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The witchers adapted the speﬂ, making use qf the fact that it does not require
knowledge cf a mgica[ fbnnu(a—concenbation and the gesture are enough.

That's why the_'y call it a Sign.- }@nng"er discussing signs with Ciri
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Kings Die, Realms Fall, But Magic Endures.
-Philipa Eilheart



fiwy! lallad -

s O A

AL

7 » e
; g
7,{.;@;%‘&\ ~
Y i?:_ e

TNV, |

Know that ditty about the bear "climbing the mountain, to see what he could see?". Biggest load of rubbish 1've ever
heard. When a bear climbs a mountain, it's not to see. It's to hunt. To kill— ]ahne Oldak, Roya[ Huntsman

o

Bears are omnivores, meaning men ﬁnd a p[ace in their diet beside berries, roots and salmon. When they snack
on humans, they most frequently partake of the meat of travelers unwittingly trespassing on their territory, or else 3
that of hunters _for whom besting such a creature is a lifelong ambition. o

There are several subspecies of bears — black bears, polar bears and cave bears —which differ from one another in_

co[oring aswell as in size and strength.

All share one trait in common, however: a near-unmatched ébility to kill.
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You ask why ] have these btg hands, nmy ﬁfend 2 Well, 1'll tell you my secret...exercise.— Big Bad Wo_[f

The Big Bad Wo[fwho lived in the Land of a Thousand Fables was, like the other denizens of that strange
sphere, created by Artorius Vigo based on a ﬁgure ﬁom fo [k tales. Once he served as a p[aymate to the
duke's daughters, acting out scenes with a certain red-hooded gir[ and her grandmother, but as the fab[e
land slowly degenerated, so did he.

P R

He acts and ﬁghts exact[y like a common werewo[f and should be dealt with as such. The only dgﬁ'erence $ )
be'mg susceptibi[ity to beast oil instead qf cursed oil. This is, of course, because he is an actual wo!ﬁ albeit

smart and cunning, and not a trans_fbrmed human.
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They say a dogs a man's best friend... But in these foul times one best be wary, even of his ﬁtends Alfred
Pankratz, beggar ﬁom Nowgrad

Some claim dogs are reflections of their masters. A well-treated pet repays his owner with loyalty and trust,
whereas an ill-treated one repays this treatment in kind as well, meeting ye“s with barks and kicks with bites.
Since there is an abundance of bad men, so, too, is there an abundance of bad dogs. Most dangerous of all

are the vagrant mutts who have lost all respect for men and developed a taste for blood and carrion.

Dogs usually attack in packs, choosing isolated victims, especially ones in whom they sense some kind of
weakness. Packs of rabid dogs usually only dare attack children, drunkards, the elderly and cripples.
Yet when backed into a corner, they will defend themselves with ﬁ'othmg bltes and sharp claws against all

and sundry.
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Panthers are dangemus predators found in forests and other woodlands. They are quick, agi[e and diabo[ical[y cunning.
In many less—than—thomugh(y—urbanized areas, fo“z still believe panthers are the stranded souls of those who die in their
s[eep. Superstition thus holds anyone perishing in this way should be dragged to the nearest woods and [gﬁ there without
a burial. The panther—sp[r[t of the deceased may then devour its own body, thereby pass ing on to the nether realms.

This belief must be eradicated for it leads to epidemics of cholera and other contagious diseases born of rotting corpses.
Besides, it is patent[y ridiculous, given panthers are not Necrophages and will not consume carrion of any sort.

quey prefer more spry and [ive[y prey, such as deer or even humans, pmvic{ed they are not ill and do not stink too badly.

As soon as they enter open terrain, they [eap to attack with astonishing speed, mau[ing their prey with their sharp claws, %

long teeth and the sheer ﬁ}rce of their momentum. Panthers are known to retreat mid—ﬁght, yet do not let yourse[fbe foo[ed ‘é

into a ﬁi[se sense qf security. This is but a ruse. Never drop your guard until youlsee the animal drop dead. J
R l
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? Why bother with brick? In this c[imafe, even a straw house's nice and cozy. — a [iifle pig

e
f A The three little pigs are pevfect examp[es of a rather unforhmate phenomenon Leave even a kind-hearted,

warm, natve[y foemgn creature to fend for itse f, and it won't remain so bemgn for [ong.

