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This studyisa hermeneutic content analysis of badtdigital videogameinthiscas¢ aal aa Ay Qa [/ NI
I, andthe written story based onthatgame,a & 8 A Ay Q& / .NBe&nRlyssnisSdgrie fkaina | y O S
the perspective ofisingthese two accountss study material when teaching abdtdly, especially
FlorenceThe study investigatdsow reliable the game and the book are as historical sources, what
differences in ways of portraying hisjobetween the book and the game, and how the game

mechanics affect the portrayal of historjhe findings showhat the game and boo&ften in

themselvesannot be seen aliable sources since the designers and writer have taken some

artistic freedom, maing or adding structures, adding fictional characters, altering historical facts,
focusing on spectacular events and artefacts and neglecting to include facts that are not important

for the story line. The game portrays history differently from the boglb&ing able to show actions

and pictures, and letting the gamer walk around, free to explore the cities and tGwesgame also

gives a somewhat askew portrayal of history by introducing story elements that builds solely on the

3 YSQa Y helkobkyg habedinear andetailed when it comes to describing how the

structure of objects felt likeThe findings are discussed in relation to the possibilities of using games

in the classroom. It is argued that the sdiigtionalised nature of these accountseans that one skill

that must accompany the use of either the game or the novel is the ability to distinguish when the

game is supposed to be documentary and when it is purely fictional. Something that is only obvious
when you already have previous knowtg about the events, places and people represented in the

game and the book.
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Preface

I have always loved both history and computer games. When given the task to produce a paper for

Y& YI aid S NRearniRgSanminiatidnyand Information Technology thoughts soon

GdzNYy SR (2 ¢KIFG L O2dzZ R R2 | NRdnhRistdrysaadEagish Y Q& / NB S
literature at a university level | wanted to combine all of my interaest$ decided to compare the

game with the written story. This is especially interesting because the game came before the book

and not the other way aroundResearch has been done on boadsd their movie counterparts since

the birth of the motion picturebut books based on games are relatively new.

As ateacheto teenagersage 13165 L I f gl @a GNB G2 FAYR gt ea (2 O2
with the area we are studying. | believe that you could learn a great deal of things from computer

games given that they are put in the right context. It is my job as a teacher to guide the students in

the jungle of information that is out there and to teach thevhich sources to trust and which ones

not to trust.
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1 INTRODUCTION

History is not only something we learn from schooling. There is no doubt that fiction is a very
important source for the ways in which we make sensenfl perceive our pagChapman A. ,

2013a) Forprevious generations, books, for instance the classics, were a primary source to knowing
something about the past. Todayhen thinking of Eday andNormandyour thoughts aremore

likely to go to scenes frorBaving pivate Ryarthan to a lesson in schodL.oming generations will

have other points of reference, digital games surely being one of them.

Our knowledge about history can be said, for better or worse, to be mediated by entertainment
products. Clearly, the portrayal of history in these sourcesheilinade with the entertainment value

in focus. The author will make judgments about what to, talid what to leave out based on
narratological principlesh ®S® g KA OK OKI NI Ol S Nardwhich ®tidys WillNO O y ¢
facilitate drama. The dictor will make similajudgmentsabout what to tell but also have visual
aesthetics in mind when portraying her/his version of an historical event. Today, books and movies
are supplemented with new media, digital games. This media has another layeeitier books

nor movies hae, games have game mechanics. rules for how to interact with them. While there

is a long tradition of using both movies and novels in formal educasa®source material, digital
games are just recently finding its waydrtistory classes. There are some special challenges with
digital games though/Vhere movies only needs one television set in order for the whole class to see,
digital games demand one platform per player, and they are utterly time consu(imgeroth J. , in
press) Furthermore, the ways in which games tell history will have to do with their unique



constitution as a media, they contain stories as books and movies, they have visual aesthetics just as
movies and they have rules for game p{ainderoth J. , 2004)

In thisstudy| have compared a game with the written storgded on that game. | have made
hermeneuticcontentanalysiof both the game & a | & & A y(lieEeaftér NRerseR to hsLAC2)nd
thebook! 3al aaAy Qa / BASEPROlveSBowderdvii angfySiSis done from the
perspective of a teacharitically investigatinghe potential of these two accounts of a specific
historical period and plageenaissance ltaly, especially Floreni¢¢hese sorts of games are to be
implemented in classrooms it might be a good idea to first scrutinize how theyagdutstory in
relation to other, more traditional sourceBy doing this comparative analysis | have been able to
look at the mechanics of the game in order to see how the history that is told is affected by this
media specific element of games. | comptre historical accounts in both the novel and the game
with more traditional, scientific sourcesbait renaissance Italy. From this analysis | discuss the pros
and cons of using the book and the game in classroom situations.

