is not Synchronized to your memories and cannot be
essed. Ride up the dirt road, passing a group of villagers and another sign to
s, before beginning your descent toward the Forest Village area.

188] PRIMA Official Game Guide
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this tower. This is mandatory —

perches of View Points throughout the Kingdom. =

Descend the hill road, passing a milestone

. to Masyaf, and slowing to Blend in as you
pass a small Saracen Encampment to your

. right. Alternately, you can Gallop past,

. attracting attention but fleeing the area. You

: can take the road to the left or engage the

| . Saracen Encampment, although your combat
- prowess must be high if you hope to win!

Continue down the road until you reach

. the upper Forest Village area, complete with
- afew scattered Saracen Guards, a tower to
. climb, Flags to find, and a trail to the right.
The trail leads up a winding and narrow

: path to another tower to climb. Beware of a
. Templar in this village! Descend the winding
* road to your left, on the far side of this tower
- (pictured).

Ride down the twisting road and into

: the lower Forest Village area. Here you can

| : investigate the market, engage in some Flag
. gathering and Free-stepping, and canter
southeast to study some interesting cone-
. shaped huts and a pond. As always, expect a
- Saracen and Crusader presence!

Il"lhp If you find yourself attacked by Crusaders

or Saracens, either stop and fight or ride

- and flee. Unfil you lear the art of Counter Attacks,
- fleeing is the safer option.

pying or downloading expressly prohibited.




When you feel the need to continue, locate
the main road heading east and ride past
more traveling citizens and a wooden tower.
Stay to the left of the route obelisk at the
junction. Left is the road to Damascus. Right
leads to Jerusalem, after your memories
become Synchronized.

. Scale View

* Point tower

: is on the left
- side of the

: Encampment.
. You can ride

Continue on your eastward path, passing
a stone hut with Saracens close to it. Ride
down a slight slope, passing a Damascus
milestone marker, and continue along a
cliffside path. As you turn right, head down
toward another tower (pictured) that you can
scale.

* slowly here,

. Gallop and

- ignore the

. enemies, or

- ignore the area
: altogether and
. continue along
. the main road, right of the Encampment. However, the view from the top of the
tower (pictured) is excellent for planning your escape!

There is a Saracen Guard Post in this area,
and more Saracens guarding the hamlet
near the tower. You can climb the tower,
make a Leap of Faith, and mount the nearby
horse and flee. Alternately, you can plow
through the hamlet and straight through the
assembled collection of troops northeast of
the hamlet, as shown.

fNE)l‘e This is the fourth Scale View Point
ascent you can complete in the

ngdum 50 far.

A\, 05\ WALKTHROUGH

Memory Block 2

Naturally, a safer plan is to keep to the main road, left of

: the assembled troops. Whatever your scheme, continue

: to follow the road to the northeast as rocky walls close in

: on either side of you. In the next valley, a large Saracen
Encampment is spotted. Slow down and Blend, lest you be
overwhelmed by enemy troops.

The fifth

If you've
angered the
Saracens,
climb the
tower, execute
a Leap of
Faith, and
hide in the hay
until you’ve
Synchronized.
Then Blend,
return to your
horse, and
ride along the

. shallow creek, toward the archways in the northeastern area of the Kingdom.
- This is the entrance to the outskirts of Damascus.
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Damascus

( Tamir\ Damascus

“You think me some petty death dealer—suckling at the breast of war? A
strange target, don't you think? Why me, when so many others do the same?”

—Tamir

Overview \ Tamir the Black Market Merchant

After gazing in wonder at the bustling city and locating a means of entry, you are to perform a variety of tasks, making sure one of
the initial tasks is a rendezvous with the Rafig, the Damascus Assassins’ leader. Then comes the gathering of critical knowledge
to help you not only corner and Assassinate Tamir, but escape with your life. Return again to the Bureau so the assassination can
be sanctioned, then face Tamir in the city’s bustling market center, the Al-Silaah Souk.
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Progression
Memory Strand 01 \ Pickpocket
Memory Strand 02 \ Eavesdropping
Memory Strand 03 \ Interrogation
Memory Strand 04 \ Eavesdropping
Memory Strand 05 \ Eavesdropping
Memory Strand 06 \ Pickpocket

Memory Strand 07 \ Assassin’s Bureau
Return

Memory Strand 08 \ Assassination \ Tamir

Memory Strand \ Optional 01 \ Scale View
Point: 09 to complete

Memory Strand \ Optional 02 \ Save
Citizens: 12 to complete

Scholars (2)
Vigilantes (11)

{( Memory Strand \ Exoteric \ Damascus Vista

N84 PRIMA Official Game Guide
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Slow your horse to a trot so you can take in this breath-
taking vista, showing almost the entire city of Damascus
shining in the midday sun. Continue slowly past the
citizens, descending the snaking trail. You can optionally
engage the two Saracen Guards here, and try Throwing
them off the cliff edge!
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L -
:‘r e\ Memory Strand \ l‘h Check your Memory Map: The Save Cilizen icon has now

8

Optional 02 \ Save : - changed fo that of Scholars. Note the route the Scholars fake
Citizen \ 01 of 13 = on the Memory Map.
INB?E This Save Citizen Investigation is Entering Damascus A, 05\ WALKTHROUGH
mandatory. All other Save Cifizensin : : - ; i You now
your adventure are oplional, although it is recom- have a few Memory Block 2
mended you complete them. options
to enter
_ll?: ;nf?l’ss(;l}l: Tamir \ Damascus
to join the
Scholars
in prayer.
: Step into
. the middle of their group and Blend. You can now release
. all buttons—you’re automatically led through the gates, past
the Guards, and into an area of bustling market stalls. Once

" % you are ready to leave the safety of the Scholars, tap the
* Foot button.

Head down the trail to the start of the market

stalls. You see a victim being taunted and
shoved by Soldiers. Dismount, draw your
sword, and engage these three Saracens,
defeating them with Combo Blows or other
favored attacks. You can also try combat CTh d option i
from horseback, although this is less effective : € second option Is

: . to ignore the Scholars
f d is blocked. :
as your way forward is blocke  and Leap onto the cart

. to the right of the main

l Save Citizens: Sometimes you come :
NEIi'E - gates, climbing up and
across people being picked on by : gnto é wooder? |e|:|ge then

Euards and Soldiers within the cities. Rescue the . ,
. ) - Leapin to grab the
victims from these groups of bullies and they help you : archpédgarrzw-sﬁit windows

If you leave yourself with the Scholars, they eventually head back
INE“-E out of the city to the spot where you first encountered them.

in one of wo ways: ! before edging left to the
* Theu provide a group of praving Scholars, allowing  « top of the gate opening.
you to move unimpeded among their throng. : You can then drop down
* They provide a group of Vigilantes, who can and Free-step across the beams and into Damascus.

waulay attackers, allowing you to escape.

Il:auhon You can also challenge the Guards at the gate to a fight,

but do so only if you are confident in your swordplay
a|JI|IhES. Attack them and lead them o the cliff edge, where you can easily Grab
and Throw them. Just be careful you're not the one that goes flying!

A final (but no less
impressive) option is to
move behind this Guard
{shown) and, without
him becoming alarmed,
execute him from behind
with a Stealth Assassi-
nation. Beware of another
Guard behind you—you
may wish to dispose of
; him first—then back away
. without attracting attention. The Guard Post at the gate moves to check on the
fallen Guard. Before they raise the alarm, sneak around the market stall and
. through the gates, running or walking (but not Sprinting) past the Guards on the
- inside of the gates.

When all but the victim lie strewn across
the ground, return to the Scholar, who
expresses his thanks by summoning his
Scholars to the market stall on the right.

primagames.com J8S
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Damascus

‘-i This technique
Ir._l.ﬁ is known as a
distraction, and is an excellent
way to move Guards away from
a location you wish fo inves-
tigate. If you see a Guard Post,
try this out, but be careful!

Once you enter Damascus's Poor Nistrict,
[NEﬂ'E you are free to attempt any of the following

Memuru Strands in any order you like, within the
following parameters; Make sure you are familiar with-all
the locations of scenery and Investigations shown on the
Memory Map at the beginning of this section, and also in
the Tour of the Holy Land chapter.

NDamascus Investigations \ Overview
You are now given complete freedom to roam the Poor District of Damascus.
The preferred order to complete all your Investigations can vary, but base it on
the following:

1. Locate the nearest View Point.

2a. Choose any Memory Strand Investigations that appear. Or,

2b. Continue to locate additional View Points, moving counterclockwise
around the Poor District, scaling all the View Points so that the map is fully
visible. Or,

2c. Climb every other View Point, so the Memory Map is visible, but in less
time.

3. Visit the Assassin’s Bureau.
4. Complete all the Save Citizen Investigations that you wish.

5. Complete all the Memory Strand Investigations that you wish. Two Investi-
gations are needed to access Memory Strand 08 \ Assassination.

6. Return to the Assassin’s Bureau for your Assassination Target briefing.
7. Prepare the immediate area around the Assassination Target.
8. Complete Memory Strand 08 \ Assassination.

lNete Eememher there are hundreds of additional explorations fo undertake in
aMascus:

* Free-sieppmg. Leaping about buildings and scenery, and other exercises.

* Learning how to react in crowded areas.

* Fighting with Saracens, who guard this area.

* | ocating the [amascus Poor District's 33 Flags.

* Scaling all View Points.

* Challenging Templars to a duel.

Consult the Tour of the Holy Land chapter for further information.

I‘h Remember, the following information on the various
-. Memory Stands can be attempted in any order you like!

W Memory Strand \ Optional 01\ Scale

View Point \ 01 of O9

Your Memory Map is
completed fogged. To reveal
portions of it, make your
way to any (preferably the
nearest) View Point—in this
ase, a minaret close to the
river. It is shown as View
oint 01 on this guide’s
ap. Climb to the top and
ynchronize, then check
r Memory Map again.
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}r‘ll You do not have to complete any of the
-P View Points that you don't want to. The

: 'Memory Strand Investigations are sfill available, even
i ifthey don't appear on your map.

. Visiting the
. Assassin's Bureau

lNal'e The icon for the Assassin's Bureau is

flashing. This means it should be visited

|mmed|arelu, although you can ignore this and start
- your Investigations without the Rafiq's approval.

. Locate the Assassin’s Bureau in the middle

of the city. It is near a small, gold dome

. (pictured), and it should be approached via
rooftops. Use the gold dome as a landmark to
: locate it visually. Be sure you are Anonymous
- when you reach the roof entrance, otherwise
it is barred. Drop down into the gap by the
Assassin roof symbol.

- Enter the Bureau. The Rafig allows you to

. begin your Investigations and gives you a few
clues: Tamir is a black market merchant, so

- check out the small Souk to the northeast,

. the Madrasah to the east, and the gardens to
> the north. You rest before you can begin the

. Memory Strand Investigations.

There are five angles from which to
waltch this conversation unfold.

INBi‘E You can return to the Bureau a second

time for a different conversation with the

Rahq. Make sure your next visit occurs once all the
| : other Memory Strand Invesfigations are complete.

pying or downloading expressly prohibited.



W Memory Strand \
Optional 01 \ Scale
View Point \ 02-09

If you want to thoroughly complete this
Memory Block, work your way around to

all the View Points, climbing to the top and
Synchronizing until all nine are done. You can
do this between Memory Strand and Save
Citizen Investigations, or all at once. When all

View Points are scaled, your Memory Block is  :

complete.

View Points 01, 03, 05, 06, 08, and 09
(pictured, showing the Souk and the Mosque
gardens in the background) are all spired
minarets.

L

View Point 02 is a domed minaret, near the
edge of the Poor District and eastern river.

View Point 04 is a minaret on the grounds
of the Mosque gardens.

ASSASSING

C'REED

2, 05\ WALKTHROUGH

Memory Block 2

Tamir \ Damascus

“A

View Point 07 is a Crusader tower with a completely

. different design, and a Saracen Guard at the top. Try to Grab

- and Throw him off the broken crenelations!
The following information is imparted:

Memory Log “All Scale View Points completed in Damascus
Poor District.”

1'::1’:\ Memory Strand \ Optional 02 \
- Save Citizen \ 02 of 13

. This Save Citizen Inves-

: tigation, where you save

: a Scholar from Saracen

. Guards, is located to the

: north, near the city entrance.
- Because it is by the river,

: it allows you to Grab and

. Throw foes over the balcony
and into the water below.

. Complete this Save Citizen

- Investigation, then Blend

. with four Scholars and exit the city without being noticed.

4
Abte

. 3 33 Memory Strand \ Optional

§Save Citizen \ 03-13

For all of the other 11 Save

. Citizen Investigation in

- the Poor District, you are

. to rescue a female citizen

: being taunted by Soldiers.

