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' Usually allows to find some Equipment.
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_m_ Often hides some Equipement, sometimes
—I!= even aweapon.

+ Each Assassin gets back the indicated number of (). .

reward.
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Steps of a Journey
1. Spend 1 (Jor discard 1 Clue card.
2. Trace a line to the next Location.
3. Place the sticker on this Location.
4. Play the effect of this Location.
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Y Craft rare weapons from Blueprints.
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du\ Journey (0) to an activated Observation Point.

Memory or Mystery Location. High risk, high
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ASSASSIN'S
—CREED
ROTHERHOOD OF VENICE
APOCALYPSE
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’ *: If you have 1+ O left at glg;;f‘éédiof an Ex;;loration Phase, take small card #24.
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