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Lying deep in torpor beneath the Mayan tombs is a 
most-ancient Methuselah. Sleeping away the ages until his 
time to arise finally comes, h e  guards himself, and his potent 
blood, most assiduously. But you have learned where h e  rests 
-- and so you search for him. Soon his essence will be yours. 

They may have rules against what you are about to do, but 
they might as well try to stop the thirst itself. Win, and power 
beyond reckoning is yours. Lose, and your defeat is final, for 
the ancients are wrathful against those who disturb their 
slumber. 

Diablerie: Mexico is a full Story for Vampire, requiring you to 
pit your mind and body against one of the most powerful 
Cainites in the New World. It includes: 

expanded rules on Diablerie, the most-hated practice 

details on including older, more powerful Vampires 

information on how the  mightiest Kindred protect 

of the undead: 

in a Chronicle: 
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themselves during their long torpors, including the spirits 
and traps which guard their slumbers. 
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Dedication: 
This book is dedicated to all the characters who died 

in the playtesting of this story. 

Vampire: The Masquerade, Chicago By Night, Play- 
ers Guide, and Awakening: Diablerie Mexico, are all 
trademarks and copyrights of White Wolf. All material 
printed in these pages is the exclusive property of White 
Wolf unless prior arrangements have been made with the 
author/artist. None of the material may be reproduced in 
whole or in part without prior written permission from the 
publisher. 

Special Thanks To: 
Mark “Next Week” ReinSHagen, for his efforts to 

get Werewolf out to playtesters in time. 

Stewart “Judge Automaton” Wieck, for being so 
Dreddful in four square. 

Ken “Fisherman” Cliffe, for not finding his fauna 
among the local flora. 

Josh “Whine, Whine, Whine” Timbrook, for hav- 
ing to abandon The Masquerade at 2 a.m. 

Andrew “Bring ‘em back alive” Greenberg, for 
saving Josh and Wes from all those bloodthirsty 
Georgia peaches and getting them home by their bed 
time (whine. .. whine ... whine) 

Wes “Fixer” Harris, for bringing his waterpump 
bill from $280 to $20. 

Sam “Dark Foe” Chupp, for tuming evil while 
worming his way to the kingship. 

Rob “Hypochondriac” Hatch, for saving up all his 
illness until he came to work for us. 

Chris“Walkies” McDonough, forknowing how to 
get us womed in Werewolf. 

Travis “Hunt and Peck” Williams, for getting his 
Ars Magica work done so close to the deadline. 

Brian “The Whiz” Blume, for cranking on some 
jammin’ cartography. 

Word from the 

While we usually possess all the compassion of 
the IRS on April 15, we have taken in a poor 
abandoned foundling. Yes, Rob Hatch appeared 
on our doorstep, lost and cold in a world he never 
made. Being the sweethearts we are, we took him 
in, chained him to a desk and have made him an 
editor. So now this hardcore superstar (axeman 
for the Swarm) will be handling our products as 
carefully as he does his beloved guitar (how many 
times have you glued that thing back together 
Rob?). 
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