: When the Soldiers are

- slain, and after you become

: Anonymous and talk to the

* woman, a group of Vigilantes

appears and can be used

. to waylay enemies that are

- chasing you. Continue and complete all these Save Citizens if you wish.

}r‘li You can tell which Save Citizens grant you
JAais.” Scholars and which grant you Vigilanies by

the dress and gender of the citizen you aie savings

The Memory Map icon changes from a Save Citizen fo
Scholars. Check the guide map for the route the Scholars fake.

0e2 \

‘n The Memory Map
: ﬁete icon changes from

a Save (ilizen to Vigilantes.
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Damascus

' The following information Memory Log “All Save Citizens completed in
is imparted: Damascus Poor District.”

ﬁiﬁ' ﬁai‘e

@’ Memory Strand 01 \ Pickpocket

+  The men are talking in hushed tones as Tamir
Enter the narrow alleyway in  : has forbade them to meet. They moan about
the closed market from either : how the Merchant’s guild is being treated. “As

direction, then begin the . servants!” one exclaims. “And the Guard does
Pickpocket. Your targets are  : nothing to stop him!” adds another. “Perhaps
an Arab courier and a man : one day someone will have the courage to
with an accent oddly not in stand up to him....” They disperse.

keeping with his ensemble.
Find them near a collection

of piled and draped carpets. . Memory Log ‘Tamir has called a meeting
. with the merchants in his Souk. Whatever he

has planned for them must be impartant.”

¢ Memory Strand 03 \
- Interrogation

You receive the following information:

The Pickpocket victim is
the courier himself. Follow
him down the narrow
market street, complete
the Pickpocket, and take
his letter. It is a missive to
Tamir by someone with the
initial “R.”

You receive the following
information:

Memory Log "So many weapons! Enough for near a thousand men. And if's the
smiths of Souk Al-Silaah who will prepare them. When this job is done, | must learm
what | can of the one who's financed this endeavor.”

View Attachment: The following Attachment has become available:
Brother Tamir:

The time has come to prepare another shipment. | know that this is no small thing | ask, but
be assured, your dedication will be rewarded. Well need encugh for at least a thousand
men, so fhe support of the Merchant's guild is crifical if you wish to deliver on time. | frusf you
know how best fo persuade them, and who to see should uou require additional coin. Let . Locate th tandi ithin th tor
us hope he has nat yet spent it all an another of his lavish parties. Contact me when uour ; Locate the man standing within the orator's
waork in Al-Silaah Souk is done and well arrange for its distibution to our men. . stage area. Ignore the two Saracen Guards.
Listen as this Despot weaves a riveting story
- about the greatness of Tamir the Merchant.

. “Some say, were it not for Tamir, Salah

- al-Din’s men would have surely turned on

. him. Could be we won the battle because of
: that man....”

Mauy the Father of Understanding guide you.
-R

€» Memory Strand 02 \ Eavesdropping

Head to the south-
eastern part of this
District. There is a
Madrasah orator near
the alley where your
Eavesdropping should
take place, and a Save
Citizen Investigation
literally feet from

you. Ignore the Save
itizen—if you don't, - B
veryone flees and :  Once the Despot finishes, engage him at
ou must return to this area later. Sit on the Bench shown, and focus in on the © gjose range with your Fists. He soon yields.

Tl
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When you question him about the shipment
of arms, he tells you they are for Salah
al-Din. Then he changes his story: “No...
Stop! Listen! They’re for someone else. The
crests these arms bear. They are different.
Unfamiliar!” You slay the Despot.

Additional Data The man the Despot is

referring to is also known as Saladin. (His full
name is Salah al-0in Yusuf ibn Ayyub, a twelfth
century kurdish political and military leader hailing
from Tikrit, Ir@q. He played many pivotal roles during
the Crusades)

ICBUi‘IDn The death of the Nespot affracts
Guards, so flee the scene.

Hurrg up the ladder behind the orator’s stage, and
hide in one of the many Roof Gardens unfil you're
Anonymous.

The following information is imparted:

Memory Log “Tamir has litfle faith in the men

who work for him. He aversees the work
himself. | will turn this to my advantage. He'll be too
preoccupied fo notice my approach.”

€» Memory Strand 04 \
Eavesdropping

Just east of the main north-south
thoroughfare is this market square. The

two fellows you’re looking for are behind

the rug dealer. Note there are two Benches
here—one to your left (shown in the picture),
and the other at the back of the square, near
a water fountain. Choose the latter.

The two men are complaining about
children (or rats, they can’t decide which)
running amok in the Souk’s upper beams.
“We should ask the Guard to have a look,”
one of the merchants notes. “Hah!” replies

: €» Memory Strand
: Eavesdropping

. This Investigation

- takes place in a formal
: square north and

- slightly west of the

- Bureau. Maneuver

. through the thick

. crowds, taking care

: not to cause a ruckus

* by bumping into Jar

: Carriers, and look for

- one of three Benches

. in the area. The one

. closest to the two thieves is shown. The other two are along the right wall (if
you’re looking at the picture).

- the Bench and listen

. to two thieves, one of
- whom is regaling the

. other with his exploits.
- Apparently, he stole

. three apples from the
. Souk, and his escape
: was helped by his two
. thug brothers. “Kept

- them distracted while
. 1 got away,” he says.
“Without their help, | wouldn’t be here right now.”

\ \ [ 10000 IIII[ ASRRINS

. the other haughtily. “They’re all much too busy polishing the
* backside of their master...

.” They drift apart.
You gain this additional knowledge:

Memory Log ‘The

beams above the
Souk's central courtuard
may prove a useful point of
enfry...ifl can find a wau to
access them.”

View Attachment: The
following Attachment has
become available, and aids
Uou in Memory Strand 08\
Assassination.

2, 05\ WALKTHROUGH

Memory Block 2

Tamir \ Damascus

Suspended, Platform and-5ouk
Maneuering:Route {UpperBeans).

Position yourself on

The thieves reveal this necessary information:

Memory Log ‘Oncelve
alerted the gquards to my
presence, it might be nice fo have a

man or fwo on my side. They'd
provide a welcome distraction,
buuing me time to escape. | should
seek out such men. Befriend them.
Turn them to my cause.”

View Attachment: The following
Aftachment has become available,
and aids you in Memory Strand 08 \
Assassination.

{ond-Lacation-of:Vigilantes).

Possible-Escape Route

primagames.com J8S8
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Damascus

€ Memory Strand 06 \ Pickp

i

' i
i

i T

ocket

This Investigation
occurs near the
perimeter wall, in
the northeast area,
at one of the Souk’s
entrances. There is a
gathering place and
well nearby. The two
merchants you are
targeting are in the
recessed center. Use
the Souk’s beams to

reach this area if you wish. Stand nearby, without bumping into a Guard, and

listen to the conversation.

The two are
discussing Tamir and
how his dealings are
adversely affecting
them. One of them
has written a letter
and sent a map to
Abu’l Nugoud, the
Merchant King,
explaining their
predicament. The
merchant in brown is

your target. Carefully trail and rob him without his knowledge. The contents of

this missive remain a mystery.

You realize the following once the Investigation is over:

Memory Log

‘It appears the
Souk's northeastern
rooftops provide easy
access fo the central
courtyard.”

View Attachment: The
following Attachment
has become
available, and aids
uou in Memory Strand
08 \ Assassination.

Bureau Return

Return to the Bureau
and explain what
you’ve found to the
Rafig. You explain
Tamir’s rule over the
Al-Silaah Souk, his
fortune selling arms
and armor, and his
support from black-
smiths, traders, and
inanciers. You explain
at you’ll strike

1901 PRIMA Official Game Guide
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AN Memory Strand 07 \ Assassin's

@\ There are five angles from which to
waltch this conversation unfold.

Your plan unfolds thusly:

Memory Log ‘Tamir is meefing his

merchants within the Al-Silaah Souk today to
discuss one of his most imparfant sales. Tamir,
being the renowned merchant that he is, shall be
enfirely concentrated on his wark, ignaring all else
which goes on about him. Approaching him at this
painf shall nat be difficult. This is when [l strike.”

}( Memory Strand 08 \
Assassination \ Tamir

. Preplanning the Escape Route

. Gather Vigilantes: Complete the four Save

: Citizen Investigations at each corner of the

. Souk, as shown on the Memory Map. When
you rescue the female citizen, a group of

. black-robed men appear, shouting encour-
agement. You only need complete one or two
: Save Citizens, based on the route you decide
to take.

Assassinate the Archers: Move to the

rooftops above the Souk alleyways and
o | K

search out the Archers. They recognize you

ring a meeting, leaving Tamir distracted. “Your plan seems solid enough. | give B 0 B Up here, S0 Assas-

u leave to go.” The Rafiq gives you a feather. . sinate them with your Blade before they raise

ing or downloading expressly prohibited.



II ASSASSING
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the alarm. Watch where they’re looking, then

slowly approach them from behind to strike.

gave you

everything!

Without me

you would A, 05\ WALKTHROUGH [

still be

charming Memory Block ¢

serpents for
g coin!” He

presses forward, spits in the merchant’s face, and produces

. a knife. He begins to mercilessly slice into the merchant;

a final stab sends the man sprawling against the fountain.

. Tamir stops one of his lackeys from moving the body. The

- crowd disperses with an odd calm.

Tamir \ Damascus

Assassinate the Guards: Blend, then
approach and quickly Assassinate all of the
Guards with your Blade. Blend, escape, :
and repeat until you’ve cleared out as many There are five glitches that change your perspective:

Guards as you wish. : As Tamir and the merchant step down into the sunken
. fountain area.

Just before Tamir spits in the merchant's face.

Just as Tamir produces the knife.

During the fatal stabbing Alfter the merchant's death, as he
(pictured). shouts at the crowd (pictured).

Perfect Your Escape Route: This should
occur before you visit the Assassin’s Bureau
and receive your Memory Map update; There are two main ways
otherwise, you automatically begin the assas- : to rid Damascus of this
sination. The ideal time to do this is just after scum: draw your Sword and
Memory Strand 06. Move into the Souk and . engage in battle with Tamir
work a route back to the Bureau. Ideally, this  © and the Guards (which is

should involve Leaping the Souk’s interior difficult and exhilarating, but
ceiling beams. - very dangerous), or move
. quietly behind Tamir and

execute him with your Blade
: (as pictured). Make sure you
- have this weapon equipped!

The Assassination Begins
1 .l.-'

- You clutch Tamir in his

. death throes, in the Memory

- Corridor. You tell him to be

. still, but he warns you that he
. is but one of many: “l am but
: apiece. A man with a part to
. play. You’ll come to know the
others soon enough. They

Move into the ornate, sunken courtyard * won't take kindly to what
when you are ready. Stand as shown, near © you’ve done.” You produce

the fountain, with a good view of Tamir and the feather and brush it

the merchant he is scolding. Tamir requires : across Tamir’s bloody face.

weapons immediately, and the merchant X

cannot deliver them in time. “Perhaps you There are five

ask too much...” the merchant stammers : glitches that change

your perspective. They all
occur throughout Tamir's
death speech (pictured), ex-
cept Tamir is standing and
speaking to you as if still
alive. His image is indistinct and flickering, as if o

nervously.
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You must now escape the fury of the Guards. This is achieved in any
number of ways, but the most efficient way to flee the Soldiers is to climb up
to the arched interior roof beams and Free-step along them, out of the Souk
(as shown). Standing and fighting is another option, but combat is frantic.
With limited offensive capabilities, it is far better to run.

Alternately, you can shake off your attacker by disengaging from combat
(stop Targeting him), and Sprinting down any of the alleyways. Assuming
you helped the female citizens in the nearby Save Citizen investigations, the
Vigilantes hold off many of the Guards. Flee in a southwesterly direction,
use any of the Roof Gardens to become Anonymous, and head to the
Bureau in the middle of Damascus.

b

ELL T
| T o

Return to the Assassin's Bureau

Drop down into the Bureau, enter the Rafig’s quarters, and produce the
bloodied feather. “Word has reached me of your victory, Altair! You have
my gratitude and my respect.” You thank the Rafiq before he adds: “It is a
shame that the other Assassins continue to hold you in such poor regard.”
You are instructed to return to Al Mualim at once.

Your first assassination leaves you to ponder the following:
Memory Log ‘Tamir spoke of others. Brothers, he called them, and that [l

soon come fo know them well. He also knows the workings of the Assassins,
and referred to Al Mualim. | best speak to my Master of this.”

..........................................................................................................

