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THE STORY

Meanwhile at AbstergoLƴŘǳǎǘǊƛŜǎΧ

The struggleagainstthe Assassinshas reachednew heights. We, as
Templars, cannot afford to have them ruin our plans. As one of our
most promising recruits, you will help us improve our skills for the
battlesaheadandyou will be trained to evolveasone of the deadliest
figuresof the ItalianRenaissanceera.

Multiple Animi have been created* to serveas a training ground for
our best Templars. We will usethe techniquesof our enemiesagainst
them and capitalizeon the άōƭŜŜŘƛƴƎŜŦŦŜŎǘέ. Oncepluggedin to an
Animus, all previously recorded Assassinskills are downloaded into
your memory and you will then be sent into reconstructedtraining
areasto fine-tune yournewfoundtalents.

(*Asseen!ǎǎŀǎǎƛƴΩǎCreed2)
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THE CONTROLS

Open Roster: Select
In-game Menu: Start
Move character: LS
Look around: RS
Use Ability 1: L2
Use Ability 2: R2
Focus your attention and lock on to a 
selected character: L1
Activate precise aiming (release to lock 
character): Hold L1
Switch to high profile: Hold R1
Gentle Push (low profile), shove (high 
profile): Circle
Stun your pursuer: Circle
Fast walk (low profile), Climb / Jump / 
Sprint (high profile): Cross
Assassinate: Square
Switch Target (multi-targets based 
mode): D-pad Left & D-pad Right
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THE HUD

PLAYER LIST
Displayed for few seconds

t[!¸9wΩ{ LbCh{
Current scoring position 

Number of pursuers

Pursuit status bar

REMAINING TIME
Session or Round

SESSION EVENTS
Player X killed player Y

Session bonuses received

New or leaving players

ABILITIES/PERKS/BONUSES
SLOT1 Ability (L2)

SLOT2 ability (R2)

Selected Perks

Active streak bonus

COMPASS
Direction and distance with target

Target elevation (Up/Down)

Revealed pursuer positions (red)

Secondary target directions

IN-GAME TIPS
Contextual tips

Tutorial info

TARGET INFO
Name , position and skin

Threat meter status

bǳƳōŜǊ ƻŦ ǘŀǊƎŜǘΩǎ ǇǳǊǎǳŜǊǎ

Chasing target status bar

MESSAGES
Pursuer messages

Target messages

Warning messages

PLAYER FEEDBACKS

TARGETFEEDBACKS

SESSION FEEDBACKS

SCORE

Points earned

SPECIAL ACHIEVEMENTS
Level up

Challenges completion
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GAME MECHANICS (1/2)

Locate your target using the Compass:
ÁThe angle indicates direction
ÁThe width indicates proximity
ÁThe compass glows when your target is in sight
ÁThe compass becomes full when you are close to 
your target.

When within weapon range press the Assassinate 
button to execute your target.

YOU ARE BOTH A PURSUER AND A TARGET
AS PURSUER£

AS TARGET£
The number of your pursuers is constantly updated on your HUD. 
You can hide in bales and bushes, blend with groups, or sit on 
benches to avoid being spotted.

You can Stun any of your pursuers with the Stun button but you 
must first get close to them without their knowledge.

If a pursuer executes high-profile actions (i.e. running) while in 
sight of his target, the threat meter will diminish. Once the threat 
meter is empty, your target is warned and an open conflict is 
triggered (see the following slide).
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GAME MECHANICS (2/2)

THE CHASE

Lƴ hǇŜƴ /ƻƴŦƭƛŎǘΣ ȅƻǳǊ ǇǳǊǎǳŜǊΩǎ Ǉƻǎƛǘƛƻƴ ŀǇǇŜŀǊǎ ŀǎ ŀ ǊŜŘ ŀǊǊƻǿ 
around the compass. A chase meter appears on the left side of 
the HUD. You escape your pursuer when the chase meter is 
empty:

ÁFirst, get out of sight using narrow streets or rooftops (Red)
ÁOnce out of sight, the chase meter decreases slowly (Yellow)
ÁHide or Blend in groups to accelerate the rate at which the 
chase meter decreases (Blue state)

CHASING YOUR TARGET£

BEING CHASED£

When you are the pursuer, the chase meter appears on the 
right part of the HUD.

Keep track of your target by keeping him or her in-sight as 
often as possible.  Kill your target before the chase meter 
becomes empty.

If your target escapes, you lose your contract assignment 
and the targeted player receives Escape points.



8

SCORING SYSTEM 

You score points by achieving the following game actions:

ÁKilling targets (Quality kills will earn you a score bonus)
ÁEscaping pursuers
ÁStunning pursuers
ÁPerforming cooperative actions
ÁPerforming chains of actions
Á5ƻƛƴƎ ǎŜǎǎƛƻƴ ŀŎǘƛƻƴǎ όCƛǊǎǘ ǘƻ Yƛƭƭ ŀ ǘŀǊƎŜǘΧύ

SESSION SCORES

HOW TO SCORE

At the end of the game session, the player can review and 
compare the details of all accumulated points.

The player scores in red are lower than the currently 
selected player. Those in green represent higher scores.

See the bonus description menu to get information on all 
score bonuses.
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GAME OPTIONS

From the main menu and during gameplay(with the Menu 
button), you can change the following general audio/visual 
parameters:

ÁThe sound volume (sound effects, voices and music)
ÁThe screen brightness
ÁThe display of blood in animations (ON/OFF)

GENERAL OPTIONS

Along with the general audio/visual parameters, you can 
change the following game controls:

ÁInvert the camera axis movement (X & Y axis)
ÁSet the camera rotation sensitivity (X &Y axis)
ÁSpecify if camera is controlled manually (ON/OFF)
ÁView the controller mapping

CONTROLS OPTIONS
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THE CHARACTERS

üYou can choose one of 9 available characters

üThey each have unique and deadly weapons

üThey share the same overall behavior, but have 
personalized animations

üThey all have unique kill signatures moves

üYou can personalize their skills (Profile sets)

CHARACTER SELECTION
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THE CHARACTERS

Hidden Blade Razor Syringe Holy Blade Fan blades Claw Hidden BladeCompass Axe

THE PROWLERTHE BARBER THE DOCTOR THE PRIEST THE COURTISEANTHE NOBLE THE SMUGGLER*THE ENGINEER THE EXECUTIONER

*This characterbecomesavailableas you levelup
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THE MAPS (1/3)

This map is located in the neighborhoods of the 
Pantheon.

Its large streets and crowed market place are an ideal 
environment for hide and seek gameplay.

Numerous roof tops also offer multiple alternative 
paths to navigate quickly but are exposed from one 
side of the map to the other.

ROME
