In my background studies | wilok at what research sayboutwhat can be learnt from educational
literature, what arguments there are for uginAC2 for educational purposesalysidor historical
video games, videogames as historical form and an example where AC2 has been used in the
classroom.

1.1 Research Question

My overarchingaim with this essay is to find out what gamers affered tolearn aboutthe
renaissance erfrom playing a gameomparedto readinga bookwith the same stonfine to see if
either, or both, othem can be used as teaching aids

In order to answer this | have three research questions:

1. How reliable is the game AC2 and the book ACR as historical sources?

2. What are differences in ways of portraying history between the book ACR and the game
AC2?

3. How does game mechanics in AC2 affect the portrayal of history?

2 BACKGROUND

2.1 Games and education

Gamnes as me@s in educatiorcan be dated back at least as far as the Rorranin fact, their word

for game ludus was also used for schomhd Quintilian, founder of a public Rhetoric school in AD 70,
wrote about the importancef having fun in order to lear(Betrus & Botturi, 2010)n spite of this,
games havaot always been a natural part of tledassroom situation. It has often become a treat, a
way to reward the students, and not seen as a serious method of education. Through pedagogical
methodsdeveloped by educators like Maria Montessori, an Italian educator in the beginning of the
twentieth century,non-digital games havéecome more accepted as pedagogical toolslzA Yy G A f A I Y Q&
notion that learning should be fun is finding its way into the muiums and thus new methods are
being testedDifferent types of gamesard games, board games etcetesigge being used tofor
instance,increase vocabulanand to let studens exploredifferent mathematical problem@etrus &
Botturi, 2010)



The rapid developmenturing the latter half of the twentieth centurgnd into the nextpf

computers has led to an increase of digital garfadsicated and adaptefbr educational purposes.

According to Linderotkin press) educators see how much timgung peoplespendin front of

computers and conses, playing digital games, and watd be able to find pedagogical waijsat are

to be used in the classroortg enthuse studentshe same way digital games dbhis interest has led

G2 Iy AYONBIlI asS Ay -hedX Sdzatf 207 hG2{YOY SINQIAT I Sa UWAyF FU K S
to motivate students to learn moréhis has in its turn led to research on usa§€0OT the

classroom.

2.2 COTS games as learning tools

Sandford(2006)has done a overview of how COTS can be, and ased in the classrooniResearch

done in the UKin 2001 and 2003howthat these games have both strengths amdaknesses when

0SAy3 dzASR AYy F2N¥IFf OdzNNROdz I NJ aSidAy3ad hy 2y S
F2a0SN) Sy3alr3asSySyid FyR Y20GAQ (A2 @06,0 Yurtotithe RSASE 2 L
other the insufficient equipment anche boundaries of time weigh heavily against the use of COTS.
However,a DfES report from 200so showshat most teachers who use these games become

experts at them while playintnem for fun during their own free timé¢Sandford 2006)

Sandford claims that in order to really understand the potential of COTS as learning tools, ways of

how to use them have to be studied in detail, looking at real life examl&sh research has been

done, through theTeaching with Gamgwojedi > ¢ A G K FdzNIKSNJ LR AAGA DS FTAYF
games as simulations and models for exploration and experiment, as texts to respond to through

writing and drama, as challenging activities to promote awareness of thinking techniques and

collaboratio= ' yR Fa (GKS YStkya 2F LINPRdzOAY 3 (BOREPHA NI 24y °
3). Other positive findings are that teachers want to use the expertise the students already have and

thus some students are given the chanse to be more active arttipate more during the lessons

in a way they otherwise are not able to.

The study | present here is focused on a specific COTS game and thus | limit my arguments to one
ALISOATAO ayAOKSE Ay GUKS gK2fS FASER 2F 3AFYSol asSk

| follow in a traditionof research on text aimed for educational purposes. Even though AC2 is not
educational material as such, the idea thatahd the other games in the selfdeick, 2012jNyhart,
2012) can be usedi educational settings makes it relevant to use similar methodologies as when
studying textbooks and what they offer students to learn.

2.3 Research on educational material

There has been a lot of research done on textbooks and educational material,avpisbk search in
the database ERIC will show yMuch of the research focuses on the language in textbooks or how
a certain area, like gender and different ethnic groups, is portrayed in different times and books.
Here followsa record of some researchat come the closedb the study on how reliable digital
games are as resources.