The three little pigs from the Land of a Thousand Fables were left for years without Artorius Vigo's 0
supervision. During this time they went comp [ete[y feral h”ansforming into three wild boars which {
i attacked anyone who dared approach their ruined home. In combat, the Pigs behave very s&ml[ar[y to wdd
boars, trying to knock down their opponents by using harging attacks, which can be avoided by dodgmg

or rolling out of the way. Despite their magical nature, the Pigs are vulnerable to steel coated in beast oil. 3
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'. ?, husks! How chee}ﬁd[y he seems to grin. How neaf[y spn?ads his claws, And welcomes little lasses in, With genf[y smil t'ng

How doth the little wild boar improve his shim'ng tusks, And rut them :gainst the ﬁresf ﬂoor; And on the trees' mugh
_Jjaws! - Louis {f Charolle, mathematician, author and poet

These woodland beasts are as "wild" — untamed, nasty and aggressive — as their name indicates. To this day, many
peasants in outlying Kaedweni villages believe wild boars persist on a diet of young maids, though in truth they most often 3
slate their hunger with roots and acorns. Do not think this vegetarian diet makes them harmless, however. In fact, these ;
animals' stout build and sharp teeth render them veritable fur-covered combat machines. Mother Nature has additionally
equipped them with dual pairs of tusks and this weaponry's sum effect is to make the beasts the terrors of the woods, a

threat to all who venture or dwell there, human, humanoid and otherwise.

|

Boars also have hard, club-like snouts, which some peasants call their "whistles," though no boar has ever been heard to %
make such a noise. Instead, they emit a characteristic grunt, which sounds to some like the snoring qf an e_xh'eme[y

ovemeight man. Another peasant belief claims boars have extreme[y prick[_y natures, and,gc Qﬁ?_mded, will vent their anger%

by knocking down fences and gobbling up potatoes.
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to worry about... Then the damned beasts devoured ha f his ﬂock. — Yngvar, shepherd

T

7
% Once upon a time wolves were the absolute rulers of the forest. Men used them to ﬁtghten children, while adults, too,
trembled at the sound of their howttng. Monsters not onty pusheot wolves into the deepest wilds but also took over their

ptace in human nightmares. Yet this does not mean the old predators ceased to be a danger.

Wolves do not have a otrop of magic within them, breathe no ﬁre and spit no acid, but that in no way stops them from
killing unwary travelers and hunters. Particularly dangerous are wargs, a nasty and ferocious subspecies of wolf; and the
snow-white wolves which today can only be found in the wild highlands of the Skellige archipelago. Wolves usually feed in

packs counting from a handful to over a dozen members, though some particularly strong males hunt alone. Though

wolves are weaker than many monsters, they make up for any lack of strength with their intelligence. When fighting them ¢

one must be especially careful not to become surrounded. The presence of wolves can also signal more serious trouble —

these predators often share their hunting grounds with werewolves and leshens.

g Friend (f mine used to say that with all these g ﬁns and basilisks and whatnot, good old fashlorled wolves weren't rzothmg
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Looks like a flower to me. A hideous, disgusting flower. — Blasco Tennerbe, last words

o
é Archespores look like gigantic, aesthetically unpleasing flowers with some of the traits of exceptionally cruel and
) bloodthirsty sundews. Their peculiar appearance makes them practically impossible to discern amidsts other plants.
By the time one draws close enough to realize what they are, it is often too late to flee. According to popular belief,
Archespores are cursed p[ants grown in so il ferti[ized by the blood Of the dying. Tkey are most oﬁen ﬁnmd in p[aces * 3
which in the past saw pogroms, bloody rituals or cruel murders. Regardless of color, all Archespores fight using E
similar methods: attacking with powerful, jaw-like leaves. If their victim is out of reach, they can also spray caustic acid
which if it makes any contact whatsoever with the skin, can provoke a reaction similar to that caused by severe '

poisoning.

Like other plants, all Archespores are extremely vulnerable to five, which is one of the most eﬁégﬁve methods of
fighting them. Silver also works well, as does any sort of shock wave. Amhegp@ge’s_ldo not [tkeést}ong vibrations, which

cause them to flee underground at once. 1.
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Now ﬁnish your soup, o'ra berserker'll come and swallow ye whole. — Ske[(ég'c: mother scoldmg-; child.

Ske“ige legends Speak of men known as berserkers who ti’ansform into bears when overwhelmed by battle rage. In doing S0,
they lose all self-awareness and ave driven by a bloodlust which they must satiate in order to retuwrn to human form.

Few believe these b[ood—curd[ing tales, however, not even in Ske[[ige, where the inhabitants usua“y treat even the least
pmbab[e legends with the utmost gravity. This indicates either that berserkers are in fact mere figments of mead-sodden
imaginations, or else that they have earned to hide their abilities ﬁom the rest of the islanders. The skalds' ballads indicate a
berserker transformed in the heat of battle cannot be distinguised from a true-born bear. Only minute anatomical details -
such as the shape of their tongues and teeth - reveal their secret. Descriptions of their fighting prowess paint them as
invulnerable to pain and able to heal any wound received almost at once.

