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Mission Overview

The mission “The Grail” is designed for a possible mission in Assassin’s Creed set during the Third Crusade in the late 12th century. This mission would occur just before the Assassination at Arsuf mission.
Mission Objectives

- Meet the ‘Keepers’ in Acre through Israr the Merchant, without being seen
- Accept their mission and find Robert in a small town outside of Arsuf

- Sneak your way past the guards (or disable them) without alerting the compound
- Observe Robert’s movements and poison his goblet when he leaves the room

- Return to Acre and talk to the ‘Keepers’                               

Story Premise

Robert de Sable escaped your assassination at Jerusalem, but you have word that he is resting in a small town about half way between Acre and the impending Battle of Arsuf. The player will arrive in Acre and contact a merchant, aligned with The Keepers. He will tell the player of an area where two of the Keepers are located. However, the area is guarded heavily by Richard’s men. The player must make his way to the rendezvous point without being seen.

The player will sneak his way to a guarded marketplace. There, the player must use his skills to get near his contacts. Once the player meets the Keepers, he is told of an assassination he must perform in order to receive the Grail. Robert de Sable is at a nearby barracks outside of Arsuf. The Keepers give you a poison that is odourless, tasteless, and dissolves in liquid. They give you a small flask and ask you to pour a small amount into Sable’s goblet. It should kill him within a few days.

Once the player has finished the task, he returns back to the Keepers. Just as the transaction takes place, Richard’s men spot you, and you are forced to make a hasty retreat back to Masyaf. Once there, the player will take the Grail to his Master.
Characters
The Keepers
You’ve heard rumblings of a secret organization that protects relics within Christian lore, but much like your own Brotherhood, is shrouded in secrecy. You know nothing about them, however if your Master requires you to assist them, their reasons must be genuine. The two representatives of the Keepers should be wearing dark brown cloaks with a small cross on the left side of their chest – right over their heart. They are very careful with their words and steps, a sign they are both mentally and physically capable to deal with almost any threat.
Israr the Merchant
For an organization like the Keepers, having trustworthy contacts in every major trading point is essential, Israr is that man. He is well-known in Acre, yet his personal contacts are not public knowledge. He made his humble beginnings in the poor district and eventually made enough money to buy his own ship and begin trading and transporting goods. The Templar’s have been suspicious of him ever since they took over Acre, so his operations have stalled.
Map Overview
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This is a top down view of the small town where the mission takes place. As you can see, there are many possible routes around the map, with guards posted on top of buildings and on the ground. One of the main objectives of ‘The Grail’ is to not alert the compound to your presence. The map and enemy placement is designed to allow players to approach the objective from two main ways, the ground or on top of the buildings. Each way has its advantages and disadvantages.
The routes on the ground are more direct, but you have the increased chance of alerting Robert de Sable from his quarters. The routes above ground take much more time, and have more guards, but you can take them out much easier and with less chance of alerting the compound.
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This mission is designed for a 5 – 10 minute experience.









08





“The Grail”


Mission Design Document


By: Kyle Jensen











Kyle Jensen | www.kylejensen.net