You are ripped from the Memory Corridor with a start. “Ms. Stillman is
once again insisting | let you rest,” Dr. Vidic says with a sigh before leaving.
Before going to bed, you can read the e-mail on Lucy’s computer, or you
can talk with Lucy up to three times, ranting about your kidnapping and
why everyone speaks English. “I could probably make it more authentic,
but...you ever read Chaucer?” she says with a smile.

Lucy lets you access her PC. You can read a little about company policy,
but it’s more interesting to poke through Lucy’s e-mail (the available infor-
mation is shown in the table below). When you’re done, head to bed.

Abstergo Industries \ [‘L
Laboratory \ E-mails \ Day 2 Tip
Nay Computer / From (in Inbox or Neleted) |  Time Sent / F—
Accessed Location Subject or To (in Qutbox) Received
2 (new) | Lucy Inbox Icflass'ffd Administration Sept 3, 9:13 Additional Data Geoffrey Chaucer, an authar
ONMNAUON somelimes known as the father of English literature,
2 (new) | Vidic Inbox | Daily Headlines News Services Sept 3, 13:44 lived in the fourteenth century. He also dabbled in
2 (new) | Lucy Inbox Re: Leila Warren Vidic Sept 3, 9:14 Dh”DSDDhlJT'hdiDE'D”;aCbU' and ofher disciplines. He is besf
2 (new) | Lucy Inbox Re: Your pen Warren Vidic Sept 3, 2:36 N
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A Memory Block 3 A
& Abstergo Laboratory \ Day 3 \ Morning

‘A thousand years between you and your ancestor,
and saciety remains just as barbaric. Just as stupid.”

—Dr. Warren Vidic Memory Block 3

Abstergo Laboratary \
Day 3 \ Moming

2,05\ WALKTHROUGH [

You wake and begin another confrontational
discussion with Vidic. He seems to believe he and
Abstergo are “building a better tomorrow,” an adage
you disagree with. After some verbal sparring, you
are instructed to lie on the Animus and begin the
next Memory Block.

Al Mualim's Briefing \ Masyaf

There are five cameras with which to view
your conversation with the doctor, but
only as you wake up.

Once the Animus comes online, look toward Memory Block 3 (with the Assassin icon embedded into it).
After you wait for a moment in the Memory Corridor, you appear inside the Fortress, by Al Mualim’s desk.

..........................................................................................................

'® Al Mualim's Briefing \ Masyaf

Progression

Memory Strand \ Exoteric \ Leave for the Kingdom ‘Significance comes not from a single act, but the context within
which itis performed. The consequences borne of it.”
Assassin’s Short Blade —Al Mualim

Assassin’s Rank: 2

Counter-Attack move
Synchronization Blocks (minimum: 6)
Synchronization Blocks (maximum: 7)

'® Memory Strand \ Exoteric \ Leave for the Kingdom

You appear close to Al Mualim’s desk. Begin the conversation, during which
you speak of Tamir seeming to know Al Mualim. Your leader’s measured
response warns that your greatest failure was borne of knowing too much. He
has two more quests for you to complete, and the choice of which to complete
first is up to you. You are also granted an increase in status.

' Rank: Assassin 2
There are five angles , -
fiai efiteln e vestielm (e You acquired the Assassin's Short Blade!

conversation unfold. You have leamed the Counter-Attack move!
INA Synchronizafion Augmented fo: 6 (min.), 7 (max.

IN Ste You can choose either of the fwo Investi- Leave the Library. Before
gations. The first is Garnier de Naplouse \  You head away from the
Acre. The second is Talal \ Jerusalem. You can also replay  Fortress, locate the gate to

: : the gardens of paradise at
Memory Blocks'} and c, if you wish. the rear of the structure. The

entrance is on the staircase

INEIi'E Remember, once you Assassinate one of landing between the Library
the two Targets, you can face the other and ground floor. You can
with a shghllg larger DNA Synchronizafion bar and the inspect wondrous blossoms

Progression enhancements you've received from Al Mualim  ©f @ll kinds here...and collect
between Investigaions. Flags as well.
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Kingdom

Move down into the courtyard. Here, the Instructor calls you over to continue
practicing your combat techniques by showing the trainees how to perform
better with their blades. You can now practice the Counter-Attack move, plus
try techniques with your Short Blade. These optional duels do not end with a life
taken. Leave when you’ve had enough practice.

Run down the Fortress hill, picking your way through the throngs of villages
and negotiating any of your favorite paths as you move toward the wooden gates.
Mount your favored steed, and ride out to the archways and into the Kingdom. You
must now plan which city to Investigate first.

£

‘Go now—either fo Acre or Jerusalem.
There are men in both cities who require
your ‘attention.”

—Al Mualim

Overview \ Horse
Riding to Acre

You already know some of the hazards of the
Kingdom, but your exploration now takes you
along the western and southern realms, known
to many as the home of roaming Crusader
bands and various small garrisons. Your first
port of call is a Lakeside Village, with its own
contingent of knights. Then you must head into
Crusader Gorge before Galloping past a large
Crusader Encampment. Only then can you
reach Acre, with its sick population still reeling
from the siege.

Progression

Memory Strand \ Exoteric \ Road to the
Lakeside Village

Memory Strand \ Exoteric \ Journey to Acre
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fNEﬂ'e The entirety of the Kingdom is now
available for you to explore. The

ntInwmg plans are possible, or can continue, in this

area:

* Scaling a View Point and Synchronizing.

* Free-stepping, Leaping about buildings and
scenery, and other exercises.

* Learning how fo react on horseback fo citizens and
enemies.

* Fighting with Crusaders and Saracens.
* Locating the kingdom's 100 Flags.
* Challenging some of the 30 Templars to a duel.

* Exploring the fabled Roman Ruins, and other
wondrous parts of the kingdom.

Consult the Tour of the Holy Land chapter for further
information.

& Memory Strand \
Exoteric \ Road to the
Lakeside Village

INEIl'e These “Exoteric” Memory Strands (which
do not appear in the Animus's Memory

Lot]] show the major occurrences en route to Acre.

Ride down the Assassin Gorge where your
brethren stand talking. Continue past the
first tower you climbed, and head toward the
obelisk. By now, you should have brought up
your Memory Map and highlighted Acre as
your destination. Take a right at the obelisk,
past some horse stalls and a few wandering
citizens, and into uncharted territory.

. Escape the village and ride southeast to the upper area of the village, which
. becomes a giant fissure after you pass an Acre route marker. The Crusader

. presence continues as you reach two trails. The right trail is safe and on the
- ground; the left trail is dangerous, but it offers you the chance to ride across

Follow this trail past a cart and horse on
your right, and Gallop up the slope until
the rocky valley splits into two parallel trails
(shown in the picture). The right one enables

. the Crusader Gorge on a natural rock bridge. There are scattered Crusaders to
- slay, if you wish. You can also turn right as you cross the bridge, Leap a partly
. destroyed wooden bridge, and head off down a mountain trail to the middle of
. the Kingdom. Only try this if Acre isn’t your most urgent destination. The secor
picture shows you riding over the bridge, from the middle of t

1111111111111 SRS

. you to pass a small stone hut, while the left is larger and
- offers a better view of the Lakeside Village at the base of this
;. small gorge.

A\, 05\ WALKTHROUGH

Memory Block 3

Al Mualim's Briefing \ Masyaf
The Road o Acre \ kingdom

Ride down either trail—they both rejoin shortly. Slow down

. as the Lakeside Village appears; you can attempt some
- exploration here. Hone your Short Blade and Counter-Attack
: moves by challenging the Crusaders at the base of the tower.
After they are slain, ascend the tower and Synchronize.

After
executing a
Leap of Faith,
continue down
into the village.
Here you
should hone
your horse
fighting skills,
using your
Armed Hand

attack in High Profile to slay a few foes. There’s a well-guarded shore to check
: out, too; just remember that swimming is deadly, and there’s a Templar at the
- end of the jetty!

@ Memory Strand \ Exoteric \
:Journey to Acre

into the Crusader Gorge.
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Acre

The other side of the Crusader

Gorge features the second tower

you can climb, just to the right of

a small Crusader garrison. You

can elect to Leap over the pointed
- fencing on either side of the tower

and ignore the enemy shouts. Alter-

nately, engage these foes in bladed

combat, either on or off your horse

(off is preferable, as there are around a half dozen enemies to face).

Just beyond this small garrison
of outer Guards is a junction with
a milestone obelisk. The obelisk e
shows a route to the left, leading
to Jerusalem, and a route to the
right, leading to Acre. Choose
your preferred path. Assuming you

Continue along the upper trail until you

head right, avoid the Crusaders by i z . - spot a tower to your left (the third you can
Galloping or Blending, and head up = - climb and Synchronize during this quick
the road as it curves to the right. ! trek to Acre). There’s a second trail you

. — : After a relatively straight trail, - cannot access (also leading to Arsuf Plains).

you pass two Crusaders to your Challenge the Guards to a fight if you wish.
- Ahead is the archway entrance to Acre—head

left and an area of the Kingdom not - X ) !
Synchronized to your memories. This there when you’re ready to begin your main

is the entrance to the Arsuf Plains, ~ : Investigations.
and it is not necessary to enter here I

at the moment. Instead, slow down NB"E
at the junction, keeping to the left

path; the right path leads down to a

|arge Crusader Encampment, and you’re better off viewing it from above!

If you take the right trail, down into the Crusader Encampment, be ready for a
ICauhon large-scale battle, and don't attempt fo Gallop through any lines of Crusaders
lest theu swipe at your horse. Move around them if you wish to escape without a fight.

..........................................................................................................

‘Do you appease a crying child simply because he wails?

But want to play with fire, father” What would you say?

‘As you wish’? Ah...but then you'd answer for his burns.”
—Garmier de Naplouse

Overview \ Garnier de
Naplouse: The Grand Master
of the Hospitaliers

Acre differs from Damascus in that there’s a feeling of malaise
and suffering in the air. There are also numerous Crusader
Archers on almost every rooftop. Use the towers of the 11 View
Points to locate the various Investigations. Your main areas

of interest include a church, overgrown formal gardens, and
the Hospitalier Fortress where Garnier performs his sickening
duties.
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Progression
Memory Strand 01 \ Informer
Memory Strand 02 \ Interrogation
Memory Strand 03 \ Pickpocket
Memory Strand 04 \ Pickpocket
Memory Strand 05 \ Eavesdropping
Memory Strand 06 \ Informer

Memory Strand 07 \ Assassin’s Bureau
Return

Memory Strand 08 \ Assassination \ Garnier
de Naplouse

Memory Strand \ Optional 01 \ Scale View
Point: 11 to complete

Memory Strand \ Optional 02 \ Save
Citizens: 12 to complete

Scholars (4)
Vigilantes (9)
Synchronization Blocks (maximum: 9)

* Memory Strands 01-06 can be
ﬁate completed in any order, and at any fime

Memory Strands: Optional 01 and 02 can be completed
in any order, and at any fime.

Memory Strand 07 can be completed after any two of
Strands 01-06 are completed.

Memory Strand 08 can be completed after Memory
Strand 07 is completed.

e Memory Strand \
Exoteric \ Acre Vista

: INBi‘E All Save Citizens Investigations are optional, although it is
recommended that you complete them.

> Your choices have

. improved since you

> helped the Scholar

. monk; four white-
robed Scholars appear
. from behind a nearby

A stench of the dead pervades the air.
Bodies lie decomposing on the sides of
the thoroughfare, and traitors’ heads are
displayed on spears. The siege of Acre is
over, but at a great cost. Slow to a trot and

gates. Choose one of three plans to enter the
Poor District of Acre.

- fence and slowly

: maneuver toward the

. gate. You can join

: them and pass into the
. city unscathed. Step

* into the middle of the

don’t attract attention, moving toward the city .
. group and Blend, then release all buttons until you want to stop.

(I TN s

: 3¢ A Memory Strand \ Optional
: 02 \ Save Citizen \ O1 of 12

-y 05\ WALKTHROLGH

Memory Block 3

The Road to Acre \ Kingdom

Gamier de Naplouse \ Acre

Locate the moaning monk to your left, behind the spiked

- fence, and Target one of the Crusaders shoving him. Begin a
- ballet of bloodletting, using your Counter-Attack technique

. against the enemy. Defeat foes with either your Short Blade
or Sword, depending on your prowess with either. When all

. Crusaders are slain, talk to the Scholar monk.

: IN‘B?E Save Citizens: There are 12 of these Save Citizens Investigations in Acre’s Poor

District. Rescue citizens being pushed and berated by the Crusaders, and you are

helped in one of fwo ways:

* Scholars provide a group of praying Scholars, allowing you to move unimpeded among their
throng.