]fthese men-turned-bears tru[y do exist, one can suppose that, like werewolves and [ycanihropes, th.gx_arei]garﬁcu[ar[y
vulnerable to oils that harm cursed creatured. But cha’are-to give credence to ancient song&*’aﬁbuf these creatures' deeds,
about the mass murders and massacres they have committed, we can only hapg that m)‘,’l’fchérwiﬂha"e to test this

hypothesis. \ ;

e -

—

—— iy ——




I ks
ALt ) DRSES LA [
:: Py ' g y N s
(ISt b2 - A2 Fa ) B8 e
‘i g_ . S 'f .. / . £ {15 A %
il 3 S \ i (el 7
! ?X\- « vy a N/ \ L B N
i ? SR < Y v ' Uy, ¢ | N 3,
] - - # - p [} - L * | \
' e 4 e N ’/ " oo A " x
VAN | \ . Atihar ; Lo Ey 1, 3 \ . BN
fox' 5} ! IR Ey N O e RS B\ S “ N e
it | BRI T " FEI%s 5‘\‘.- " A7 ' Nonpt } B » . . “\ S, -
2y 'y LA B \'[# VAR 1 ;. 04 . . b "y o
| W A\ ,{:,;'_‘"-f!{,-'- NI A B A Gl TERN e ' Nt " Py . ' Yih\¥)
3 % ~ P e S By &q Py | V. by 1 . . F o ' L4 3 F
WUEE ) - ¢ il \Pu/"- s ; FAL AT P Fo Wl i 2 TSR . - B, R ¢'Q -4ty ¢ L -
a N B <3 o i I3 . AN e XiL, " N ] O Ak s \ ¥ Al f J . - "y . )
4 H SO EET N 28 v o Al s LT e e 2 \ 5 , . . W : T
. '\ L . { \ iy a4 e / 1 . ] - ’ A 3 " y - iy
M sk 5 ’ } L < £ ) AL s
w2t ' Fo o NS {41 . \ h 4 ’
7 i b il LS 1 # . " . 5 5 /
’ "1 ‘:';'- A3 \ s / it ’ <
. 1 - e ;5, / : N 1 -
- N LT o BN A
'-.”.‘_, b "ot . b AL ,_,“ ‘¥ ™ { ) b H F /
PSR o LA =[RS R TN o WS -
/7 et o v R P e T et iy —
R P e ' AU A\

. ] o #
. ’ ' N L
L

¥ »
L.

- —— 4

== s ¥

Saying a botch[fng's ug[y is like saying shit's not parﬁcu[ar{y tasty: can't say it's a lie, but it doesn't exacf[y convey the whole
: % truth, either. — Lambert, Witcher of the Wob" School
g

Botch[ings are perhaps the most repu[sive creatures a witcher will ever have the displeasure of meeting. Born of dead,
unwanted babies discarded without a proper burial, their appearance is that of a partia“y—decayed ﬁztus, their unfbmed ﬂesh
twisted with hate, ﬁzar and malice. These hideous creatures ﬁeec{ on the blood of pregnant women, driven by amad l'mnger
that most often leadls to theirvictim's death. A botchling will emerge from its lair at night to lurk by the bedside of an
expectant mother, draining her s{'r'ength and that of her unborn progeny as she s[eeps. A woman thus be[eaguered ﬁrst
suffers from troubling dreams, then fever, delirium and a general weakening of the flesh. After a few such nights she is
enfeebled and unable to defend herself - it is then the botchling attacks directly, sinking its long, sharp fangs into her body
and drinking her blood until mother and fetus perish together. When threatened, it can grow into a deformed man, hunched

——rnrn D P

9
A botchling's curse can be lifted by transforming it into a lubberkin - a guardian spirit of the hearth that watches over the
family it never knew in the house it never cou'[dgg ;

‘home. —
— - ——— .
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over and striding, ape-like, on its forearms. ’
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The g:r[ wa[/eed up to the edge @C the pond There, squatting amidst the ﬁ&grant [t[:es and bm&d My pads she saw a

| % most unusual sight: a small green frog with a golden crown perched on its warty head. Charmed by this curious
| little creature, the girl picked it up and gave it a kiss. Immediately the little frog transformed into a handsome
11 prince. Overcome with gratitude, he asked the girl to be his wife.— folk tale, author unknown

Timeless tales always carry within them a grain of truth. The legend of the frog prince is no exception, or at least
that's what the folk of Oxenfurt wished to believe when they found out a monstrous toad lurked in their city sewers.
The women who hunted it in search of romance and a better life, however, found their tales had a most unhappy

l ending.

