The Bibliophile
by Marshal Tenner Winter

Walkthrough

Chapter One: Higgins Rare & Esoteric Books
The story begins with the player, Troy Albert Higgins, meandering his bookstore on an early Monday morning. 

-Try out the think command.  It will reveal clues and hints throughout the game.

-When your cat is in the same location as you, you can name cat  it whatever name you prefer.

-To get the story really started: Go South to the Front of Store.
-Then, when you attempt to Go North, you will have visitors come through your store's front door.  They are Federal agents.

-They explain that three priceless Italian operetta scores have been stolen in Europe and many American bookstores are being questioned on if anyone has tried to fence them here in the States.

-Go North (to Among the Books)

-Go Up (to Upstairs Office)

-You're here to check your crappy laptop to see if you happen to have that operetta score somewhere in your store.

-Think to remember your laptop's password then type kublakahn.
-Sit and Open Laptop.

-Type massa to get information on the score.

-Take the satchel while you are here.  You're going to need it.

-Return to Front of Store and Tell Short (or Long) about Massa.  This explains to the agents that you don't have it, but if it should turn up, you will contact them.

-Now Go North to Among the Books and Go North again to Back of Store.

-Go Down to Lower Room.

-Search Unsorted Books to find a hitherto-unknown fourth copy of the libretto.  This one came from your friend Doctor Coffey from the Peabody Institute.

-Examine Massa to be sure of what you have.  The game then tells you it's time to move on to Chapter Two by leaving your store and visiting your friend Doctor Coffey.

-Return to Front of Store and Go South to leave your store.

Chapter Two: Mount Vernon Exterior
-Follow the directions in the descriptions to get to Doctor Coffey at the Conservatory Building.  
-e,  e,  e,  se,  se,  e,  s.

Chapter Three: Conservatory Building West

-To find Doctor Coffey's office from Library Lobby:

-e,  s,  s.

-knock then Go East.
-Talk to Coffey, ask him about himself (to be polite) , then ask him about massa.

-He gives you two keys and sends you to the basement.

-Go West then unlock basement door.

-w,  down,  e,  take club (you'll need that as well)

-w,  s,  s,  search clutter (you'll find and automatically take a flashlight)

-e,  switch on flashlight, break door with club (the key just breaks in the door)
-n,  search crate (you will find and auto-take the briefcase.)

-s,  w,  n,  n,  u,  e,  e  to return to Library Office.
-ask Coffey about briefcase or just give briefcase to Coffey.

-From the briefcase, he gives you a book of spells to learn to help with stopping a man called Erick Dennison.
-Ask Coffey about Dennison to find out that Dennison is trying to bring down an evil god, Azathoth, to destroy the world.

-Now travel to your apartment to start studying your spellbook!

-w,  n,  n,  w,  n  to exit the Conservatory Building.  From here, the game gives you directions (in the descriptions) back to your apartment.

-w,  w,  w,  w,  n,  w,  w,  n,  w,  n,  e (to enter the Severn)

Chapter Four: Your Apartment

-n,  unlock door, n (to enter apartment)

-There's a number of fun things you can do here (examine your books, rake your Zen garden, etc) but mainly, you want to STUDY VOLUME to learn your first spell, MEND WOUNDS which is cast by typing "cast mend wounds"

-Once you learn your first spell, your cell phone begins ringing. 

-Answer cell.  It's Coffey.  The message is garbled but it sounds as if he's in trouble.  You need to head to his townhome.

-Exit the Severn.  Once outside, the descriptions will, once again, lead you to where you need to go.

-n,  e,  e,  e,  e,  e,  n,  e to get to Outside Coffey's Townhome.

Chapter Five: Doctor Coffey's Townhome
-What you don't know is that Doctor Coffey is currently suffering a home-invasion.  There are 2 wandering thugs, sent by Dennison, in his townhome.  Their movements are random.
-The strategy is to always Cast Mend Wounds when wounded and attack the thugs with the club.  If you are ever knocked-out, fear not, it's early in the game and you won't die.  They will lock you in the downstairs bathroom to get you out of the way.

-If you are in the bathroom, keep trying to break the door to break the door.
-In Coffey's Den, take the letter opener.  Doctor Coffey won't mind.
-Once the thugs are defeated, find your way upstairs to the Upstairs Bedroom.  (It's a small townhome, you shouldn't get lost.)
-Dennison is apparently here as well, holding Coffey captive so that he can demand the Massa from you.