* Female citizens provide a group of Vigilantes that can waulay attackers, allowing you to
escape.

}r‘t Check your Memory Map: The Save Citizen icon has changed to that of Scholars.
: i

Note the route the Scholars take on the Memory Map.

Entering Acre
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Acre

l If you leave yourself with the Scholars, they eventually head back out of the city
ete .
fo the spot where you first encountered them.

Alternately, you can ignore
| this Save Citizen Investigation

| scrambling point on either side
of the gate, at the base of the

the Guards, then Free-step
across the beams, under the

ch0|ce is to draw a favored weapon and defeat the Guards with your blade.

points. Some are shown on the Memory Map, as well as in the Tour of the Holy Land chapter.

Acre Investigations \ Overview

You are now allowed to roam freely throughout the Poor District of Acre. The
preferred order to complete your Investigations can vary, but base it on the
following:

1. Locate the nearest View Point.

2a. Choose any Memory Strand Investigations that appear. Or,

2b. Continue to locate additional View Points, moving counterclockwise
around the Poor District, scaling all the View Points so that the map is fully
visible. Or,

2c. Scale every other View Point, so the Memory Map is visible, but in less
time.

3. Visit the Assassin’s Bureau.
4. Complete all the Save Citizen Investigations that you wish.
5. Complete all the Memory Strand Investigations that you wish. Two Investi-

gations are needed to access Memory Strand 08 \ Assassination.
6. Return to the Assassin’s Bureau for your Assassination Target briefing.
7. Prepare the immediate area around the Assassination Target.
8. Complete the Memory Strand 08 \ Assassination.

IN‘énl'e Remember, there are hundreds of additional explorations to undertake in Acre:
F Free-stepping, Leaping about buildings and scenery, and other exercises.
* | earning how to react in crowded areas.

* Fighting with Crusaders, who guard this area.

* |ocating the Acre Poor District's 33 Flags.

* Scaling all View Points.
* Challenging Templars to a duel.
% Avoiding or Grabbing and Throwing Trouble Makers.

* Tackling through crowds*.

* Toss Throwing Knives at foes on rooftops, or from rooftops*.

* Pickpockeling Throwing Knives from Courageous Cifizens with knives on their bells*.

onsult the Tour of the Holy Land chapter for further information.

HhiS|S available only if you complete the Jerusalem assassination of Talal first, then come
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completely, or the Scholars that
appear afterward, and choose a .

wall. Leap onto the ledge above -

portcullis, and into Acre. A third

W Memory Strand \
' Optional 01\ Scale
View Point \ O1 of N

* Your Memory Map is fogged, just like when

INE)i'E When wou arive inside the Poor Diskict of Acre, you are free fo begin eight of fhe : you entered Damascus, so it is recommended

Memory Strands in any order you wish, within the paramelers shown. Try fo famil- © You reveal portions of it by visiting all the

- View Points in the area. The nearest is just
iarize uourself with all the locations of the main landmarks, thoroughfares, and Investigation start  ahead and to the right of the market stall at
the gate entrance. However, it is guarded by
. an Archer. Bring him down with your Hidden

Blade.

I‘h fJeal with Archers in one of the following

-. ways:

* Sneak up behind them, then execute them with
your Hidden Blade.

* Sneak up behind them, then slash them with your
Short Blade or Sword.

* rab them, Throw them so they lie prone, and then
Assassinate them with the Hidden Blade.

* orab them, then Throw them off the roof area you're
on.

* Engage them in reqular combat, making sure you're
away from the edge of the roof.

* Target and lob Throwing Knives at them from
distancea.

* Run and Tackle them so they fall off the roof*.

AThis assumes you have these abilities, and this is the
- second city you're visiting in Memory Block 3.

With the Archer neutralized, you can

. easily climb the small Crusader spire and

* Synchronize on the beam. Check your

. map—nearby Investigations are revealed.

. When you’re looking out over the city,

. make a mental note of the larger structures,
landmarks, and rooftop enemies.
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[ITTIITIIT TOIONOIOOE - Assassins

There are five angles from which to
watch this conversation unfold.

fNEﬂ' You can ignore these View Point climbs
as all Investigations are sfill available

(and you can see them on this quide’s map). However,

you cannot complete Memory Strand \ Optional O1 until INBi‘E You can return to the Bureau a second fime, for a different
you've visited all of them. : conversation with the Rafig. Make sure your next visit 4, 05\ WALKTHROUGH [

o ) - occurs aﬂer between fwo and six mandatory Memory Strand Investi-
Visiting the Assassin’'s : gafions are complete.

Bureau : W Memory Strand \ Optional O

I The Rafiq is your Bureau Leaderinthe ¢ \ Scale View Paoint \ 02-1
Nefe »

city of Acre, and it is common courtesy
fo visit him, especially as the icon for the Bureau is

Memory Block 3

. Although optional, unlocking the Memory Map is a good

. . . plan to undertake. Work your way around all the View

fla!sl‘!lng on Your Memuru Map.. The Dphmall fime h? do . Points, preferably in a counterclockwise manner. You do

this is between the fifth and S'X!h scaled.Vuzlw. Points. not need to follow the order shown here; these View Points

Alternately, you can choose to ignare this visit and * are numbered so you know what each looks like. Do this

start your Investigations without the Rafiq's approval. - between Memory Strand and Save Citizen Investigations, or
. all at once. Your Memory Strand is complete when all View

Points are scaled and Synchronized.

Gamier de Naplouse \ Acre

ICauhon These View Points have Archers pafrolling them; use
mettle and murder to save yourself!

View Points 01,
03 (pictured), 05, 08,
09, and 11 are all
Crusader towers with
pointed spires, usually
lower in height than
other towers. View
Point 05 is attached
to the abandoned
market and guarded
by Archers.

This Bureau is of similar construction to the

one in Damascus. It has a small, gold dome
on the roof, visible from almost anywhere

in Acre. The Bureau is at the intersection of

the three Districts, and must be approached
when you are Anonymous. Lose the Archers -
and other foes by hiding, then drop down into :
the gap by the Assassin’s roof symbol. :

. View Point 02 is a
: large Crusader tower
* with crenelations at

. the top, as well as an
. Archer. Attempt to

. Grab and Throw him
- off the building!

When the roof is open, drop down and
meet the Rafig. He allows you to start your
tasks, advising you to try the following areas:

“There’s an abandoned market northwest View Point 04 is the
as well that merits watching. And Maria of > bell tower at the top of
Johesephat’s Church to the west remains . Maria of Johesephat’s
a popular meeting place. In addition, he * Church. It is reached
advises moving to “what’s left” of the formal via a connecting
gardens to the north. These three locations - archway on the east
should be sufficient for your needs.” Rest, : side of the building,
then begin. - after some rooftop

. combat.
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View Point 06 is
a ruined minaret,
attached to a half-
demolished Mosque.
It offers some of the
most incredible views
of Acre.

View Point 07 is
a bell tower atop
a building. It offers
some spectacular
vistas of Acre’s distant
Rich District.

1 View Point 10 is the central
. tower of the Hospitalier

| Fortress. Follow the tactics

in preparation for the Target
assassination when locating
and securing this area.

The following information is Memory Log “All Scale View Points
imparted: completed in Acre Poaor District.”

r ) Memory Strand \ Optional 02 \ Save
Citizen \ 02-04 of 12

There are a total
of four Scholar
Save Citizen
Investigations

in Acre, if you
count the one

at the entrance
gates. These
other two are also
important. The
first is located to
the northwest,
near the city
entrance, and is by the first View Point. Slay the city guards to save the Scholar
nonk, and you can Blend with four Scholars and exit the city without being
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The third Scholar Save Citizen Investi-

gation can be found at the right side of the

. stone stairs leading up to the Hospitalier

. Fortress, where Garnier de Naplouse “tends”
to his patients. Remove the threats from the

. Scholar monk to the right and a quartet of
Scholars appears. They lead you to the fourth
. set of Scholars, already inside the Hospitalier
- Fortress. Consult Memory Strand 08 \ Assas-
. sination for the tactical use of these Scholars.

&“‘ : IN*C:H'E Check the guide map-for the route
Y

the Scholars take and the location of

| : these Save Cifizen Investigations. You cannat utilize
* the route the third set of Scholars takes unfil Memory
. Strand 08.
R Memory Strand
‘\ Optional 02 \ Save

: Citizen \ 05-12

. For all of the other Save Citizen Investi-

. gations in the Poor District, you are to rescue
: afemale citizen being taunted by Soldiers.

. When the Crusader menace has been

. dealt with, become Anonymous and speak

. with the woman. A group of Vigilantes will
appear. Use these barrel-chested bruisers

: to waylay foes as they chase you. We again
recommend that you complete all of these

: Save Citizen Investigations.

A, 1o Venory Map icon changes |
: y Map icon changes from a
: INal'e

Save Citizen to Vigilantes.

The following information is imparted:

‘nMemoru Loeg "All Save (itizen Investigations
] cwelefed in Acre Poor Distict”
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I T Assssins

IN ote A\, 05\ WALKTHROUGH [

}I"ilp Memory Block 3

4ir Memory Strand 01 \ Informer

Gamier de Naplouse \ Acre

Investigation Type: Challenge

Number of Flags to Collect: 20
Time Limit: 03:00:00

1
4

- —————

Follow the Rafiq’s advice and visit the
remains of a once-flourishing formal garden
to the northeast of the District. On the
second tier of the earthen steps is a man
clad in similar garb to your own. This is a
fellow Assassin, and he has a small test

for you, courtesy of Al Mualim. You have
three minutes to collect 20 Assassin Flags
scattered around the perimeter of the
fountain courtyard.
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Just after the
courtyard, race up
the wooden steps
and land on the two
beams on the corner
of the building, then
make an exact Leap
to the right (as shown)
and onto the stone
arch. Continue across
the wooden rooftop.

Leap to the top of
the wooden overhang,
. then slightly turn
* north and land on the
: beam with the Flag on
. it—it’s directly across
- from the wooden
. steps. Climb the
* steps, turn right, and
. make your way past
- a Roof Garden (as
: shown).

The three minutes begin as soon as the
conversation ends. Leap behind and left of
the Assassin, and Free-step along the beams
on the west side of the courtyard, heading
south.
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At the next Roof
Garden, turn left.
You’re pointing north,
directly at the left
side of the courtyard.
Jump and land on
the stone wall, then
use the arched
corner to climb onto
the wooden ledge
(shown).

The final Flags are
all along this opposite
side of the courtyard
perimeter. Leap and
take them all, then
Leap to the low
wall and turn right,
shatching the last
Flag by the steps (as
shown).

Return to
the Assassin
and receive
important
information
about Garnier,
and how the
closure of his
Hospital has
made him
enemies. “It’'s
like Tyre all
over again,”
the Assassin
remarks.

You receive the following information:

Memory Log ‘Garmier hides behind the walls of the Hospitalier Forfress. | doubt the
patients within afford him much protection. Killing him will be simple. Getting info the
Fortress, however, is another matter entirely....”

Tyre is an ancient city located inside what is now known as Lebanon. It was a major Roman
setflement. After its capture in the First Crusade of 124, it became an important city, part of the
royal domain of the kingdom of Jerusalem.

< Memory Strand 02 \ Interrogation
4
&ate
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. Your next clue should be beaten out of an
Acre Despot, who is rambling at the doorway
: to Maria of Johesephat’s Church. Move here
- while Anonymous, otherwise you’ll enrage

* the Hospitalier Guards on either side of the

. Despot. The oratory takes the form of praise:
* “Garnier hears your cries. Your complaints.

. You say he turns away from your suffering.

| + But this is unfair! Untrue! He is but one

. man—gifted as he is—and can only help so
. many.”

When the Despot is finished, calmly trail
him from a short distance until he heads into
. asecluded alleyway, away from Guards.
. When he’s in this area, begin your beating. He
. now sings a different tune: “I...I don’t know
- what it is he does to make them cry so loud!
: But it must be stopped before more are made
to suffer. Will you stop him?” You automat-
. ically Assassinate him afterward, so prepare
. to escape.

You receive the following information:

Memory Log ‘Garmier removes himself from
the warld around him while tending his
patfients ane by one. This absession will spell
his end.”
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Q’ MEI‘I‘IDI‘Q Strand 03 \ . The following information is imparted:

PICIﬁpDCkEf Memory Log ‘Garmiers letfer is quite strange. He references an

. arms dealer in Damascus—most likely Tamir—and a second man
in Jerusalem. What secret thing unites these men? Men who should
hate one another....”