In The Great Depression: A Textbook Case of Problems with American History Téilteroksd
Roseg(1983)look at how textbooks ihistory for junior and senior high school fail to use economic
analysis to explain economic events and thereby causing misguided discussions and giving the wrong
impressions of the causes and consequences



On their research on advantages and disadvantagesing textbooks in higher education Healey

and llbery(1993)list some of the dangers with textbooks. One textbook could mean the exposure to

just one viewpoint. Neither do students gain much experience of seleatidggnthesising material

from different sources. There is also a risk of students reproducing instead of developing their own

perspective and critical approach. The advantages were that students like to have a textbook that

covers the majority of the couesmaterialandit alsomakes then more selfreliant.

Textbooks are products of their time. The reader is affected by the stand point of the author and the

time it is written in. The more freedom the writers haviee more differences can be found

betweendifferent textbooks. The freedom depends on how much the state controls the press and

how strict the curriculum is. Therefor# is very important that the teacher teach the students to
look at texts, even the textbooks, critica{lgack & Wallsby, 2009)

This research is structured around the idea that by closely reading the educational material one can

make statements about what students are offered to learn. My study here echoes this approach,

even though the objects | studye not produced specifically for educational purposes. My approach

also taps into a tradition of studying historical videogames and what they can contribute with

2.4 Analysing Historical Videogames

Accordirg to Chapman, the analysi$ historical videogames is still in an early stage. He advocates

methods that look first and foremost afbrm over conten€Chapman A. , 2012} ought to be more
fruitful and interestingo see in what ways you can engagith the historical form than debating

over how accurateitigs A RS2 3F YS&X dzyt A1S 20KSNJI KAAG2NROFE F2

Historical film has been criticized as a medium to learn about history just like historical games are
today. Bomks have been considered a better source of information than films, even if they too are

based on historical artefacts and are second hand sources. Chapman argues that historical
videogames have to be approached on their aamms, and not be compared witbther forms of

conveying historyA historical videogame can g KS G FSSt ¢ 2F | LISNA2R 2 NJ f

action, andprocesse§Chapman A. , 201Xactorsthat can be hard to mediate in a book.

In short,Chapman wants us to look at what we can learn from history by damtjby experiencing.
| usethis when | analyse what historical facts AC2 can teach studlenatisgh their actions in the
gamecompared to reading ACR. Chapman also argues for videoganhést@ical form.

2.5 Videogames as historical form

It has been debated if videogames can be considered to be history. Chapman, arguing against
DFff2g¢gle&x OflAYa GKFG 3FYSa OFy 0SS KAAG2NE
y I NNJ(Qhapsdeh Q. , forthcoming 2018b) DI f f 2 ¢ | &tReiumONEKE & R¥yped n 2
strategyvideo gameCivilizatioris that the gamer controls the actions. It is oalgorithms.
Chapman, on the other hand, claims that algoritnm OF'y 6S KA &aG2NE | yR

0SS0l d

aKFG |/
empiricall Y I ft @ GA Ot KAAG2NEQ O6F2NIKO2YAY3d HAMOUL D

Chapman hereby establishes tlggmes can show history, and that they give us a way to empirically

explore history.Stuart(2010)and Ricg2013)claim that he game | have chosen to study is
exceptionally well suited for learning about histdry exploring



2.6 Arguments for using AC to learn about history

The game AC has been suggddte offer education unique learning possibilities. For example Stuart

(2010)F NBdzSa GKId Ww3arySa N’ (KS LISNFSOG YSRAdzy F2N
particular has the ability to put the gamershmA 4 G 2 NA OF f OAGASA WgAGK | asSy
FfY2ad dzyAljdzS Ay G(GKS @ARS2 3IryYySa aSOiz2NRe 1S fa
only put the story in an interestingnvironment;AC also gives the gamers insights into the social

economics of the time.

It is believed that AC2 can find its way into history courses, especially if some modifications are
allowed. Ric€2013)cites¢ KS 2 | f f { (ieNdst Sriithe \yemazNdM-détalled the

architecture, the clothes, weapons, urban planning and more are. These details will give the students
a relatively accurate world to explore and learn about.

On the topic of cognition and literaSteinkuehle2008)claimsii K I G W@A RS2 Il YSa I NB
socially and materially distributed cognition, complex problem solving, identity work, individual and

O2ftf 102N GADBS fSIENYAYy3I | ONRP&da YdZHASAS IMYEAR iRNWVCR A
Y S y Ay 3 (Stelnkuéhira2008)This is made possible due to the online groups that evolve

around the games. Therefore videogames offer gamers to engage in discussions, in discourses, that

the American schals fail to offer even though it is on demand from the global market.