-Put Massa on desk as instructed then Talk to Dennison.  Ask him about the libretto (Massa) and he will take the libretto with him as a flying creature takes him out of the balcony door.  The thugs will have woken up and left as well at this point.

-Talk to Doctor Coffey and ask him about the flying creature.  He will then tell you of another errand he needs you to do.

-ask him about another errand and you will learn he needs you to obtain a book from a nearby shop, but first, instructs you to go home and resume your studies as you will need it.

-Exit Coffey's townhome and head home.  This time, there are no directions to get back to your apartment but it's easy enough.
-w,  w,  w,  w,  w,  w,  s,  s,  e,  to enter the Severn.

-e,  n,  n,  to enter your apartment.

-Study volume to learn your second spell, Shrivel.  You can now Cast shrivel on someone as an offensive maneuver in combat.

-Now it's time to head to Aasim Aalahm's store on West Branch Alley.  There are no directions but it's right around the corner.  Exit the Severn.
-n,  e,  e,  to get to the store on West Branch Alley.  Before entering the store, just to be safe, Cast Mend Wounds then Go North to enter Aasim Aalahm's store.

Chapter Six: Aasim Aalahm's Store
-What you don't know is that poor Aasim Aalahm's store was infiltrated by a rival cult.  Aasim is dead and a strange man named Silas is guarding the store.
-Talk to Silas, ask him about Africa's Dark Sects (the book you've been sent to retrieve).  Silas attacks you after dosing you with a hallucinogenic dust of some sort.  You can still make short work of him.

-Cast shrivel on Silas and when he's reduced to dust, take the store key that was left behind.

-Don't forget to Cast mend wounds if you are wounded.
-Unlock the backroom door and Go West.

-Go West again to get to a Dark Alcove.  Search the shadows to find and take the skull mask.
-Go North and you'll be in the Well Chamber where an insane man is about to open a lidded well to release a horrible creature from the bowels of the earth; the Chakota.

-Take drum, wait one turn while the insane man opens the well.

-Cast shrivel on man to do away with him.  

-Close the well.  However, if the Chakota has arrived, you need to get it back into the well first.  Play drum to do this, then close the well.  The skull mask that you found keeps the Chakota from devouring you.
-Don't forget to Cast mend wounds if you are wounded.
-Go East to get to the Priest's Chamber.  

-Cast shrivel on priest to dispatch him.  Cast mend wounds if you are wounded.

-Look under mattress to find and auto-take the book, Africa's Dark Sects.
-Now take it to Doctor Coffey at his townhome.
-w,  s,  e,  e,  s,  to exit the store.
-e,  e,  e,  n,  e,  and then knock.  Doctor Coffey's voice invites you in.
-Go South and Talk to Doctor Coffey but remember to take off that hideous mask first.

-Ask him about Africa's Dark Sects to give him the book.  He tells you to continue your studies while he studies the new book to learn how to defeat Dennison.
-Go North to exit his townhome and return to the Severn.

-w,  w,  w,  w,  w,  w,  s,  s,  e,  to enter the Severn.

-e,  n,  n,  to enter you apartment.

-Study the volume to learn your third spell, Psychometry.  You can now Cast Psychometry on something.
-Once you do that, you'll hear your cell phone ringing again.
Chapter Seven: The Peabody Institute Incidents

-Answer the cell and Coffey will tell you that four students of the nearby music school has been kidnapped.  It must've been Dennison!  You are sent to learn what you can, using your new Psychometry spell.  There are no directions to the school, but it's to the southeast on the map.

-Exit the Severn and then go s,  e,  s,  e,  e,  e,  s,  s,  e,  s,  s,  e  to get to the Gated Entrance.

-Go North to enter the school area.  In the first location, Arbored Walk, you will have to Talk to Fletcher, the sergeant on scene.

-Ask him about the kidnapping incidents. 
-n,  n  to get to the Student Auditorium.  Pick up the drumstick and Cast psychometry on it.

-s,  s,  e,  n,  e,  s  to get to the first dorm room where a student went missing.  
-Take the bong and Cast psychometry on it.