2,05\ WALKTHROUGH [

View Attachment: The following Aftachment has become available:
Master:

Progress is slow. We should endeavar fo reclaim what's been taken Menory Block 3
from us, or | fear well be discovered before we have a chance fo act.
My waork on substitutes shows some promise as certain local flara can
be used to induce a similar state. Be warmed, however: the effects are
only femporary and subjects tend to develop a resistance, requiring
increased dosage.

. . Gamier de Naplouse \ Acre
Unfortunately, theu can only fake so much befare exhaustion claims ’

This Investigation takes place inside the > them. Ive lost far too many in this manner and it breaks my heart.

abandoned market building. You are pushed Your man in Jerusalem should be commended far his diligence.

back if you attempt to Blend and enter. My supplies remain sufficient, and | am no longer forced fo use locals,
Therefore, slay all the Hospitalier Guards. - helping to defray suspicion. I do worry about our loss in Damascus,
There are two at the entrance and a number - fhough Ihave sufficient ams and armor fo confinue for & while longer.

He will need fo be replaced within the month, however, or our soldiers

inside. Aﬁemard, flee an(?l use Vigilantes t‘? - will be forced to wield fable knives. Which brings me fo my next
halt the chasing foes. Wait for the Commotion : rcom.

to quieten down (but don’t venture too far : What do you intend to do about our enemy? | fear that the losses
away or the Guards are replaced), and then . weve suffered are but the start. | feel secure enough within the

enter the unguarded entrance. . hospital's walls, but it would be best if we dealt with this frouble befare
. ithas a chance to bloom. My men are yours for the task if if's required.
Merelu make your desires known fo me.

Your brother in peace,
-G.

Q’ Memory Strand 04 \ Pickpocket

This Investi-
gation is much
more straight-
forward, but it
does involve
skulking through
the alleyways to
the east of the
District. The two
victims are at an
alley junction,
near an orator
with a small
crowd. When the Pickpocket begins, you listen to a carpenter yelling at his

. apprentice.

Another plan is to clamber up and onto the
roof of the market structure. Before investigating
the hole in the roof (as shown), be sure you slay
every Archer and rooftop foe, then head to a
Roof Garden and become Anonymous. Drop
down into the market from this point, Free-
stepping along the beams and dropping to
ground level before you reach your target.

. “I need this dealt
. with now!” The
carpenter is yelling

. about the location

- of some lighting

. structures inside the

Inside the market are two thieves discreetly : Hospitalier Fortress.

talking about a stolen parchment. On it, one - ~1he ropes are eaten

of them has found what he calls “nonsense - through with rot and

scratchings.” The other reminds him that . must be replaced. If

these are words and letters. They think it . we wait any longer

must be important, although they can’t : Wwe risk an accident!”

read. The smaller, bald-headed thief parts Follow the larger man—the apprentice—and steal plans of the hospital from hirr

company. Move toward him and swipe the
letter. It makes for interesting reading.
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Acre

You gain this additional knowledge.

Memory Log ‘The

Hospitaliers are replacing all
the candelabras within the
Fortress. | could use these fo
navigate the rafters. Additionally,
the warkers seem fo have pointed
out a few of Garniers more
personal projects affected by the
repairs.”

View Attachment: The following
Aftachment has become available,
and aids you in Memory Strand 08
\ Assassination:

Landelabra locations, and Probable

Garnier Locations.

¢» Memory Strand 05 \ Eavesdropping

Locate this
Investigation
next to the city
entrance; you're
likely to uncover
this information
before continuing
through the

rest of the

Poor District.
When you’re
Anonymous,
locate the

fountain and merchant stalls right next to the entrance gate, and find one of the
two Benches. One is on the left, the other on the right, as in this picture.

The two Hospitalier Guards are lamenting

. afellow Hospitalier: “Poor bastard’s brother
caught an arrow in the throat. Doubt he’ll last

. the night,” one murmurs. “How can he continue
to work, knowing what’s to come?” the other

. replies. Apparently, their friend visits his

- wounded brother. The two Guards disperse.

The Hospitaliers reveal this necessary

. information:

Memory Log “Some of Garmier's guards

have abandoned their pasts. The Archers
patrolling the roof are at a disadvantage. A few
seconds is all | need to clear a path.”

View Attachment: The following Attachment has
become available, and aids uou in Memory Strand
08\ Assassination:

RoofPatrol Routes Above Hospitalier

Memory Map \ Acre \ Pl_Jor District \ Informer Target Location
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: {y Memory Strand 07 \
: Assassin's Bureau Return

A\, 05\ WALKTHROUGH [

Memory Block 3

The final of the first six Investigations takes place
on the parapets overlooking the water. It involves
you finding an Assassin Informer located in the
dark corner. He explains he’s being hunted by
a Knights Hospitalier, and that you must help
him. He indicates on your Memory Map where
this target is—patrolling the main cobbled :
thoroughfare northeast of here. - Head south, moving toward the Bureau, and reveal your

. . findings to the Rafig. You tell him Garnier lives and works
. within his Order’s hospital, northwest of here. Rumors speak
- of atrocities committed within its walls. It seems the good
. doctor enjoys experimenting on innocent citizens—most of
them kidnapped and brought here from Jerusalem. You tell
. the Rafiq you will strike when Garnier inspects his patients.
He grants you permission. Take the feather.

Gamier de Naplouse \ Acre

. Your scheme to come Memory Log ‘Gamier de Naplouse secludes himself
> is as follows: within the Hospitalier Farress walls, lost within Ris wark.
I know when and where to strike.”

Stroll down the steps leading into the
thoroughfare, and simply walk northward until
you spot this impressively armored knight.
With your Hidden Blade at the ready, simply

move in and strike, using any assassination ; N
technique from any direction. There is a limited x Memoﬂ:’ Strand 08 \ Assassination \

@ There are five angles from which to
waltch this conversation unfold.

Guard presence, so you can flee (without Garnier de Na P louse
Sprinting) before any Guards spot you. Return :
to the Informer—he is most thankful. i l “
The Informer reveals the following once the - / TI[B
F o

Investigation is over:

Memory Log ‘Gamier lets his patients roam

the halls of his Fortress freely. No one save
Scholars may enter his personal workspace. Apart
from the Archers defending the rooftops, slipping in
should prove simple enough.”

View Attachment: The following Attachment has
become available, and aids uou in Memory Strand
08\ Assassination:

Locafions of Trouble Maker Routes

[
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Acre

Preplanning the Escape Route : ICauhon It isn't necessary or wise to begin

01. Gather Scholars: a fight at the main entrance with
As described : Ihe assembled Guards—more are soon summoned—
previously, there’s a : although you can fight your way info the Fortress...
Scholar monk who - eventually!

requires your help

to the right of these
steps, which are at

the foot of the main
entrance to the Hospi- -
talier Fortress. Slay

the harassing Guards
and you are able

to Blend with four Scholars and enter the Fortress but only after you receive
approval at the Bureau.

02. Gather
Vigilantes: Check
your Memory Map for
Save Citizen Investi-
gations between the
Hospitalier Fortress
and the Assassin’s
Bureau. Help the
female citizen so
she summons her
muscular henchmen,
who are in turn willing
to stop some of the Guards that will chase you both before (as shown) and after
the assassination.

: 05. Plan Your Escape Route: Attempt this
| + atany time prior to entering the Fortress.

: Look to your map and the Tour of the Holy
. Land chapter to provide you with guidance
on the thoroughfares and roofs to maneuver
. after you complete your assassination. The
- best plan is to find a route that allows you
. to pass through Vigilantes, allowing you to
quickly find cover, become Anonymous, and
. then leisurely return to the Rafiq.

The Assassination Begins

03. Remove or Ignore the
Troublesome: The city of Acre
has its fare share of odd, delirious,
and violent citizens, although
most are confined to the Hospi-
talier Fortress. These Trouble
Makers lash out wildly at you,
and are easily spotted as they rub :
their heads and stagger in mental Aside from slaughtering the Guards at the
torment. You can either lose a little . entrance of the building, which is very
of your DNA Synchronization and Assassinate the Trouble Maker on the street just . difficult, there are two other routes into the
outside the Fortress, or ignore him and work your escape route around him. main courtyard of the Hospitalier Fortress.
.« The first is to sit on the lower crenelations

- on the middle of the roof, peer over, and
. then drop down, losing Synchronization in
- the fall.

.-A___

04. Clear and Inspect the Battlements: Before entering the Hospitalier Fortress,
you should inspect the exterior. Aside from the guarded main entrance, each side
wall has a number of arched windows. One on each side is broken, although you
an’t reach them from outside. Instead, climb up the wooden scaffolding on the
eastern wing of the building (picture 1) and use the upper structures to hide behind.
3un around behind the Archer, then Assassinate him. Climb the ladder (also shown
picture 1) and begin a stealthy slaughter of the Archers on the main parapets.
gain use the walls of the upper roof structures to hide and run around, so you can
rom behind. Clear the roof of Archers and your escape is easier.
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The recommended tactic is to move into
the Scholars’ prayer group, ascend the
stone steps, pass the stone cross, and enter
the Fortress without drawing a blade. You
automatically walk when you Blend in with
the Scholars, passing unseen into Garnier’s
festering dungeon of despair....

fr‘ihﬁl If you succeed in summoning these Scholars,

but they aren't here, it is because they have
entered the Fortress and are returning back down the
stone steps. Look along this route to join them.

The Assassination Ends

A young Arabian man bolts from the side
doors, yelling in fear. He is caught and beaten
at the main doors, which then open. Garnier

face changes from fear to terror. “Enough,
my child!” Garnier then says to the Guards,

“| asked you to retrieve the patient, not to kill
him.” Garnier cups the man’s face in his hand

. £, H '!! :
while the man babbles, “you took their souls! " this location, he’s at

> one of six other beds,
;. as shown on the guide
. map. Break away from
* the Scholars while still
. Blending (or ignore

- the Scholars, remain

. Anonymous, and

- slowly walk through

: the west wing), and

. note the locations of

The man is sharply backhanded. “Take hold : @'t i : :
wait until Garnier passes you by or enters an area that a Trouble Maker isn’t

- standing near (such as the northwestern area), then follow and Assassinate him

of yourself!” Garnier shouts. His expression
then changes and he is almost apologetic:
“Do you think this give me pleasure?” The
man breaks free of the Guards and yells at
the crowd: “He won’t be content until all bow

CX) 'nﬁllfllﬁllf‘l-(
(TILTITIITD - Assassns
IWGRDYOL CREED

. before him!” The man vows to escape again, and Garnier’s

- demeanor changes. He is almost expressionless as he

: orders the Guards to “break his legs. Both of them.” After the

wincing cracks of bone and sinew, the man is dragged off

. and Garnier admonishes the crowd for gawking.

: 2,05\ WALKTHROUGH [

There are five glitches that

change your perspective:
As the man runs out of the side Memory Block 3

entrance.

As the guards catch and begin
to beat the man.

As Garnier arrives to deal with the Commoation (pictured). Beinier de Naplouse \ Aci
Just before Garnier backhands the man.

As the guards break both the man’'s legs.

: ICauhon If you require the toughest fight of your ancestor's

life, you can elect to ignore the following route,

: draw your sword, and baftle dozens of Hospitalier Guards to confront
- Garmier at the rear of the Fortress. Only attempt this if your swordplay
- matches your hubris!

A safer, and more
cunning, plan is to
move to the side
doorway on your left.
As the Guard leaves
his post, walk into the
western wing of the
Fortress, locate a new
quartet of Scholars,
and have them lead
you deeper into the
Fortress. They move

. as far as the beds along the left wall—one of Garnier’s visiting locations (as
- shown). Simply prime your Hidden Blade and strike!

trid t, flanked by two Guards. Th 'S -
Sricies out, Tanked by TWo Suarce. 1ne man's : A— If you didn't rescue the Scholar monk outside, at the base of the stone steps, the

5chulars won't be here. Try the following plan instead.

If Garnier isn’t at

all the Trouble Makers. If you're shoved by one, simply shrug it off. Be patient,

primagames.com B0
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Kingdom

‘ . The Guards and Garnier are alerted, and a fight breaks out (with Garnier
Ic-auhon swinging a sword as well) after any of the following happen:

You produce any fupe of weapon.

You slay (with a Blade or by Assassinate) a Trouble Maker, citizen, patient, or Guard.
You stand on a bed, partition wall, or any piece of scenery.

You move faster than walking pace.

You enter a High Profile stance.

T"L- Garnier is easy-fo-spot: you should already have Targeted him so that he is glitching.
e~ He also bends over and inspects the bedridden. There are other methods to defeat him:

l.  If caught in battle, Grab and Throw him so he falls. Then produce your Hidden Blade and
complete the Investigation.

g. Do not try Counter-Attacks with Gamier—he is too strong for this fechnique.