These exampleand argumentstogether with an example of how a teacher has used the gainee,
included in mydiscussioron how AC2 can be used

2.7 Using AC2 in history classes

Norwegan history teacher Magnus Henrik Sandberg has used AC2 for students to learn about the
renaissanc€Sandberg, 2012)he students used half a day to pthg game, walking around in

Florenceand to write articles in a Wiki about different aspects of the renaissance, such as

architecture, courtesans dhe medical profession during the efBlhe other half of the day the

students were asked to discuss if games are good tools to learn aboamytasidwhat part can

professional historiasplay in game developmenthey could also form questions to the historians

K2 g2NJ SR 6A0GK !/ nHd ¢KS FSSRolI Ol {FYyRoSNEB 320 7
a0K22t R2Sa y2i KHZ$al2 &S A02NRYHOTX SEBLISINESY OSHQ?>
SLRIjdzS Ay F 3LYS GKIYy Ay | 06221Q®

{FYROSNHEQA W ACELah Be use& ithin a reasonable time by waking the students
interested and thereby motivate them to further explore the era.

3 THEORY AND METHOD

As stated in the previous sections, the study reported here has two historical accounts about
renaissance Florence as its unit of analydiave madea hermeneutic content analysis of the game
AC2 and the book ACR, looking at thetdrical factghey contain. In the game | study the

information in the database as well as the story line and the actions the gamer can pénfoungh

the mechanics of the gamén the book | see what historical facts there are both in the story itself
and additionally offered throughout the boolBy doing this | make an account for what the gamer is
offered to learn about history opposed to the reader. Furthermore | compare these facts with other

10



sources on the subject of the renaissance era to workhowt much of the content is reliabléo see
if the game and/or the book can be used in a history class.

My reason for choosing AC2, and not the first AC game, is that the original game does not contain a
database with information like its sequel, and wabtherefore not make as good a subject to study

lacking the richness in informatioit also happens that Bowden chose to write ACR first. It is not

until his third book inthe series, a8 & 8 a Ay Qa [/ NXB S tRat Boden recBrasNES dtory NHza | R ¢
of Altair, the main character in the first game.

There has been some research done where the accuracy of the historical facts in video games have
been looked at. When looking at the video gaBrethers in Armf&ejack2007)found that the

gamers had no way of knowing if the facts they were presented were accurate or not within the
game. They had to either complete the assignments and thereafter be presented with information
about what theyhad just finished playing, or go outside the game and look up the facts themselves.
There were also the unrealistic possibility of healing the entire squad and regain lost members in
order to make the game more enjoyable. In an overview of Asian gamésreatl world Asian

countries and time periods Snof®010)discusses the historical settings and the actual play
mechanics of the games; looking at the background of the game, storyline, the design of the set and
costunes as well as the music. The conclusion is that the games are very loose when it comes to
historical accuracy.

2 KSyYy t221Ay3 G GKS YSOKLI yA O@oia)sructur &nd dfinitichs. L K| &S
He hasreateda list based on the games AC2 aRdd Dead Redemptipwith thirteen different

markers for game mechaniddis aim is to try to understand what makes people spend so much time

on video games and how the mechanics can be applied to other environnidmsnarkers are;

rewards, character improvement, story line, side quests, Agiaines, igame awards, game

publisher awards related to the game, game publisher awards, console awardsnadahultiplayer

mode, reallife mode and sequeldhe markers thave found in AC2 are more closely described in

chapter 4together with a section on core gameplay

3.1 Theoretical point of departure

In my theoretical point of departure | follow Chapm@®13a) Chapman points ouhat
postmodernisma SS KA &ad2NB a a2YSOiKAy3a (GKIFIG KFra oSSy
regardless of formmake a series of similarch§id ¢ KSy (KSe& OEhagmaNazOG |
2013a, p. 15)They select what to write and what to keeut, they decide what is interesting within

a sertain context. What it all boils down to is that there is a difference in what we mean with the past
and what we mean with histornA postmodern theory on history means that you view history as a
narrative,always told by someone from a specific position.

> O
a Z

K

In this study | follow this line of reasoning by looking at how history is made through the game of
AC2. | show how the creators have chosen what to bring into the story, what to stretch, and what to
keep at in order to make a game that is exciting and playable while still being based on certain facts.

3.2 Hermeneutics

Hermeneutics is the critical analysis of texts. Originally hermeneutics was the study of biblical texts
but in modern days it is used as iaerpretive method in a number of disciplingmeferablyon

literary texts(Klomp Stevens & Stewart, 1996have chosen a hermeneutic standpoint since |

11



cannot theorise about what the gamand reader actually learn, only what they are offered to learn.