— T P

The creature they encountered was no small, sweet frog but a bloodthirsty beast who not only did not let them in for
a kiss, but instead greedily devoured them and anything else that strayed into its slime- covereﬂ lair.
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Ulfhedinn? What's that, some kind of fish?
— Professor Artibus Joannes Rack, geographer, disappeared during a surveying expedition in Skellige

o
| g Ulfhedinn are a breed of werewolf found mainly in Skellige. The harsh and barren conditions of the isles might
explain why they primarily hunt men and are stronger than their continental brethren. Older and particularly
dangerous ulfhedinn are called vorefs. Only a few daring warriors in Skeuige history have managed to defeat an

U[ﬂ'ledinn, and each qf them is commemorated in ballads as a hero to this day.

——tn O P
—

Like werewolves, Ulfhedinn and vorefs are active at night, particularly when the moon is at its fullest. Fast, strong,
and amazingly resilient, these creatures kill with disturbing ease. Silver blades should be brought against them, as
should Devil's Puffball. Take note that when near death the Ulfhedinn becomes particularly dangerous and will
attack with doub[edﬁtry, while c_a.Uing on wolves to come to its rescue. f
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] regenerate any o{amage received in mere moments. A werewo&‘s--cwse can at times be [ﬁed, yet there is no universal, gurg‘irc )/
method for doing this. A Witcher seeking to undertake such a task must equip himself with a great deal of paﬁence...and
shudy armor. !
g e, P — g — — - ——
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Waolves aren't as bad as they’re made out to be. Werewolves, fhough — they're every bit as bad and worse—~ Elsa Vf(ge, archer

Werewolves are creatures with both men and wolves inside them. When in beastly form, they take the worst traits of each: the
wolf's drive to kill and hunger for raw flesh and the man's cruel and calcu[aﬁng intelligence. A werewolf's condition comes

about through a curse, and the transformations happen outside his conscious control.

When he reverts to human form, he has no memory of his deeds — otherwise he would surely go mad and take his own life.
Though they hunt alone, when threatened they will summon wolves to aid them. Werewolves rarely feel the need to flee, for
few adversaries put up much of a fight against them. They strike as sw@ﬁ:[y as [igh{'ning with claws sharp as razors and

I ——
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. In memory (f the noble /emght Rodenck s[&m durmga va[fanf sfmgg{e agamst a basilisk. Let's hope the beast choked on

his bones. — Gravestone inscription, Vizima cemetery.

!
Conhmy to popu[ar bel 1gf Basilisks cannot turn anythmg to stone with their gaze. That is small comﬁlrt however gwen
that their acid, venom, claws and teeth prowc{e them many otherways to kill. Basilisks love dark, damp p[aces such as

4

cellars, caves and city sewers. They hunt by day, waiting patienﬂy in hiding for their prey to come, thenjump out in a
ﬂash to unleash a dead[y attack.

iy

Basilisk leather is a highly-valued material used to make fashionable shoes and women's handbags. For this reason many
men, their courage girded by go[d[ust, take to hunting them. Most of these hunts end in disaster, but some do manage to
bag their prey, which has led to a drastic decline in this creature's numbers in recent years. Some Mages and Druids are ¢
of the opinion that Basilisks should be included in programs meant to safeguard dying species. Everyone else thinks
those Mages and Druids have gone completely mad.

>



| Had meself eight heifers, five qf em mtlchers Then this cockatrice sprung up nearby, and now all's
% I got [gﬁs dried patties in an empty field. — Jethro, peasant ﬁom Pindal

|
I
g Foolish superstitions claim Cockatrices, like Basilisks, can kill with their gaze alone. That is utter nonsense, however, a
Cockatrice's gaze foeing no more dzmgerous than that of an angry Goose. One should instead watch out for it's sharp
beak and [ong tail, which it can whip to murderous eﬁect. Cockatrices thrive in dark caves, abandoned ruins, cobwebbed
c{ungeons and old basements. Though small compared to Gv@fﬁns and Manticores, they are more than ca'pab[e of ki[[ing
anyone who stumbles across them in a dark corridor.

— T P

Cockatrices do not shun direct fights, in which they strike furiously with wing and tail in an attempt to exhaust their
foes. Blows from their beaks are especially dangerous, as they aim with deadly precision at exposed ﬂesh and vital organs
and leave bleeding, life-threatening wounds.

T — _— = - —
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Forktails... Bah! Fuckers' tails're more like cleavers.
— Yavinn Buck, veteran of the Mahakaman Volunteer Regiment

Forktails owe their quaint name to the long sharp growths at the tip of their tails.