3. Combat should-be quick and deadly. Don't wait-for-a Counter-Attack if Garnier is fighting
you. Be the aggressor.

keep your back to a wall so you aren't surrounded and can react to all attackers.

You can utilize the scenery if combat on the ground isn't going well. Escape fo the ceiling
beams via the ladder in the northeast comer, stand on the patition walls, or stand on any
canopy bed and grab the beam.

You return to the Memory
Corridor. Garnier murmurs that
the damage in the minds of the
population were the reasons for
his experiments. “My guards
are proof of this. They were
madmen before | found and
freed them from the prisons
of their own minds.” Garnier

my death, madmen will they be again....” You produce a feather and dip it in
Garnier’s blood.

@ There are five glitches that change your perspective.
They all occur throughout Garnier's final utterances,
except Garnier is standing, conversing as if in discussion,
and glimmering in the ether of the Memory Corridor.

continues with a sigh: “And with :
. bloodied feather, but have some questions

. about Garnier: “What do you think he wanted
- from these people? That he would keep them
. and experiment on them as he did?” The

- Rafiq seems disinterested, and tells you to

. immediately return to Masyaf to tell Al Mualim
- of your victory.

It’s time to leave! The most
proficient method of escaping is
utilizing the ceiling beams and cande-
labras. Reach the beams and the
wooden platforms on the upper walls
by either climbing the ladder in the
northwest corner or standing on any
canopy bed and grabbing the beam
above you. There are two broken
he eastern window is the preferred
ight near a Roof Garden. It also offers
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a good rooftop route back to the Rafiq at the
© Bureau.

Battling your way back through the main

- entrance, or Leaping out of the western

. broken window and landing on the cross

- before moving through the streets to safety,
. are less favorable options. Use Vigilantes as
. an additional way to help you escape, then
: head to the Bureau in the center of Acre.

‘ Return to the
: Assassin's Bureau

: Il"lip The city is on high alert, so all of the

Guards are on the lookout for you. Any

* Socially Unacceptable actions could trigger a conflict.
: Be very careful to not bump people, make Jar Carriers
: drop their load, perform acrobatics where. you could

* be witnessed, or even walk foo close to the Guards.

- Use your Low Profile actions and carefully make your
. way back to the Bureau.

Hang from the Bureau’s metal roof, and

enter the Rafig’s quarters. You produce the

Your second (or third) assassination leaves

you to wonder:

Memory Log ‘Is it possible? Was Garmier

helping those inside his hospital? He spoke of
curing them from their madness using herbs and
exfracts. Some of them were even grateful for the
wark he had done. He was a madman and a
butcher. How is it these men found good inside a
man wha was clearly intenf on evil? What is it that
[ve failed to see? | should report this to Al Mualim.”

‘ You can instantly fast-forward your
: INete

memory fo Masyal, explore the Poor

* District of Acre and the Kingdom, or quit the Animus.
- Your subsequent mission begins when you reach Al
¢ Mualim.

|f you completed Talal \ Jerusalem first, your

- memory is refurned to the Laboratory.
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'® Al Mualim's Second Briefing \ Masyaf

Progression
Memory Strand \ Exoteric \ Depart for the Kingdom  ‘Leaders
Assassin’s Rank: 3
Throwing Knives
Tackle move
Synchronization Blocks (minimum: 7)

Synchronization Blocks (maximum: 10)

) Memory Strand \ Exoteric \ Depart for the Kingdom

Rank: Assassin 3

DNA Synchronization

You return to Al Mualim, telling him of your
success in Acre, and your doubts that Garnier
was truly the evil torturer he first believed. Al
Mualim reacts by mentioning a concoction of
herbs that can make a man believe anything.
Then matters turn to your progress. You are
duly rewarded, and instructed to leave for
Jerusalem at once. Head to the Kingdom
when you are ready.

Memory Map \ Kingdom (Masyaf fo Jerusalem) \ Memory Block 3

obey them. When waords fail, they furn fo cain.
When that won't do, they resort to baser things:
bribes, threats, and other fypes of frickery. "

will always find ways to make others
A\, 05\ WALKTHROUGH

. Memory Block 3
—Al Mualim i

Gamier de Naplouse \ Acre

Al'Mualim's Second Briefing
\ Masyat

The Road fo Jerusalem \ Kingdom

You acquired the Throwing Knives!
You leamed the Tackle move!

Augmented to: 7 (min.), 10 (max.)

‘Continue with your work, Alfair. See that our enemies’
fear is not diminished.”
—Al Mualim

Overview \ Horse Riding to
Jerusalem

Although lengthy and featuring a variety of tough opponents
and exploration opportunities, this journey to Jerusalem is
straightforward if you choose one of the four main routes

we detail. The first one offers the quickest way to reach the
holy city, but others can grant you views of as-yet-unknown
areas, enabling you to continue your Flag and tower
searching. You should also try to traverse this in the opposite
direction, to further familiarize yourself with the layout of the
Kingdom.
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. Kingdom -

Progression
Memory Strand \ Exoteric \ 01. Damascus Trail: Forest Village Junction
Memory Strand \ Exoteric \ 02. Damascus Trail: Saracen Garrison Junction
Memory Strand \ Exoteric \ 03. Acre Trail: Crusader Gorge Junction
Memory Strand \ Exoteric \ 04. Acre Trail: Crusader Encampment Junction
Memory Strand \ Exoteric \ Merged Trail: Routes 01, 03, and 04
Memory Strand \ Exoteric \ Merged Trail: All Routes lead to Jerusalem

IN‘B?E The entirety of the kingdom is now available for you to explore. The following
- - optional plans are possible, or can confinue, in this area:

* Scaling a View Point and Synchronizing.

* Free-stepping, Leaping about buildings and scenery, and other exercises.

* Learning how to react on horseback fo citizens and enemies.

* Fighting with Crusaders and Saracens.

* Locating The Kingdom's 100 Flags.

* Challenging some of the 30 Templars to a duel.

* Exploring the fabled Roman Ruins, and other wondrous parts of the Kingdom.

Consult the Tour of the Holy Land chapter for further information.

Canter down
the gorge where
the Assassins are
gathered, past the
Saracens near the
cart, to the milestone
obelisk. This points
the way to Damascus
and Acre, but not
Jerusalem. There are
four main trail routes
to attempt, during

which you can complete all the Scale View Point Investigations:
01. Damascus Trail: Forest Village Junction
02. Damascus Trail: Saracen Garrison Junction

03. Acre Trail: Crusader Gorge Junction
04. Acre Trail: Crusader Encampment Junction

IN‘B?E Remember, there are a few other frails, dead-end paths, and a large number of
- buildings to explore along these routes.

 Memory Strand \ Exoteric \ O).

This route offers

a slightly quicker
journey. Follow the
route you used to
reach Damascus,
eading down past
he Saracens in the

BBl PFRIMA Official Game Guide
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Head up between the buildings in a relatively

straight line, picking out the faint path in the

: ground. Then turn left (as shown) by the small
* boulder clump, and follow the dotted cypress
trees (the tall, thin plants) toward a cliffside trail
. with a milestone pointing toward Jerusalem.

If you turn right at the boulder clump, you

. head into the mountains and emerge at the

- Crusader Gorge.

: *- This junction is where Routes 01 and 03
: INal'e

merge.

Head up the cliffside trail, optionally looking

out over the Forest Village and pond to your
left. Challenge or ignore the Templar, then

. keep your speed up as you Gallop over the
. hill and down into a flat clearing where a

- small group of Saracen tents and troops are
. stationed. Engage or ignore them.

Just beyond this small, scattered band

- of Saracens is a junction and a small stone

. building with a horse. Although it’s easy

- to miss, you must turn left (as shown) and

: Gallop up and through a hole in the mountain.
If you head right instead, you end up at

: the Roman Ruins, moving in the opposite

- direction from Jerusalem.

cN“é:fe This junction is where Routes 01, 03,

and 04 merge.




T TTTTHIIT - Assassins

& Memory Strand \ o e LS
Exoteric \ 02. Damascus ' ' s
Trail: Saracen Garrison

Junction e S A 05\ WALKTHROUGH [

Memory Block 3

. Unless you're exploring, ignore the sloping road up to the

* conical stone hut. This area is a dead end for riders. Instead,

. keep to the low road on your left. This trail winds left and

- right until you finally reach a flat-bottom valley and a Saracen
- Outpost. Scale the stone tower near three wooden towers to

- reveal more of your Memory Map.

The Road fo Jerusalem \ Kingdom
If you ignored Route 01 at Forest Village,
continue as if you were taking the road to
Damascus (see Memory Block 2 for further
information). Ride past more traveling citizens
and a wooden tower; locate this route obelisk
at the junction. Left is the road to Damascus
and a Saracen Outpost. Right leads to
Jerusalem.

To exit
this Outpost,
simply ride
around the
various huts
and buildings,
locate the
small fence at
: the far end of
. the settlement, and ascend the winding trail through this single archway. A short

Ascend the sloping trail, passing between  : time later, you reach a junction with a milestone obelisk letting you know that
(or under) two wooden towers, and then two  : jerusalem is to your left. The Roman Ruins are to your right.
more. To the right of you, just before the ‘
seconld set of towers, 'S anarrow pathway : INal'e This junction is where all four Routes merge.
that circumvents the main trail to come. Stay . e

on the main trail and you reach a group of . .
horses and a View Point tower to scale. : @ Memorg Strand \ Exoteric \ 03. Acre

§Trai|: Crusader Gorge Junction

- The following

: assumes you

. took the right

* turn at the

. first milestone

- obelisk, headed
. for Acre,

. negotiated

the Lakeside
The horses belong to Saracens, so be * Village, and

careful or stay to the right of the tower if you ! 35cended the
don’t wish to scale it. Gallop onward, passing * |eft trail to the

a large lake on your left. The trail heads > top of Crusader
downhill now, and a narrow pathway on your : Gorge. Turn right at the natural bridge and circle around, Leaping two gaps on a
right can be seen (it joins up at the second : wooden bridge and exiting into a narrow mountain trail.

set of wooden towers mentioned previously).
Continue down to this rock outcrop.

primagames.com JEN
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Jerusalem

Gallop along the
trail—there’s only a
lone Templar and a
horse nibbling on
some hay during
this journey. The trail
' winds slightly and
descends into the
upper reaches of the
Forest Village. As the
| vista opens up, you're
above a pond. In the
very far distance, you can see the junctlon of Route 02. This trail now meets the
junction at the top of Forest Village.

fNEﬂ'E This junction is where Routes 01 and 03 merge. For the rest of the journey to
Jerusalem, consult Route 0.

% Memory Strand \ Exoteric \ 04. Acre
Trail: Crusader Camp Junction

This route assumes you
followed the trail toward
Acre, crossed the Crusader
Gorge, and Leaped the
piked fence near the tower
where the small number

of Crusader Knights were
located. Instead of heading
right toward the Crusader
Camp at this milestone
obelisk (shown), take the
trail to the left.

The trail winds around
to the right, and the
topography slopes
upward as you pass a
few scattered buildings
on your left, then a small
spiked fence and stone
tower guarded by a few
Crusaders. Watch for the
Archers on the wooden
towers. Scale the stone .
tower to reveal more of your Memory Map.

fence, and Gallop up the trail

as it narrows, heading over the
mountain and down the other
side. You approach a valley with
a large set of Roman Ruins on
your right. To your left is a short,

of Crusaders and another stone

. ’ : tower to climb. Continue on the
ain path to a junction with a small stone building and a horse, on your left. Take
ne left-hand trail and you’ll head the wrong way down Route 01.

Jump or maneuver around the :

. @ Memory Strand \
: Exoteric \ Merged Trail:
: Routes 01, O3, and 04

> Ride up and under the arch in the mountain,

. then follow the trail downhill, past some

pilgrims and a route marker. Follow the bend

: to the right, avoiding arrow fire from the foe

. atop the wooden tower. Below you can see a

: milestone obelisk coming into view. You are
... now very close to reaching Jerusalem.

INGi‘E This junction is where all four

Routes merge.

& Memory Strand \
: Exoteric \ Merged Trail: All
Roui‘es Iead to Jerusalem

. Ride on, following the obelisk directions. The
trail widens slightly, turning right and left a
- little. A troop of Saracens is waiting at the
. corner and can be ridden past or through,

dead-end trail leading to a group - or you can Blend and be ignored by them.