This method comes from the area of literature studies and even though it is not a method

constructed for video games it has been used by other game resgarche / | NNJ dzASa A G | &
m-1S0a8 AlG LaaAroftsS (G2 FNIAOdzZ I S GKS R@OBF SNBEY OS
p. 6)when looking at the horresurvival gamdResident Evil.&8he beaks a sequence of the game

downinto lexia and thereby explores the relationshipveen text and playSunnen(2000)makes a

textual analysis oTomb Raider A y KA & Y I & (i Sheede Hasiaxaec@d\afidifféréne vy

methods of studying videogames, all depending on the aim of the researchj\aasdexxamples of

researchers using the methods. For example Provenzo who uses content analysis to give an account

2F K2g 62YSYy INB LRNINI@SR Ay @ARS2 3JlLYSao {dzyyS
nature of the social relations establishedin/ R i KNR dzZ3 K {1 K®mCRaderJ®ingeN I YSQ
2000 p. 31) He treats the game as a text while he looks at what is called the box, the introduction

movie, the training level, and the first two levels of the game.

3.2.1 Doing hermeneutics on games
According toArojanta(2011)doinghermeneutics on games mean that you have to take a special
approachIn my work | follow this suggestion which means thalso take into account the
Interactive nature of the historportrayed in the game through the actions the player can perform.
Games, unlike film or litterature, hag@akttime hermeneutics whee the analysis is done by
performance.This means interpreting the text that unfolds through my gaming action.

However it should also be stressed thatlarge part of thenalysedgame, especially when it comes

to the parts portraying historycan be found in the database and in the cutscenes, thus making these
parts rather easily studied with a classical hermeneutic apgro@cinterpret the parts in order to
understand the whole. i.e | treat these parts as text following GaddKiasella, 2006)

3.3 Collecting data from the game

In order to get access tll the contentofi KS 3IF YSQa RIGFolaS L KFER (G2 LI
the information isrevealed one piece at a time. By doing this | also got to understand the mechanics

of the game and was able to takereen shots andotes aboutwhich information the story line

offered. An alternativethat would have saved me some timgould have been to get access to a

game already played by another gamer and interview that person to get the basics of the mechanics

and the story line but that would be a second hand soukéertensen supports he method of doing

research by playing thgame;\Hnalysinga roleplay game from the position of a spectator permits, at

best, description of the event without understanding it. It becomes very difficult to know what the

LX @ SNDRa R ANRE QPRI A OQ

Not all of the information in the databass about places and people who have actually existed. |
therefore chmse to fows on the information that | can find facts about in other sourédsst with
people who have been seffictionalized in the game series is the base for my research on historical
charactergAssassin's Creed Wiki)

| systematically went through the database and gathered information on thiegagCities and
Towns ThePeople Architecture and Interior &ignand Businesses an@ccupations| intertwined
the information from the database witthosefrom the mechanics and the storylin€he topics are
not taken directly from the database but¢ way | found most reasonable to arrange the datddn
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make it easy for the reader to comprehenbfocus on historical facts in order to explore the
potential of using the game as a pedagogical todearn about the Renaissance

3.4 Collecting data from the book

While reading the novel | underlined all the information that had to do with specific places, people or
other facts that could have historical foundations. | then went through the book again and arranged
the data under the tpics ofThe Core Stoygities and dwns People Architecture andnterior

Design OccupationsFashionand MiscellaneousAs with the game | intertwined the facts with the

data from the storyline of the book.

I tried to follow the topics of the data frotihe game as far as | could blihe Core Storfrashionand
Miscellaneousiad no direct counterparts in the game.

References to the pages in ACR are written out throughout the text in parentheses without any
information about the author. | have chosen to this to ease both the reading of the text and
eventual further research.

3.5 Analysing the data

To establish the accountability of the data in AC2 and ACR | consult litereixiethat in general

are considered to be more historical sources,Renaissance affCALA Group S.p.A., 2010)

Florentine history and architectui@ietoletti, 0.a., 2005)life during the Renaissan¢€ohen &

Cohen, 2001{Burckhardt, 2002)the life of Caterina Sforgdaev, 2011)the TemplargBonnier
Publications International AS, 20181)d the Assassirnitewis, 2003jWasserman, 2001) do not

examine the accountability of all the data since it is not the primary aim of this essay to dissect what
is true and what is not. It woulalsotake a lot of time and many more sources to be sordugh.

The areas | examine are chosen for their magnitude in the story, except for the literature on Caterina
Sforza which | happened to come across in my search for literature on the life in Renaissance Italy
but which proved to be informative on several areas.