-n,  n,  w  to get to the other dorm room.  Two students went missing in this one.

-Take the teddy bear and the textbook.  Cast Psychometry on both of them.

-Now, after having cast psychometry on the four important items (drumstick, bong, textbook, and teddy bear), Fletcher shows up and your business at Peabody is done.

-e,  s,  w,  s,  w,  s,  to exit the Peabody.

-Return to the Severn for some much needed sleep.

-w,  n,  w,  n,  n,  w,  w,  w,  n,  n,  w,  w,  n,  e,  to enter the Severn.
-n,  n,  n,  n  to enter Your Bedroom.
-Sleep.
Chapter Eight:  Engineer's Club

-You are awoken by your cell phone ringing.
-Answer cell.  It's Coffey.  You explain what you learned at the Peabody school and he tells you to meet him at the Engineer's Club where he will explain what to do next.

-s,  s,  s,  s,  w,  to exit the Severn.

-s,  e,  s,  e,  s,  to get to Outside Engineer's Club.

-Go South to enter the club.
-Talk to concierge and ask him about Coffey.  You will be directed to the Member's Bar to the south.

-s,  s,  w,  to get to the Member's Bar.
-Talk to Coffey and ask him about recent developments.  He explains that Dennison's ritual for summoning Azathoth involves the statues around the district.  They are to be used as pillars.
-Ask him about the pillars for further information.  Coffey also surmises that Dennison is holding the kidnapped students in the small museum in the center of the district.  It can only be accessed from underground; past the sewers.  The sewers can be reached via a secret door somewhere in the Engineer's Club.  (It's the Ashrae room's fireplace).  Coffey leaves at this point for other errands to help stop Dennison. 

-e,  n,  n,  e,  s,  to get to the Ashrae Room.

-Pull the right andiron on the fireplace to open the secret passage.

-Make sure to switch on the flashlight and go east to enter the Secret Tunnel.

-Take the poker and then

-e,  ne,  n,  d,  to enter the Slick Ledge, the first room of the Sewers.
Chapter Nine: The Bowels of Baltimore
-What you don't know is that Dennison has dispatched his dimensional shambler to randomly teleport to your location to ambush you as you move through the sewers.  Simply cast shrivel on the shambler to scare it away.  The shambler will show up more than once, so enter your commands in one at a time.
-w,  n,  n,  ne,  n,  n,  e,  to get to Underneath Manhole.
-Here, you want to pry cover with poker.
-w,  s,  s,  e,  ne,  ne, to breach the Janitor's Closet of the George Washington Museum.

Chapter Ten: The George Washington Museum
-Search the shelf to auto-take the bottle of dish-soap.

-e,  s,  s,  w,  to enter the Employee Breakroom.  This is where the first student is being held captive.

-Squeeze the soap on wrist.  Karen is hand-cuffed and the soap will help her hand slip free.  Now you must lead her to safety through the sewers.
-e,  n,  n,  w,  sw,  sw,  w,  n,  n,  e,  to get Karen to Underneath Manhole so she can climb to safety.  
Then return to the museum's basement.
 -w,  s,  s,  e,  ne,  ne,  e,  s,  s,  e,  u,  to get to the next captive student, Terrell, in the Utility Room.

-untie the rope to free Terrell and then talk to him and ask him about the escape route.
-You don't need to lead Terrell to safety, he will go there on his own. 

-Go west and you will find the third captive student, Josh, in the Back of Museum.
-cut the tape with the letter opener to free him.

-talk to him and ask him about the escape route.  He, too, will go there on his own.

-Now go southwest to find the fourth and final student, Wendy, wrapped in chains.

-untie the chains to free Wendy.
-talk to Wendy and ask her about escape route.  She, too, will head to safety.

-Go east to Center of Museum.  The dimensional shambler appears, carrying Dennison and a tied-up Doctor Coffey.  Dennison must've stopped him as he was trying to stop Dennison.
-Talk to Dennison to try to talk some sense into him.  Ask about kidnapped students to inform him that you've freed them and Dennison might as well stop his insane scheme.

-There are a couple of things you can throw at him, but for this walkthrough, throw the bong at Dennison.  

-This buys you enough time to throw one more thing at him to try to stop him.

-Throw the letter opener at Dennison.  This is your last move of the game.

Congratulations!

