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Acre Flag Locations

1. In a small alley. You can see the entrance to your 
right as you enter the city from the gate in the north-
west of the district.

2. Look for a building with a room on the second story 
you can enter because of a broken wall.

3. In a corner to the right of the nearby gate as you 
exit the city.

4. On the roof of a broken shell of a house.

5. On the roof of the main fortress in the northern  
section of the district. 

6. On a wooden platform high up the city wall.
7. On a fountain in a nice little clearing.

8. On a low wooden roof with a ladder leading up from 
the street. The base of the ladder is near a woman be-
ing harassed by guards.

9. On the ground in an open area to the southwest of 
an obelisk in a clearing.

10. On a slightly lower flat section of roof with several 
guards on the nearby roofs. 

11.On a wooden platform attached to the city wall. 
Climb a nearby burnt building and grab the wall’s ledge 
to get to the flag.

12. On the second-story porch of a tall building with a 
small dome on top.

13. Climb over the stone wall of the walled building in 
the northeast section of the district to avoid the guards, 
and look left of the front of the building to find the flag.

14. Hidden in a bush growing next to a pile of boxes 
on the ground next to the city’s west wall.

15. On the spine of a church with a golden dome on 
the roof.

16. In a bush at the end of a long alley with two palm 
trees at the entrance.

17. In a small alley on the ground, next to a dead dude.

18. In a burned-out building.

19. Under a wooden platform at ground level, behind 
a ladder.

20. On the top of the archway above the path.

21. On the ground a short distance from the main road.

22. On the burned-out second-story of a building near 
the open area behind the church.

23. On the ledge behind the large window on the out-
side of the back of the church.

24. Inside a burned-out building at ground level.

25. On top of a very tall building near a roof garden.

26. On the roof, behind a roof garden. 
 
 

27. On top of a pillar in the center of a staircase in 
front of the large building with walls and guards pro-
tecting it. 

28. On the southern tower of the large walled building 
in the northeast. 

29. On the east wall of town. Look left of the gate as 
you exit the city.

30. Hidden in the corner of a rooftop.

31. On an archway across the path. The arch is at-
tached to the wall around the port.

32. Behind the gold dome of the church in the east 
end of the district.
 
33. Around the back of the base of the huge stone 
tower at the corner of the city wall.

34. On the remains of the roof of a burnt building next 
to the west wall.

35. Between the southwest corner of a stone tower 
and a burnt shell of a smoldering building.

36. On the roof of the first story of a cluster of build-
ings. Near two roof gardens.

37. On top of a wooden roof on a tall building.

38. On a wooden platform inside of the long covered 
hall with guards posted at each entrance. Drop down 
from a hole in the roof for easy access to the flag.
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39. Down a small path near the covered market.

40. In a burnt out room of the second-story of a stone 
building.

41. Inside the broken dome on top of a building.

42. In a corner near a well, to the right as you go 
through the gate to the middle district.

43. On a wooden platform over the road.

44. On a wooden outcropping over the road.

45. Above two cells in a section of the port wall.

46. Sitting on a wooden ledge on the outside of the 
eastern wall of the city.
 
47. On the second-story roof of a building with a trian-
gular roof near a haystack.

48. On a wooden beam going across an intersection 
of roads.

49. In the burnt out second-story of a house. Three 
walls of the room are still standing.

50. In the corner of a small alley.

51. On top of a single-story condemned building 
across the road from a merchant stall.

52. On a lower section of roof on the large building 
with a triangular tiled roof.

53. On a wooden platform over the city street.

54. In a small alley one the ground. Look for the en-
trance to the alley near the exit to the middle district.

55. On a roof with a chimney, north of the assassin’s 
bureau.

56. On a small wooden outcropping, facing the street 
and high up on some buildings.

57. On the ground, in a small alley north of a tall tower 
in the southwest of the district.

58. Above the road on a wooden platform.

59. On a triangular wooden roof spanning the gap 
between the wall around the port and some buildings 
north of it.
 
60. In a small balcony high on a building and facing 
the cliff. Look for a roof garden nearby.

61. On a wooden ledge above the road. The flag is 
directly over a bench.

62. On the roof, next to a stone cube.

63. Hidden in a corner around the corner from a stair-
way and near a chicken coop.

64. On a small overhang above the path in a  
skinny alley.

65. On a rooftop, near a small dome.

66. In a corner of an intersection in the near an en-
trance to the poor district.
 

67. Next to a fountain in a courtyard with a well.

68. On a fountain in an intersection of roads.

69. On a roof, near a roof garden and behind  
a small dome.

70. On a roof between two taller roofs and  
above a door.

71. On the top of a roof of the last building on the left as 
you enter the rich district through the southwest gate.

72. On a wooden beam above the bath with boxes 
and baskets on the ground below.

73. In a small alley behind a well.

74. On the roof above a carpet vendor, near a  
small dome.

75. On a wide wooden platform two stories above  
the road.

76. On the roof of a building built at the edge of the 
cliff on the south end of the district.

77. On top of the tower at the southern end of the wall 
around the port.

78. Sitting on a wooden overhang over the cliff on the 
outside of the city wall.

79. On the north side of a very tall building.
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80. On a ledge near a group listening to a preacher 
outside of the cathedral. There’s a wooden structure 
for drying out food underneath the ledge.