3.6 Summary

I make a hermeneutianalysis to see what gamer and readee offered tolearn from the game AC2
and the book ACR he method has been used on other video games by(2@00) who uses the
method to make distinctionsddween game textuality and gansgructure,and Sunnen(2000) who
wants to produce a description of the nature of the social relations establishEdntbRaider 1l

They look at the games as texts to be able to organize and thereby be able to draw conclusions.

Rejack2007)and Snow(2010have done simdr research when it comes tooking at how much of
the game is based on actual facts and what results that may have. | have picked certain facts to look
closer at, focusing on some main characters and life in during the Renaissance in ltaly.

I have first played the whole game and therganized the facts from the story, the mechanics and
the database. With the book | took a similar course; reading and underlining and then organizing the
facts. Finally | compare some of the facts from the game and the book with other sources.
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RESULTS

The following three chapters contain my results. Chapter 4 breaks down the mechanics and frame
a02NE 2F GKS 3ILYS Ay NBf I (A2000)stiudturkahdidéf@ditibbsd® | SNB L
order to create an a@yanized textThe exception is the section aboQibre gameplay The chapter

explains the story line and the main task, the main objectives of the game, it describes the side

quests, the igame awards, it gives a description of the core gameplay, explergame publisher

awards, andt alsodescribesthe addons part in the story.

Chapter 5 is a recollection of the information given in the database, the gameworld and story of AC2.
I here look closer at the informatiahat can be proven to be more ¢ess accurate by comparing

them with other sourcesThe information had been organized into different categories with the
structure of the database as a template.

In chapter 6 | do the same thing as in chapter 5 but here | look at historf ih @S NJshogkg RSy Q
| a4l aaAy0a / NBSR wSylAaalyos

4 RESULTE HISTORY IN RELATION TO MECHANICS AND FRAME STORY

4.1 Story Line and tasks

AC2takes place in Italy during the Renaissarimmn 1476 to 1503The exception to this ide frame
storywhichis about Desmond Nes from the 21 century who relives the genetic memories of

ancestral, renaissance, nobleman Ezidlitore through a machine called Animus 2.0. Ezio, who is
controlled by the playeand is together with his family a character created by Ubjsafes ts father

and brothers hung after they have been betraymda friend of thefamily. Behind the betrayal are

the Templars, also known as the Order of the Knights Templar, a monastic military order. They want

to create the perfect world, where they would v O2 y i NBf 2 @OSNJ 6 KS FTNBSR2Y
FIGKSNI 61 & | YSYo S NthexsworniefeBy of thedlendpkars. ¥ AbaeciddsF S NJ
avenge thaleathsand in the process he becomes a skilled assassin, guided along the way by other
membersofthd a3l Aa3AAy Qa hNRSNE KA &.ThrgugbuStheastbrNBzia o6 SAy 3 2
unfolds the plot behind the betrayal of his family and thereby also the plans of the Templars to gain

more power.The plans include two artefacts, a golden apple and a stedf,are believed to have

exceptional powers and make the person who has both artefacts invincible.

Ezio, and thereby the player, is given different tasks to get to the next part of the story. The story is
divided into 14 sequences, which in their turrdigided into several taskseveral of them being
assassination missionisor each task that is finishelzio receives a sum of mondye amount
depending on the difficulty of the tasknd is given access to the next part of the story

There are no exgrience points in the game to make the character evolve. Instead, the improvement
of the character is interwoven with the plot. Throughout the game Ezio evolve as an assaissiny

new equipment andearning new tricks as part of the tasks in order & ® the next part of the

story.

The tasks in the beginning are there to guide the gamer into the mechanics of the game but as soon

4 KA& FlLYAft@ YSYOSNBR KIF@S 06SSy Kdzy3d (GKS aNBIf ¢
information about thetraitors and one by one assassinate them until he stands in front of the leader

Pope Alexander VI, aka Rodrigo Borgia, aka the Spaniard.
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4.2 Side quests
The &de quests are optional tasks which are not required in order to finish the game.

The game is opeworld which means that the player can move around rather freely on the map.
¢KSNB INB a2FF fAYAGA | NBlFraé oKAOK 9T A2 3AlLAYya
restricted in the beginning as to where he or she can go but it also meanthéhptayer can explore

that part of the city and become comfortable with the mechanics.

Apart from the main story line there are several side tasks that the player can accepgdilieg up
the husbandwho has cheated omis wife or accept a challeng® see who is th@uickestrunner.
There are also contracts on killing people and delivering mességesewards for these tasks are
money within the gaméhat Ezio can use to buy equipment or pay for travels by caravan or ferry

Pigeonsare used to send messages and these can be found in cages on roofs. Ezio can accept
missions from Lorenzo de Medici through these doves and in return he receives money.