A blow from this weapon can slice an oaken shield in two — along with the arm that was carrying
it. Thus, though its name conjures images of cutlery, fighting a forktail is nothing like a dinner

party and ends in death rather than dessert.

4
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" It were huge And those teeth, ugh’ We bare{y esc&ped Wonder f it /ﬁ{[ed the h’aders Whoresons sure had it comin,,—
% Conversation overheard in Velen
!
The féma[e Roya{ Wyvern is smaller but more cun ning and venomous than her male counterpart. She can be aggressive
towards both males and other ﬁmafes. She is a peg%ct exam p{e @C how gender relations among humans have their
source in the animal world. This is &(fogefher not surprising. — Master Dorgem)ﬁ Ag&fnsf the Institution cf Marriage

—y 8y

A hunter who knows his prey's habits and behavior will rarely return from his hunt empty-handed.
To know what forest paths deer are like to trod, to know in what muck boars will wallow, to guess when a hare will

emerge from its burrow - that is half the battle. What most men do not know is that some monsters also possess such |
knowledge. For example, a Royal Wyvern from Velen had learned the danger of exposing itself to human eyes and ~ §
arrows by flying high to pick out its prey from afar. Instead, it would lurk by the roadside and wait for military
transports. In this way it grew fat on salted pork and beer; expanding until it resembled a Dragon more than other, °
lesser members cf its own kmd _ N

. p—— —— - -
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Heard you have a problem - a monster you call a shrieker? Aye, prowls about, it does. Snatches cows and
goats, mostly, but it won't scorn a man if it runs into one. — Conversation overheard at Crow's Perch

The monster tormenting the residents of Crow's Perch turned out to be a particularly nasty Cockatrice. 1t was
no surprise that the Bloody Baron's men could not possibly withstand the surgical precision of its strikes,
which slice open arteries and provoke an outpouring of blood only the Swallow potion could hope to stop.

Neither did they know to force it to the ground with a crossbow, a bomb or a Sign, and then evade its charge
by rolling under the monster's outstretched wing.

I ——
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% world will envy. - Anatole Vizho[y, shoemaker ﬁom Beauclair

The Silver Basilisk (or Regulus Platinum) is a rare subspecies of Basilisk that has been hunted to
near-extinction. Silver Basilisks were once a dominaﬁng species, especia“y in the region of Toussaint where they

were very common around the year 1100. Their extirpaﬁon in the duchy, and possib[y near-extinction in the

Iy

world as a whole, is chieﬂy due to hunting by’ humans for the monsters' silver-colored hides.

passing merchant caravans, p'rimarily in the northern parts of the duchy. However, due to being the last
specimen, he is vehement[y pmtected by Count Borhis di Salvaress. T
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Some peasants once offered me a king's ransom to slay a slyzard. A damned hefty purse, chock full o' gold...
But 1 turned ‘em down. Coin's no good if you're dead. And a slyzard, that's no fuckin’ forktail.
é — Zator, one gf the C rfnﬁid Reavers
9

\‘Gf

S[yzards are oﬁen mistaken ﬁ}r Wyverns or Forktails. Yet make no mistake, Siyzards are nasty, terrib [y dangerous beasts,
and conﬁlsing them ﬁ)r Wyverns will end very 'oad[y ﬁ)r the conﬁAseh While a Wyvern can tear apart and devour an
untrained man in seconds, on[y a S[yzard can ﬁrst bake him to a crisp with a wag‘t of ﬁery breath. S[yzards are keen[y

aggressive and attack ﬁom both gmund and air. Their goa[ during a ﬁght is to get close enough to their foe to injure it with
a breath of ﬁre or knock it down with a sonic blast. Like Wyverns, S_[yzards also attack with venom—spiked tails. S[yzards like §

to disengage midﬁght to fly into the air and plummet down at high speed while spewing out balls of fire. I{ight bgfbre these
igneous missiles emerge, you can observe a fiery ball forming in the monster's maw. While airborne, a Slyzard can also
attack with its claws and teeth.

Iy
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lfyou ever ﬁnd yourse[ffacing a monster that breathes ﬁre, strikes with a tail tipped with venomous spines,
bites with sharp teeth and swipes with even sharper claws and tends to knock its prey to the ground with a
sonic blast, then you are ﬁghting a S[yzard. With an asernal like that, it comes as no surprise fo [k oﬁen
mistake these draconids for Dragons.

Yet the experts (meaning Witchers) know S[yzards constitute an entimly seperate species, much smaller than

Dragons and far less dangemus. With one excepﬁon...S [yzard fmales in mating season, or, even worse, just

aﬁer laying their eggs.