81. On the roof near a small dome. The roof has two 
roof gardens on the roofs next to it.

82. On a wooden overhang obscured by two palm 
trees.

83. On a tiled roof, near a roof garden.

84. On a ledge attached to a building facing the east 
end of the cathedral.

85. On the ground, in the open, at an intersection of 
alleys.

86. On the ground, inside the large walled courtyard. 
Look in the hallway immediately left of the entrance.

87. In a corner between a building and the cliff.
88. On a triangular roof to the southwest of the cathe-
dral.

89. On the southern tip of the first level of the rounded 
western end of the cathedral.

90. High up on the cathedral’s spire still under con-
struction.

91. Sitting on the spine of the cathedral’s roof.

92. On a roof looking out to sea. Look near a stone 
cube with a pyramid shaped tiled roof nearby.

93. On the spine of a tiled roof next to the cliff.

94. On a wooden ledge on the outside of the city wall.

95. On the second story between a taller building and 
a high wall. The flag is right next to the top of a palm 
tree.

96. High up the tower in the southernmost tip of the 
district.

97. On a wooden ledge high up the wall to the right of 
the gate to the main castle in the southern end of the 
district.

98. On a wooden ledge high up the wall to the left of 
the gate to the main castle.

99. On a delightful shore side stroll behind some buildings.

100. On a tall triangular section of rooftop. The build-
ing is on a corner and across the street from the build-
ings built closest to the cliff.

Acre Templar Locations

Poor District

A. Towards the south end of the building, west side 
ground level on the inside is the Templar. (If you come 
from the south rooftop or ground, he will probably see 
you and engage you before you see him). 

If you stay on the roof and come from the north, you 
can drop down in his blind spot from a (door size) 
break in the second floor wall behind him. 

B. As there’s no discernable difference between a 
house, a church/mosque/temple or a fountain on the 
map, when you look at the map of the Poor District, at 
the far northeast corner of this area, you’ll see what 
looks like a big flat building. (It’s the next level higher, 
north, of the mission where you had to get twenty flags 
for a piece of information from an assassin brother who 
treats you like a jerk). The area has green grass grow-
ing all over. There are three fountains, and a long shallow 
pool in the middle. Go to the northern wall and follow it 
west. Two stories below, on the ground, is the Templar.

If you followed the north wall of Acre west, you will be 
able to drop down to the corner to a huge open area 
behind him and take him out. 
TIP: Don’t climb the chest he’s standing in front of as 
Altair cannot perform a low-profile assassination from 
a slightly higher area behind his target. You have to 
come around from either side of his chest for the as-
sassination. 

C. When you go looking for this Templar, stay to the 
rooftops. You should see him when you get close to 
where you cross from the Poor District to the Middle 
District. If it’s your first time in Acre then you’ll be right 
next to the blue “Error - Subject cannot access memo-
ry at this time” barrier. He’s towards the north corner.

Climb down, to take him out. If you don’t have Catch 
Ledge” ability (which is given at the beginning of 
Memory Block 4) do your best to position yourself 
behind him from above, then lock-on to him and let go 
quickly mashing your Attack/Assassinate button over 
and over again all the way down and when Altair hits 
the ground (though you’ll take some damage) you’ll 
drop your target. 
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D. Again, as with most of the Templars in this area, 
sticking to the rooftops is the best way to take him out. 
This Templar has his back to the wall of the building, 
which goes along the border of the Poor and Middle 
District. He’s facing north, toward the building that’s 
right across from him.

If you’re coming from the north, the best way to get 
behind him is to circle the rooftops until you get behind 
him - if you’re crossing rooftops, don’t get too close to 
this area or too close to the edge of the building or he’ll 
see you. Get behind him; however, don’t get directly 
behind him and don’t use the wooden beam that spans 
the north and south buildings that he stands between. 
Get on the east side of the beam, lock-on, select your 
hidden blade and your “Attack” button should now say 
“Assassinate.” Hit the button and drop him.
 

Rich District

E. At the far west end of Acre, there is a large archway 
that leads between the Poor and Rich districts which 
has a View Point tower on top. Go as far west (which 
isn’t far) from the View Point tower while staying on the 
rooftops; be careful not to run right off the roof to Al-
tair’s death. The Templar is on the ground on the west 
side of this building below the lower of the two over-
hangs on the west side of the building. He’s standing 
at the south corner of the building facing southwest.

This Templar has a large blind spot behind him. Just 
drop down the two overhangs being careful not to 
fall to Altair’s death or out into the open blowing your 
cover. When you drop down from the north side of the 
lowest overhang stay close to the building and drop the 
Templar. 