TG
i

Figurel Cage with pigeons

oY

@ 0dz2 Ay 3 YI L& the gamér KaB lodatdieasirgé ehdsts Riddenlid various parts of
the cities and towns. The chests contain moaeg can be found on balconies, in gardens, on city
walls etcetera and are not very well hidden

| saN GAEGNANO

Vill du verkligen kpa det hér féremélet?

¢ ACCEPTERA @ TILLBAKA

Figure2 Buying map panting out treasure

On some of the historical buildings there are hiddgyphs These glyphs are part of the frame story
and were put in the memaries by another memory traveller. When found the player is given puzzles
to solve in form of paintingthat either have an apple hidden somewhere, have something in
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common, or are disarranged. For each glyph puzzle solved the player is given a short video clip and
together the clips revedrhe truth showing that the apple Adam and Eve really got their hands on
was one ofthe artefacts that both the Templars and the Assassins are looking for

_(®ORNSYN
ON

Figure3 Glyph on wall

Figure4 He carries it with him. Find his inheritage

4.3 In-game awards

The ingame awards araot necessary for the completion of the stohut help the character
improve his skills and equipment.

Ezio carook for six sealhichtogetherwill unlock the reward of Al A N & S AltdirAislthe S v § @
OKF NI OG SNJ Ay (i KSThésdaN&reé hidtea i toabs af de@diassadsifs &ritl ©an be
rather challenging to get to.
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Figure5 Altair's equipment

In the town of Monteriggioni there are eight statues of roman gods spread thimutghe town.
Whencollected,and put on their pedestal in the garden of the Villaditore, Ezio finds money
hidden in the pedestal.

g ( \
N

d ) N/ ‘
STATYETTER

Statyetterna forestéller romerska gudar. Leta upp dem i

Monteriggioni och placera dem pa piedestalerna runt om i

Auditorevillan fér att hitta en skatt som Ezios farfars far
gomt. AV
+) SKROLLA @ TILLBAKA

Figure6 Roman statues

Figure7 Statues revealing treasure
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Collecting feathers and buyigmour,weapons and paintings increases the value of the town of
Monteriggioni, as does refrdng buildings and opening up certain facilities of the town. In return the
player can collect money from a box in the ViBaying armour and weapons increases the iy
protection against attacks and enhances his damage to his enefifiese improvements make the
completion of the tasks easier.

./O SUMMERING
—< BUTIKER
__o RENOVERINGAR - : g |
_— INSAMLINGAR MONTERIGGIONIS VARDE KISTINKOMST
_—% UTRUSTNING
@ KISTA BUTIKER 26000 2600 / 20 min
RENOVERINGAR 31000 3100f / 20 min
INSAMLINGAR 249 24f / 20 min
UTRUSTNING 1725 172f / 20 min
TOTALT 58974 5896f / 20 min
FULLBORDANDE 39 %
@ REGISTER T
3/

Figure8 Improving the value of Monteriggioni

4.4 Core gameplay

The game is played from a thirgqzon view, i.e. the player sees the back of the protagonist moving

in the world. The game is in the so called sandbox genre, meaning that the player is free to explore a
somewhat open game world. In this world the player can walk to specific nodes thatay

missions i.e. makes the main plot continue. Basically the player is doing things, traversing,
stealthing/hiding and fighting.

4.4.1 Traversing

One core game mechanic in AC2 is to move from place to place, this is donégitvedking,

running, cdimbing,jumping,steering a gondola or riding a horse. There is also the possibility to go by
ferry or a caravan, but the gamer does not control them. Here @aliility to climb over roibops

stands out as a basic perty of the game. The player cait SSNJ 91 A 2 ondl de¥i@e @B Sy
means of transportation to use but some missions demand quick actions and forces the player to
run, climb, jump or ride within a certain given time and/or route. There is also the challenge to avoid
being noticed by gards, forcing the player to take another route and/or travel by stealth. Sometimes
traversing in the game world is in the form of a chase, either Ezio chasing somebody or being chased
himself. The chase ends when Ezio either captures or looses the esoapdeen heis captured by

or looses his antagonists.
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The climbing on buildings and running on the roof tops gets harder the further the gamer comes into
the game. It shows that it was not the normal way to get around. The only other characters that
move apund the same ways are thieves, people running from Ezio, and guards.