Iy

When fighing such individuals, the recommended method is to get as far as possi’ole from the danger as
quickly as possible, preferably by running, at full tilt, without looking back.
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It's got scales, wings, claws... A dmgonfs a dragon:’ No point gabbin), just go kill it!
— Vagn, vif!age elder qf Fyresda[

o
g
Few itmly know what a Dragon looks like, for those who have seen one up—c[ose rare[y have a chance to share
their impressions. That is why peop le are forever mistaking other monsters for Dragons. This was the case in

Fyresdal, where the so-called Dragon wreaking havoc turned out to be a Forktail. Yet this mistaken attribution
did not mean there was no reason to WOTYY. The Forktail hamssing Fyresda[ was a parﬁcu[arly vile

Iy

representative of its kind, one equipped with an endless store qf deadly venom. Fight'mg it without ﬁrst
drinking a regenerative potion or a poison antidote would be tantamount to suicide.
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Most dangemus Qf all are the roya{ wyverns. Or, as thqy’re called in some circles, the roya( pains in the arse.—
Albina Tottelkampf; lecturer in natural sciences at Aretuza

Wyverns are oﬁen mistaken ﬁ)r Dragons, and, though they are much smaller than their more famous kin and do
not breathe ﬁre, they are likewise extmme[y dangerous monsters. Especia[[y feared are the so-called Rnyal
Wyverns who, like their namesake monarchs, are exceptionally ornery and extremely deadly.

Iy

Typically a Wyvern will attack from the air, attempting to knock its prey down using its wings. After it lands it will
attack with its tooth-filled beak in an attempt to draw attention away from its most deadly weapon, the stinger
that can be found at the end of its long tail. A single strike from this carries risk of poisoning from powerful

toxins. Even a Witcher will experience wrenching pain when injected with the venom...
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' g A Djinn is a powerﬁd air spirit, a condensation of the power of that element endowed with consciousness and character - the
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The pifcher emitted a pl._(ﬁ(' qf‘ g[owing red smoke. The smoke pu[satea', then gathered up into an
frregu[&r sphere ﬂo&ﬁng n ﬁont qf the poef?s head...~The First Longing, a Tale Fantastic in All Ways.

latter usua“y nasty. According to [egend, Djinn can grant even the most farfetched wishes, ‘chough they do so very begrudging[y.

I ——

Unusually powerful Mages can capture and tame these beings. The Mage can then draw on its energy, using it to cast spells

without having to call on Power ﬁ'om traditional sources. On[y a sparse handﬁA[ have managed this feat, however, for Djinn ﬁght
to avoid such a fate with stubborn determination. To imprison a Djinn and bend it to one's will, one must ﬁrst weaken it - and .
that is no easy feat. They can fling off spells in an instant that the most accomplished human mages could never cast with years
of preparation. What's more, by manipulating the element of air they can summon powerful storms, hurricanes, and gales.
Luckily, as magic beings, they ave vulnerable to silver - yet steel will do them no harm. -

|
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How to survive an encounter with an earth element? Simple. Run. Fast as you can.
— Nino Murk, bounty hunter

Earth Elementals are made of mud, clay, sand and rock dust clumped together with water and brought alive
with magic. While seemingly slow and ponderous, these creatures are nevertheless dangerous and should be
avoided at all costs. Earth Elementals can withstand a tremendous amount of punishment.

Iy

Due to their enormous mass they are virtually impossible to knock off balance. They do not bleed, nor feel any

pain from poison or even fire. They kill men with astonishing ease — whether by smashing them with their fists
or hurling enormous stones at them. Their only weakness is their vulnerability to dimeritium dust — thus before 3
combat one should prepare a full arsenal of bombs containing this ingredient.

———— ——
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The ﬁrst ﬁre elemental was created by Ransant Alvaro. Sadly, ﬂ&mes engu_[ﬁd his entire [aborafm}g
urning it - along with every other building on his block - to ash. — Tarvix Sandoval, "Origins of Magic Arcana"

Fire is the most destructive of the elements, thus the aggressive [etha[i‘ry of the creature that embodies its essence should
come as no surprise. Fire Elementals are forged in complicated magic rituals for one purpose...destruction. And they pursue

this with murderous determination.

Iy

This Elemental attacks using fireballs and streams of flame which reduce a}"{y{hing in their path to ashes in the blink of an
eye. Like Golems and other Elementals, poison does not touch it nor does it bleed. Fire-based spells not only do no harm but
in fact strengthen it - therefore one should by no means think of striking it with Igni. Though vulnerable to silver blades,

getting within sword's reach of one is dangerous due to the furnace-like heart they emanate. When fighting a ﬁre elemental
one should thus strike from a distance, using frost-spewing and dimeritium bombs, for they will do it the most damage.