- Gallop down the trail toward a final junction

. (picture 1). The trail to the left winds up

. and left, has two wooden towers and some

- Saracens, and offers excellent views of the

. Saracen Outpost. Ignore this unless sight-

. seeing is part of your plans, and continue

- straight and true, toward the trio of archways
. and into Jerusalem’s outskirts....
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v Talal \ Jerusalem

Overview \ Talal: The 1
Slaver of Jerusalem :

Talal is a skilled bowman, but his real calling
is the removal of a variety of citizens from
Jerusalem, sending them in caravans to Acre
for “special treatment.” You uncover his ways
during a visit to the Rich District of Jerusalem,
with its gleaming spires and thick perimeter

(VDL TITTIEIID Assassins

4, 05\ WALKTHROUGH

‘Beggars. Whores.
Addicts. Lepers. [Jo they
strike you as proper
slaves? Unfit for even
the most menial tasks.
No...I took them not to
sell, but fo save. And yet
l:/DUYd kill us all.” The Road to Jerusalem \ kingdom
—Talal Talal \ Jerusalem

Memory Block 3

wall. Most of your interest lies in the Barbican, "I" ME’ITIDI'IJ Strand \ Exoteric \ Jerusalem

a walled section of the District in the northeast : Approach
corner. After you’ve finished sightseeing the

breathtaking landmarks, meet with your rival, : A serene view and
Malik, and start to stalk the Slaver.... * lush grassland awaits
. : as you trot down a
PI’OQI’ESSIOI‘] . steep hill. There is
Memory Strand 01 \ Informer a plateau on your
Memory Strand 02 \ Interrogation right that offers the
. chance to listen to
Memory Strand 03 \ Pickpocket > an orator, plus a view
Memory Strand 04 \ Pickpocket - of the walled city of

- Jerusalem. Continue

Memory Strand 05 \ Informer * down the hill, passing

Memory Strand 06 \ Eavesdropping . a small Saracen tent
Memory Strand 07 \ Assassin’s Bureau : and a larger group of Soldiers at the base of the hill. Move toward the city gates
Return and select one of three plans to enter the Rich District of Jerusalem.

Memory Strand 08 \ Assassination \ Talal

" . : ol 5
Memory Strand \ Optional 01\ Scale View  : 3'r f& Memory Strand \ Optional 02 \ Save

Point: 09 to complete ! Citizen \ O) of 12
Memory Strand \ Optional 02 \ Save :

Citizens: 12 to complete I*
: #Note
Scholars (07) iy
Vigilantes (05) :
Synchronization Blocks (maximum: 12)
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Jerusalem

Continue toward the
gate, stopping to look
at the small graveyard
to your left. Dismount
and Target one of

the Saracens in the
group that’s shoving
the Scholar back and
forth. Begin a series of
precise slicing moves
using your preferred
blade, mixing up your
qmck strong, and counter strikes. When the Saracens Ile at your feet, speak to
the Scholar.

fNal‘e
* Save Cilizens: There are 12 of these Save Citizen Investigations in Jerusalem's Rich District. Rid
citizens of the Saracens that are hassling them and you are granted one of two rewards:

* Scholars [dressed in white shawls) provide a group of their brothers, allowing you fo move
through Guard Posts and into secured areas.

* Female cifizens (dressed in colored, draped shawls| summon Vigilantes, who waylay your
pursuers if you run by them.

}r‘li Check your Memory Map: Note the route the Scholars fake, and the four additional
P Save Citizen Investigations involving Scholars.

Entering Jerusalem

Four Scholars
belonging to the clan
of the man you just
rescued now appear
in the graveyard. They
slowly walk into the
main thoroughfare,
toward the gate, past
the line of Guards,
and into the church
square beyond before
returning. Step into
the middle of this group and Blend Release all buttons until you want to break
from this maneuver. The Scholars remain in this area from this point on.

If you don’t wish to
attack the Scholar’s
harassers, but require a
stealthy entrance into the
city, Jump onto the grave-
yard’s stone perimeter
wall and Leap to the
wooden ledge. From here,
Free-step onto the beam
above the gate Guards,
hen across the beams, . -
nder the portcullis, and into the church square. A third option, that of spllllng
e blood of the guards, is also open to you.

214 PRIMA Official Game Guide
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lNEIi‘E Set foot in the Rich District of Jerusalem

and you'll notice the buildings aren't

: crumblmg, the Roof Gardens have blue curtains, and
: there are eight Memory Strands you can complete

- while following the advice to come. Try them in

. any order, but it is recommended uou use the View
- ‘Points and: main streefs to understand the layout of
< this District, Also consult the Tour of the Holy Land

- ‘chapter.

Jerusalem Investigations
-\ Overview

There is a recommended order to complete

: the different Memory Strands, although there
: is no wrong way to do this. Base your tasks

* on this list:

1. Locate the nearest View Point.

2a. Choose any Memory Strand Investiga-
tions that appear. Or,

2b. Continue to locate additional View
Points, moving south to the Dome of the
Rock, then clockwise around the Rich Dis-
trict, climbing all the View Points so that
the map is fully visible. Or,

2c. Scale every other View Point, so the
Memory Map is visible, but in less time.

3. Visit the Assassin’s Bureau during your
View Point excursion.

4. Complete all the Save Citizen Investiga-
tions that you wish.

5. Complete all the Memory Strand Inves-
tigations that you wish. Two Investigations
are needed to access Memory Strand 08 \
Assassination.

6. Return to the Assassin’s Bureau for your
Assassination Target briefing.

7. Prepare the immediate area around the
Assassination Target.

8. Complete Memory Strand 08 \ Assas-
sination.
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Remember, there are hundreds of
fNEﬂ'E additional explorations to undertake

in Jerusalem.

* Free-stepping, Leaping about buildings and
scenery, and other exercises.

* L earning how to react in crowded areas.

* Fighting with Saracens, who guard this area.
* Locating The Jerusalem Rich Diskict's 33 Flags.
* Reaching all View Points.

* Challenging Templars to a duel.

* Avoiding or Grabbing and Throwing Trouble Makers. :

* Tackling through crowds*.

* Tossing Throwing Knives at foes on rooftops, or
from rooftopsa.

* Pickpocketing Throwing Knives from Courageous
Citizens with knives on their belts*.

Consult the Tour of the Holy Land chapter for further
information.

AThis is available only if you complete the Acre
assassination of Garnier de Naplouse first, then visit Al
Mualim before coming fo Jerusalem.

W Memory Strand \
Optional 01 \ Scale
View Paoint \ 01 of O9

The fog has descended on your Memory
Map, as usual. Start to fill in the details by
visiting all of the View Points in this District.

climb the building, dealing with an Archer
at the top, or run up the church wall, grab a
stained-glass window, and climb onto the
roof from here (possibly under Archer fire).

Knives.

: ’NEIi'E Malik A-Sauf runs the Assassin's Bureau in this sprawling city. [Jo him the courtesy that

: necessaru, but fry meeting him after visiting the two View Points south of this location. If's quicker.
Slay each Archer with your Blade or Throwing

picture), meaning you can easily locate it from almost anywhere

CLIO0T THITITID - Assassing

‘-h Try any or all of these faclics to defeat the Saracens on the

Bl s in s Dl
* Sneak up behind them, then execute them with your Hidden Blade.

* Sneak up behind them, then slash them with your Short Blade or
Sword.

* [arab them, Throw them so they lie prone, then Assassinate them with
the Hidden Blade.

* [orab them, then Throw them off the roof area you're on.

* Engage them in reqular combat, making sure you're away from the
edge of the roof.

* Target and lob Throwing Knives at them from distancea.
* Run and Tackle them so they fall off the roofa.

05\ WALKTHROUGH [

Memory Block 3

- _This assumes that you have these abilities, and that this is the second
: city you're visifing.in Memory Block 3. 9l Jeusalen

The view
from the top
of the church
is spectacular.
Synchronize
when standing
on the roof of

* the bell tower or on the protruding beam. (Standing atop the cross doesn’t start
the Synchronization procedure.) Consult your Memory Map to view the nearby

. Investigations. Look south toward the Dome of the Rock (the gigantic Mosque),
: the larger landmarks, and the Saracens on the roofs below.

: ’NBi‘E As always, you can ignore any or all of the View Points. The Memory Strands are

still available, even when fogged. Check this guide’s map for all the locations.

Keep climbing if you want to finish Memory Strand \ Opfional 0.

The closest is this church, to your right. Either Visiting the Assassin's Bureau

was denied him when he lost his arm in that ill-fated raid on Solomon’s Temple. It isn't

As with the Bureaus
you’ve visited before,
this one looks nonde-
script from the ground
but is unique and
instantly recognizable
from the rooftops.
This particular Burea
is quite close to the
round tower View
Point (visible in the
background of tk

. Archers, then descend via the grating on the roof.
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Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



v v
L] [ [ .mﬁﬂﬁ._' L T
% LS N i T 0 A

Jerusalem

Enter the Bureau. Malik
is less than happy to see
you. After some curt words
are exchanged, he tells
you to look “south of here,
in the markets that line
the border between the
Districts. To the north near
the Mosque of this District.
And east, in front of Saint

Anne’s Church—close to — .
the Bab Ariha (entrance) gate.” Rest before you start.

INEI?E You can return to the Bureau a number of times for different, but no less uncom-
forfable, conversations with-Malik. The optimal time to refurn is when you've
hmshed between two and six of the Memory Strand Investigations.

W Memory Strand \ Optional 01 \ Scale
View Point \ 02-09

The scaling of View Points is a strenuous undertaking, but well worth it to gain a
better understanding of the major buildings and alleys in this District. You need
not follow the order shown on this guide map; the numbers of the View Points
are there to show what each looks like. Try scaling these in a clockwise manner,
between Memory Strand and Save Citizen Investigations, or one after the other
before other mission types are attempted. This Memory Strand is complete
when all View Points are Synchronized.

ICauhon The rooftops below many of these View Points have patrols of Archers
scattered about.

View Point 01 is
the bell tower of Saint
Anne’s Church, by
the entrance gate.
You should already
have climbed to this
location.

View Point 02 is the major
landmark of the city: the Dome
of the Rock. Use Scholars
to move freely between the

I O I T BRI

When you scale this massive
structure, Synchronize at the
base of the golden dome itself.
The Leap of Faith is in the
southeast area.

. T"‘p The location of the Scholars that allow access fo and from the Nome is detailed in the
Gleie. - next Memory Strand. Other ways fo enter the Dome are to climb the wall to the right
the Guards, or battle through them to enter.

BBl PRIMA Official Game Guide
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Dome’s courtyards and the city. :

View Points 03 (pictured), 07, 08, and

09 are domed minarets, all of which have
: a group of Saracens guarding the main
- rooftops below.

- View Point 04 is a Crusader tower, cylin-

: drical in nature, with only one area to climb

. up. It is near the Bureau and has an Archer at
the top. Climb the tower and Assassinate the
. Archer from behind.

View Point 05 is a domed chapel in a small

courtyard, just west of the Souk. Synchronize
from the beam protruding from the dome.

- View Point 06 is the bell tower of a church
: remarkably similar to Saint Anne’s. Be wary

. of the Templar in the northeastern graveyard
- area. Climb and sit atop the bell tower, but

: not on the cross, to Synchronize. Leave via
the Leap of Faith point on the west side, at

. the base of the bell tower.
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The following information is imparted:

Memory Log “All Scale View Points
completed in Jerusalem Rich District.”

Frf Memory Strand \
Optional 02 \ Save
Citizen \ 02-05 of 12

Aside from the Scholars outside the gates,
there are four more optional Save Citizen
tasks involving bullied Scholars inside the
city itself. These are also important. Scholars
#2 and #3 (shown to the south on the guide
map) are near to the entrance to the Dome of
the Rock (View Point 02). Save the Scholar
and you can Blend and travel with them into
the Dome’s courtyard.

The fourth Save Citizen Investigation is
located just outside the guarded sector in
the northeastern area, called the Barbican.
Save the Scholar here and you can pray
with four others as they stroll northward and
into the Barbican itself. This is useful during
Memory Strand 08, when you’re trying to
access Talal.

’NBi‘E The Memory Map icon

tlhzen to Vigilantes.
; fNEﬂ'E There are 21 Other Objectives (12 Save Cifizens and 9 View Points) to complete.
have ¢ vertical “Other Objective” bars filled in.

l‘i Remember, you only need to complete fwo of the following six Memory SirandnVes

- DB \ Assassination.

000000l [IIIIIIII] ASSASSING

A, 05\ WALKTHROUGH [

Memory Block 3

The Scholar need not be helped until you are ready to

attempt Memory Strand 06, as this saves on backtracking.
. Head to the church at the northern edge of the District to
save him. His brothers allow you to join them, allowing you
. access to the interior of the church, which is vital to your

- Investigation.