F. This Templar is in a pretty open area, which is only 
accessible from the north if traveling on the ground. He 
stands on the ground between four palm trees, to the 
southwest of a small decorative pool of water.

Compared to all the other Templars that you will be 
hunting down, this one might as well be standing in an 
open field with is helmet on backwards. He has a huge 
blind spot (which is an understatement). Stay to the 
rooftops and climb down the ladder behind him (south-
west from him) and walk the several feet from the wall 
to his back to shank him for his stupidity. There’s only 
one down side to this guy (and it’s relatively small) 
there are two crazies/drunks that wander behind him 
and go off to either side. Time it right and drop him 
making sure not to cause any disturbance to alert him 
to your presence. 
 
G. Of the two highest points on the huge church in the 
Rich District of Acre, there is one that’s still intact and 
is a View Point. The other is pretty much destroyed 
and has the Templar inside the ruined top. He’s facing 
east and is fairly easy to take out.
You need to take out the archers in this area other-
wise one of them will keep telling you to leave until he 
makes the “alarm” go off, calling the Templar down 
from the where he stands, completely blowing a stealth 
kill. Your best bet is to climb up the south side of the 
church and engage (or stealth kill) the two archers 
towards the west end. Do the same thing to the ar-
chers patrolling the top of the north side of the church; 
however, you may need to use throwing knives and 
some cover from parts of the church to take them out 
individually without the other becoming alarmed to your 
presence and possibly getting the Templar involved. 
You may also need to take out the archers patrolling 
the west side of the church as they’ll keep telling you 

to leave until they can’t see you or they die, and if they 
see you throw a knife at either of other guards they will 
instantly go into attack mode. Once all the guards are 
taken out, the Templar becomes easy prey. Go east, 
on the north side of the building towards the broken 
tower climb up onto the ledge (that was pretty much 
just for keeping the archers from falling off) and climb 
up the back (west) side of the broken tower. Since part 
of the wall of the tower is still in place, just keep going 
north while hanging on until you can pull yourself up 
without the broken wall getting in the way but don’t go 
around the corner before you get up there. Pull your-
self up and walk to him staying in his blind spot (easi-
est if you hug the broken wall), and drop him.

Middle District

H. On the ground, directly southeast of the nearest 
View Point Tower, is this Templar. If you look at your 
map you’ll see a string of buildings that sort of re-
sembles a backwards check-mark. The Templar is in 
inside ‘elbow’ section (of the check-mark), facing east. 
The alleyway should be fairly empty except for a crazy 
or two. He’s pretty easy. Just hug the wall to his back 
(south) as you approach from the View Point tower 
(northwest) and drop him. The only thing you might 
have to worry about is the crazy that wanders this area 
and the ladder. Note: If you’re hugging the wall you 
might accidentally start climbing it. This is ok, just an-
noying. Go back down and keep on going  
toward the Templar. 

I. Go out to the docks and follow the city wall east/
northeast until you come to the last pier that juts out 
into the water. North of where the pier starts, you’ll see 
a wooden structure that has a roof but no walls. North 
of that wooden structure is the Templar, on the ground, 
standing in a corner facing south.
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This guy has the ground pretty well covered. If you try 
walking up to him he’ll see you. Get on the wooden 
structure; you’ll have to jump on it from the northwest 
because if you try and run up any one of the wooden 
legs for the structure he’ll see you. Go to the north-
west, to a higher level ground where there’s a cart 
of hay and a small building with a ladder (northeast) 
that’s built right up against the city wall. Climb the 
building and jump onto the roof of the wooden struc-
ture; he won’t see you unless you fall to the ground. 
Line Altair up so the Templar is directly north of him, 
and you should be standing in about the center of the 
raised part of the roof (not counting the flat part). Aim 
yourself for the small space behind him (for the corner 
of the stone wall between the Templar and the tree to 
the Templar’s back left - east of the Templar). Make a 
running jump for it and keep pressing forward so that 
when you hit the wall, you’ll drop and roll towards the 
wall instead of hitting the Templar. If anyone is in this 
immediate area, they’ll gasp at seeing you fall like that, 
but he will be completely oblivious. Now for the easy 
part: turn around and drop him. 

J. Go to the most southern entrance/exit to the docks. 
Make sure you’re inside the city itself and put the 
archway to the docks to Altair’s back (east). Look for a 
set of stairs to the south and go up them, making sure 
you hug the part closest to the docks (east) to make 
sure he doesn’t see you. Once you reach the top of the 
steps, look towards the west and you’ll see him facing 
the city (north) with his back towards the sea.

Go to the east side of the bench (with the people fac-
ing the steps you walked up) and climb the wall that 
runs behind them and the Templar. Even though it may 
seem like the Templar will see you, you can actually 
walk the wall until you’re behind him. Now just drop 

down from the wall on either side of his chest that he’s 
standing in front of and take him out.

 