- — e
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It just me, or is that gargoyle ogling us?— Lara Estevann, burglar from Loc Muinne

Gargoyles are stone statues brought to life by magic in order to guard mages' laboratories and lairs from
intruders. Their appearance alone has scared off more than one prospective burglar. Those who do not take fright
at the sight of these horned and winged monstrosities usually die shortly thereafter, torn to shreds by stony claws.

g ) ——

Gargoy[es are extreme[y dangemus opponents. Etched out o_f granite or marble, they are able to withstand
tremendous amounts of damage and exhibit superhuman strength. One blow dealt from their boulder-like fists
will crush even a man clad in heavy armor. Not even those out of reach of a Gargoyle's arms can feel safe,

for they are able to throw hunks of stone with deadly precision. As beings made of stone, they feel no pain from
fire, meaning the Igni Sign is worthless against them. .
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one go[em.— Vilmir Brass, fbreman at Mount Carbon
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!f wants us to break th mugh this wall, we're gonna need twenty sappers, seven N hundmdwetghf of sa[tpefer Or

Golems are mindless matter brought to [iﬁf b’y a Spe“. They obey their creator's orders without question. Their boundless

strength, abi[i‘[y to withstand pain, endless patience and the ﬁm"[ that they need not one jot Of ﬁ)oo{ or drink makes them the

best servants or guards anyone could ask ﬁ)r. Once ‘provoked, ’[l'le_y will not tire of battle until ’[hey have either crushed their
opponent or themselves crumbled to dust.

Dgﬁzaﬁng a Golem is ex’[raom[inari[y diﬂ:icu[t: for obvious reasons it does not bleed, it ﬁ:e[s no ﬁzar or mercy and it is
invulnerable to ﬁre and poison. The monster's on[y weakness is acid — a blade covered in acrid oil can thus increase one's

chances for victory. Golems use no weapons, for they have no need — their fists, weighing over a hundred pounds each, can

nor sword that can parry it. These creatures are able to move with surprising speed. Luckily, their enormous mass means they
are not very agile — once a Golem begins a charge, it cannot stop quickly, a fact experienced Witchers use to their advantage.

iy

crush solid granite with one hit. A blow from a Golem should thus be avoided at all costs — there is no shield that can stop it, [
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~ HOUND OF THE WD HUNT

3

!q Baying at the heels c'f the Wild hunt are its Hounds, ﬁerce beasts which fo[[ow it like dust clouds tmi[fng g?er a comet.
: Hushed [egends speak of them [osfng their way at times and descendfng _ﬁ'om the ntght sky to earth, cold and death

PETD

ﬁ)[[owfng in their wake, — Essi "B[acfgack" Daven, trobairitz

e

Born, or so some experts be[ieve, of magic ice crysta[, the Hounds of the Wild Hunt race a[ongside their spectm[ masters.
Like ravenous fera[ dogs they are capab[e on[y of mind[ess[y aﬁacking whatever crosses their path. The Hounds' chiqf
weapons are their claws and teeth. Their battle tactics re[y on knocking their opponents to the gmund before tearing them
to shreds. Bad[y wounded Hounds fa[[ into a kind of ﬁenzy that adds to their dead[y might. These beasts also use their
powers over the cold to ﬁeeze the gmund around them and create sharp spikes of ice. The Hounds' icy nature also means
they can draw strength ﬁom extreme cold. Thus one should be particu[ar[y on guard when ﬁghﬁng them during

| blizzards or in glacial regions.

— O P
P

LM

Elven legends likewise claim they gain strength when a red moon - a known herald of the Hunt'sarrival - hangs in the sky. >
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ICE ELEMEN’“HL

An ice elemental is a mass of frozen water animated by magic. Deprived of consciousness or independent will, this
elemental is boundlessly obedient to the orders of the mage who created it. Those orders usually contain but one
syllable: kill. 1ce elementals have no c[ua[ms about carrying out this order nor any particular difficulty in doing so.
Gifted with incredible strength, they are completely invulnerable to poison and fire, deprived of sensitive organs, hard
as permafrost and all in all incredibly difficult opponents. A witcher's only chance at tipping the scales towards
victory is to toss a dimeritium bomb — shrapnel made qf this metal interferes with the workings of the spell that gives

this creature life.

Beyond that remains on ly prayer.

i I thought to myself - what's a hunk of ice doing in the middle of some [ab? And then that hunk cf ice got up and
' broke my legs. — Yannick Lovt, burglar
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Long years of so[tta‘ry s‘cudy tend to make mages somewhat eccentric. As the years pass, [aypeop[e
bagan to irritate them more and more: they are dense, unreliable, disobedient and determined not to

understand the gravity of mages' work. They disp[ay emotion when they should show discip line and
se f-mas’ceiy.