Talal\ Jerusalem

: ’NBi‘E Check the guide map for the route the Scholars fake and

the locations of these Save Citizen Investigations.

‘-i Remember, there are additional Scholars that serve as hiding

ﬂﬁ spots scattered throughout this District. They are available to

help you if you are discovered and need fo Blend.

51::: Memory Strand \ Optional 02 \ Save

: Citizen \ 0G-12

If you locate any of

. the seven other Save
- Citizen Investigations
. in the Rich District,

- the wails of a female
. citizen can be heard

- as she is jostled by

: Saracen marauders.

. After these baddies

* have tasted your

. steel, become

- Anonymous and =
. talk with the citizen. Her relief translates into help for your cause, and a group

- of Vigilantes are summoned (as shown). They halt most Saracens when you are
: chased.

The following information is imparted:

changes from a Save Memory Log “All Save Citizens completed i
Jerusalem Rich District.”

Finish all of these to Augment your Sunc Bar by two Blocks fo 12. You should

- gations before returning to the Assassin's Bureau fo access Memary Stand

primagames.com IBIZ
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Jerusalem

» Memory Strand 01\ Informer

Investigation Type:
Assassination

Number of Targets: 2

Time Limit: None

The initial Inves-
tigation takes

place when you’re
Anonymous and walk

to the raised area near

the eastern entrance
of Jerusalem’s Souk.
A worried Assassin
Informer tells you that
two of Talal’s Guards
have recognized him,

slay them so he can continue his mission. You agree; enter the Souk using the

suspended platforms to your left.

Quickly consult
your Memory Map.
The two Guards are
inside the Souk, and
the first one is easy to
spot. Free-step along
the Souk’s ceiling
beams, then drop
down by the junction
(as shown) and move
around the alcove to
strike the first foe from
behind.

Flee the area
immediately, circling
back around and into
the Souk if you wish.
Alternately, step back
from the second of
Talal’s Guards, who
is inspecting his slain
comrade. Wait for him
o finish, then Blend,
eeping out of his
eld of vision before

rning the Hidden Blade on him.

218l PRIMA Official Game Guide
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Quickly flee the Souk without further
incident—more Guards will appear and raise
: the alarm—via any of the entrances, and
gently push your way back to the Informer.

You receive the following information:

Memory Log ‘Talal appears to be a leader

of Slavers, and he occupies an area north of
here, near the Barbican. He seems wiser than those
[ve faced befare, however, keeping to the
shadows and having his men pau the Guards to
turmn a blind eue. No matter how clever he thinks
himself, hell meetf the same end as the athers.”

: § Memory Strand 02 \
: Interrogation

and he requires you to INEH'E Listen when you're moving either above

or around Saint Anne’s Church; the

urarur can be heard when you are nearby. Home in
: via these shouts or the Memory Map.

This Investigation takes place right next to the
. entrance gates, just as Malik informed you.

- A clue must be extricated from a lackey of

. Talal’s with the gift of gab. The chatty Despot
is standing at the church entrance, beckoning
. onlookers to join Talal’s workforce. Target him
. and listen: “Talal understands your pain!” he
yells. "What you lack, he will provide! All that

. is asked is an honest day’s work. A small

: sacrifice for great rewards!”

oying or downloading expressly prohibited.



When he finishes his propaganda, he
heads away from the church, toward the
market stall, and turns left, down a tight
alley between a building and the perimeter
wall. This is the perfect opportunity to start
swinging Punches and get the real story: “He
prepares them for the journey!” You threaten
him to reveal more information. “They are
held in his warehouse. And when the time
comes, they are sent to Acre!” You get no
more from him, and automatically Assas-
sinate him. Flee the scene before Guards find
you, or stand your ground and ready yourself

for a fight!

fr‘i‘ﬁl In order to finish this Investigation easily,
s~ and without a time-intensive battle, don't
attack the Nespot until he is out of view of any
Guards. Prior to starting, look for any nearby hiding
places, such as Benches, Hay Stacks (like the one
near the front of the church), and Roof Gardens.

You receive the following information:

Memory Log ‘Talal holds his slaves within a

warehouse, and later sends them to Acre.
Striking while he works within will keep me from
being discovered.”

4 Memory Strand 03 \
Pickpocket

Locate the next citizens in the maze of alleys
to the southwest of the District, relatively
close to the Bureau. The two are merchants,
standing at the intersection of alleys near a
pile of carpets. Listen to them as they speak
about an attempt on Talal’s life. They have a
map showing the location of his henchmen.
“I’ve watched the man,” remarks one.

“Learned everything there is to know about his

operation. It’s all here on a map I've made.”

)

The following information is imparted:

Memory Log

‘Talal inspects
his stock of slaves
daily. This map
clearly shows the
posifion of his
personal Guards.
Such information
will prove
invaluable."

s jpsthesBarbican.

View Attachment:
The following
Aftachment has
become available,
and aids you in
Memory Strand 08 \
Assassination:

LoEalian of GUSMY Posts, Ground ai
Robffop I§uard

business sense; he’s already being bribed by Talal! Wait for the dejected citizen
to part company, and then snatch the information from him.

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.
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“So you
have a piece
of paper,”
says the
other. “It
won’t save
you when
you’re
discovered.

: Won't shield
: you from their swords and arrows.” You must now follow

. the merchant with the purse around his waist. Grab the

- parchment, which gives you additional information on Talal’s
: base of operations.

2, 05\ WALKTHROUGH

Memory Block 3

Talal \ Jerusalem

: € Memory Strand 04 \ Pickpocket

. This is another relatively

- straightforward Pickpocket

. attempt. To enter the large

. courtyard of the Dome of

the Rock, use one of the

. two Scholar quartets you

- summoned to enter this place.
. Once inside, locate the armed
- man and the citizen speaking
: with one another. The citizen

* is attempting to bribe the man
with the sword.

The citizen wants Talal
dead, and he wants the
swordsman to help. “I
know all Talal’s tricks. He’s
a coward, not a fighter!
He’ll run at the first sign of
trouble. Take this map. It’ll
show you where he likes to
hide.” The swordsman isn’t
interested, mainly because
it doesn’t make much
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You gain this additional knowledge.

Memory Log ‘Talalis rumored to
flee from a fight at the first sign of
trouble. This map Ive found details
possible locations in which hell fake
- refuge. This is sure to help if he manages
to slip away from me.

View Attachment: The following
Aftachment has become available, and
aids you in Memory Strand 08 \ Assas-
sination:

The three minutes begin as soon as the
- conversation ends. The route begins with a
: Flag on the low wall behind the Informer, to
the right. Jump on that, run up the stairs to the
: upper alley (as shown), and make a left turn.

Talal's Probable Escape Routes Through

. Leap the metal railing, pull yourself up onto the
stone arch, and Free-step across the rooftop.

. Jump down to a lower roof and a curved path of
Flags (shown) overlooking the church.

. The curve ends at a small, wooden,

stepped platform. Leap onto it and across to

Investigation Type: Number of Flags to Time Limit: 03:00:00 : the overhang (shown), ignoring the Jerusalem
Challenge Collect: 18 - Cross Flag on the pole to your left. Dart

. across the roofs.

The next Investigation
takes place in the
market just to the
north of the Dome

of the Rock. Make
your way through the
dotted market stalls
and around to the
raised area near an
old tree. The Informer
is waiting for you : : R ; -—

ith the following - . - The path curves to the right. Bound across a
hallenge: collect and return 18 Assassin Flags in three minutes. . couple more roofs, collecting the last Flag on a
- slightly lower area overlooking the tree where

; the Informer stands. Jump down to his location
to halt the timer. The impressed Informer

* whispers some interesting revelations.

2280 PRIMA Official Game Guide
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The Informer reveals this necessary infor-
mation:

Memory Log ‘Talal has many loyal

fallowers, all of whom will readily give up their
lives for the man. If they sense their master is in
danger, they're sure fo infervene, giving Talal fime
to escape.”

“* Memory Strand 06 \
Eavesdropping

The last of the initial Investigations requires

a modicum of planning and wariness. The
Eavesdropping takes place inside this church,
located at the north end of the District.
However, the church is guarded by two

Saracens who aren’t about to let you in. If you

draw your weapons to fight, the congregation
inside (including those you wish to listen to)
flees. A more cunning strategy is called for....

‘ . If you cause a ruckus and a
Igauhon fight spills out into the courtyard

around the church, expect a bloodthirsty Templar (who
is waiting in the northeast comer of the graveyard,
east of the church) to join in. This knight is a fearsome
foe, so attack him when you've completed this Memory
Strand, or not at all.

The fifth set of Scholars is your key to
succeeding in this infiltration. Move left, to
the west side of the church, and look down
the alley. Target the Save Citizen, and begin
to systematically tear through the five or six
Guards that try to stop you. When combat is
over, speak with the Scholar to summon his
brothers.

* Return to your

. one-armed colleague
- and impart the

. knowledge you have
. gained. After some
minor insults, Malik

. asks what you have

* learned. You tell him

. Talal traffics in human
> lives, kidnapping

. Jerusalem’s citizens,
- and selling them into
. slavery. His base is a warehouse located inside the Barbican. You also tell him
: when you think it best to Assassinate him. Malik isn’t impressed, but he gives
- you his feather. Take it. “Rest..
. the corner. Do whatever it is you do before a mission. Only make sure you do it
- quietly!”

(1 000TIE  Assassins

Join the
assembling
prayer group and
let them take you
around the front

of the church 2,05\ WALKTHROUGH [
up the steps,
and past the two
. Guards. As soon Memory Block 3
. as you head right, past the first pew, break away from the
- Scholars and sit down on any of the three Benches, looking
. at the pulpit ahead and the two slave traders engaging in a
- hushed argument.
Talal \ Jerusalem
One of the
Slavers is

- speaking about

. how Talal abandoned his group when they came under attack. The only reason
. he survived was that his enemies were felled by Archers. The other trader stops
him; Talal didn’t flee the battle, but defeated the foes from higher ground, and

: by himself. “The man’s a Master Archer,” the other replies. “You’d do well to

- remember that.”

You realize the following once the Investigation is over:

Memory Log ‘Talalis said fo favor the bow. In a fight, he'll seek to put distance
between him and his enemu, frying to kill from afar. [l close the gap between us before
he's even nocked his first arrow.”

: >\ Memory Strand 07 \
. Assassin's Bureau Return

.” Malik says with annoyance. “Prepare. Cry in
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Jerusalem

Memory Log ‘Talal, 3 cunning slave master, has a warehouse

in the northem Barbican filled with human livestock. He inspects
them daily, preparing them for travel knowing exactly where his
Guards are. | need simply to strike during his next inspection.”

Your scheme
to come is as
follows:

X Memory Strand 08 \ Assassination \ Talal

}r‘i The strategies that follow enable you to easily prepare for the infiltration of the
s~ Barbican and the assault on Talal and his men. Try any or all of these plans fo
assure. you complete this task with skill!

Preplanning the Escape Route

01. Summon Scholars: Just
south of the main entrance to
the Barbican is a Scholar being
pushed around by Guards, as
shown previously. He should
be the first to be helped. After
the fight he summons four
Scholars that allow you to pass
without any problems into the
Barbican itself. The route is
shown on the guide map.

02. Gather
Vigilantes: Use your
Memory Map to locate
the three other Save
Citizen Investigations
around and inside
the Barbican. The
one in the northeast
corner (shown) is
interesting, so apply
the subsequent set of
tactics to reach this - —
area. When all areas are bristling with black-robed henchmen, you can use them
to help halt Guards during Talal’s escape.

03. Plan Your
Chase Route: When
the chase begins,
you have little time
to remember the
layout of Jerusalem,
as allowing him to
escape for farther
than 50 meters (164
feet) ahead of you
results in failure. As
Talal takes different
paths each time you chase him, learn where he always goes—like into the Souk
as shown here—and work out an alternate route, such as Free-stepping across
the ceiling beams.

he Assassination Begins

he first part of this assassination requires you to enter the back door to the
ehouse, located on the east side of the building inside the Barbican. There
ber of ways to enter the Barbican:

228 PRIMA Official Game Guide
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:  01. Barbican: Silent Entry: Move to the area
: where you rescued the Scholars and join them
in Blended prayer, walking west then north

. toward the Guard Post, and then through the
Saracens and up the Barbican steps.

02. Barbican: Cunning Entry: Another fine

. tactic is to move to the area where the Scholar
- resides. Instead of utilizing his brethren, climb

: the building behind him, up to the rooftop, and
. turn west (picture 1). Clamber onto the roof of
the next building, and quickly Target the Archer.
. Move up to him, Grab him, and send him
p