4.4.2 Stealthing/Hiding

Unlike what many thought about the game upon release, AC2 is not much about sneaking even
though there is some gameplay that is about avoiding detection and lignu.Stealth is

accomplished by blending in witither a crowdof random people or hired courtesaniis used to

avoid detection by guards in order to be able to sneak up on a victigetaxccess to an artefact
necessary for finishing the task. Otheays to avoid detection is to sit down on a bench, jump into a
bale of hay or hide in a small hut on the roof tops and wait for guards to pass by. Hiding in bales of
hay and small huts can also make the guards loose you in a chase, as will hidingatethender a
bridge.

4.4.3 Fighting

Eziois a well adapted fighter that can take out a dozen of enemies in one fight. Fighting in AC2 is very
much about timing attacks. While some mindless button mashing leads to long grinds of taking out
the enemiedhit points, properly executed moves can take out an enemy with one attack. In general
fighting happens when Ezio is caught. Even though many enemies attack they tend to take turns,
making it possible for the player to survive.

Ezio, and thereby the playerdms how to execute the different techniques throughout the game.
At his disposal he has different types of weapons; fists, metal cestus, hidden blade, hidden gun,
poison blade, swords and maces, heavy weapons, spears and halberds, short blade, throxegg kn
smoke bombs and improvised weapons such as hoes, rakes, brooms etcetera.

4.4 Game publisher awards

Game publisher awards are y | 0 A &, pomi$ @ceived WhierScertain tasks have been finished
inthe game. The points can be used to receive popgnt, or to get access to a maze beneath the
Villa in the game. They could also be used torheychandise outside the game, suchl#sisoft
relatedwallpaper for the monitor, or equipment and rewards for other Ubigiefmes.

4.5 Add-ons

In the original game there are only 12 sequences. Two additional sequences could be bought and
added to thegame;these take place before the twelfth sequence and thasome number 12 and

13, to make the experience longer. They are not indispensabldééostoryline but in later versions

of the game they are included from the beginning and therefor unavoidalble story in the adan,
however, is a part of what really happened in Florence at this point in history and subsequently gives
the player anothetessonin history.

4.6 Summary

The mechanics of the game are important for the storyline. They guide the player in the beginning of
the game andhelp Ezio to get to the next part of the stonhelside quests and igame rewards

enhance thepossibilitiesto improve the characteand his equipmenélong the wayas do thegame
publisher awardsThe later onegive the player extradnuses for playing the gamtihe more you

play the more youeceive. The addn is a way to elongate the playing experience emgain more
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information about what happenedeen as historical accounts however, my analysis point out that
entertainment value here has overridden any attempts to be historical correct.

As shown later, the story about the Templars and the Assassirexaggerated to create an
interesting game. It is also very similar to other conspiracy theories in popular culture, such as the
fiction of Dan BrownThe storyline, together with tasks and mechanics, show a violent era where
murderers can be hired just aasily as buying a loaf of bredeople are often out for revenge and
want a person either killed or beaten upreasure chests can be found basically anywhere, there are
even maps that can be bought to show their location. Pigeons come with messadji@sds the
receiver wherever he may be, atitey never end up in the wrong hands.

The town of Monteriggioni show how parts of the economy worked during the renaissance. The
value, and appeal, of a town increases with the number of paintings owned, howweaagonry

and armoury the protector of the town owns, and what kind of establishments there are access to,
and what condition they are in.

In conclusion, the mechanics and the story line is a mix of fawd exaggerations to create an
interesting and exting game that should not be too difficult to finish.

5 RESULTS HISTORY IN THEDATABES, GAMEWORLD AND STORY OF
1 331 33).83 #2%%$ ))

When the player encounters a famous landmark or person of interest these are added to the
database which could b&ccessed at any given time. The database can give additional information
about the actual historical buildings ancbeople.The facts are, however, meant for the character
Desmond and all of it is naistorically correctThe information is not requireih order to finish the
game but could give helpful hints to the player.

5.1 Cities and towns

The @me plot takes you to the citstatesof Florerce, Forli, San Gimignano andniée. Thewalled
town of Monteriggionj in the Tuscany arealso has a centfgart in the storyThe final scenes take
place in Rome but there is no option of exploring the city.

5.1. 1Florence

The first city the gamer encounters is Florence. It is a large, inland, city with many grand and
beautiful buildingsA river runs throuf the city, and there is eity wall around it with several
guarded gates.
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Figure9 Florence with six city gates and Leonardo da Vinci's studio

There are a lot of different kinds of people moving around, such as guards, sgidi@pte carrying
crates, priests/monks;ourtesans and rich men and womérhere are, however, no children and no
animals.In the outslirts of the city there ardewer buildings small sheds, trees, green meadows or
pens,and less people moving around than in the more central pdtss ighe area of the more
common people.

Figure10 Outskirts of Florence
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Figurell People in the outskirts of city.

Figurel2 People in the center of the city
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