No wonder Mages have long considered the best companions to be art'gﬁcia[ constructs they themselves
foring to [ife and design to fo[[ow their orders and meet their needs. Professor Moreau was no exception
in this regard. His golem was his dutiful servant and companion, in good times and bad.

Moreau's golem was also an excellent guardian: massive, unyielding and devilishly strong.
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"Look! Pfxfes’ - "We should go. Now "Come on, what harm can cute [tﬁ.‘[e pixies do us? = [asf words of
two criminals who broke into the Land qf a Thousand Fables, identities unknown

N ta%ﬂé

Pixies might look like gentle, harmless creatures, yetin their case, the saying about appearances be'mg
deceiving ﬁts all too perﬁecﬂy. The Pixies ﬁ'om the Land of a Thousand Fables were created to protect
that magic p[ace ﬁom intruders and ensure the ducal daughters, Sy[via Anna and Anna Henrietta,

g ) ——

did not come to even the s[ightest harm.

Thus whenever anyone else crossed the Pixies' path, it ended bad[y for them, for Pixies are aggressive,
war-like creatures, created to kill, defend and fight till they can fight no more.
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Something's destroyed our fields and hives. We think it’s... the apiarian phantom.
- Holofernes Meiersdorf

The "Apiarian Phantom" destroying the Meiersdorf family's hives turned out to be a lost Hound of the Wild
Hunt, straying from it’s pack during one of their numerous raids. One day, while aimlessly wandering, it came
across the Honexﬁl[ Meadworks, a bee fénn owned by arich Ha!ﬂing fam[[y, where it destroyed numerous
bechives and killed a few farmhands before running away into a nearby construction site.

When fighting such a beast, one must bear in mind three things. First of all, that the thick armor of ice

covering it can on [y be pierced by strong blows. Second, that, like any other ﬁ“ost—bom creature, it is vulnerable :

to fire, the Igni Sign included. Third and last: that it shall show no mercy.
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1 do not believe in ghosts - it is that simple. But my men say the house shakes at night, walls crumble, why, even the
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ﬂoors move about..— Kurt Dysart, Count Qf Anchor

There's no such thing as a risk-free real estate investment. It might turn out your new home has a leaky roof;
structural rot in the attic, a scratched ﬂocr in the [iving room...or elven ruins beneath its ﬁ)undaﬁons, and within
them an enormous Earth E[ementa[just waiting ﬁ)r a chance to break ﬁ'ee of its chains. Fighﬁng such a monster is
no easy task. Its tough outer husk degqects all but the strongest blows. It can [iqwﬁr a man's bones with one
crushing blow from its fists - thus, one should never near it without first casting the Quen Sign.

Iy

One should have the Yrden Sign at the ready as well, whereas the other signs - Igni, Aard and Axii - are completely
ineffective against it. /
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% could see fbr himseéf how E[[:ﬁfﬁng a comparison it was.— Lytta Neyd, the sorceress also known as Coral

b’ Hard as it is to imagine, the Erynias ﬁnmd in Ske“ige are even more repu[sive -and dangerous - than Harpies, they’re
close relatives. Thorugh well-rotten carrion is their ﬁ)od of choice, they will not turn up their noses at ﬁesh meat, man
ﬂesh included. When they spy a potentia[ victim, Erynias, like Harpies or Shishigas, will try to make fu“ use of the
strengtk of their numbers and their abi[ity to control the skies. They will circle above their prey then attack ﬁom several
directions at once, striking with razor-shark talons and tearing their targets to shreds. While attacking they aim for the

g ) m——

neck, eyes and other vital organs, oﬁen causing their prey to bleed to death as a result.
O/ |

A small flock of Erynias is able to make quick work of larger and better-armed victims, who often are
not able to defend themselves effectively from several opponents attacking at once.

—
— e — e
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Aye, hafeag[e, haﬁf' tomcat, just like on the lord's crest. Cept this 'un was carryin' me dead cow 'stead qf a scepter.

— Grgﬁfn attack witness, name unknown

6’ Grifﬁns were once on[y found f'ligh in the mountains, where ‘chey would hunt marmots and wild goats. When humans
encroached on their lands, however, Gr{fﬁns soon discovered a new source of much more p[entiﬁd and eas 'Ler—caught prey: cows,
sheep and shepfqerds. Thougffl still wary of main roads and towns, these ha{f—eagle, ha[f—wildcat creatures have gone ﬁ’om
rarities to oﬁen encountered pests known tf'troughout the Northern Realms. Es:pecia“y hated are the subspecies known as Roya[
Grifﬁns and Archgriﬂins. Gr:':fjrms mate ﬁ)r [g% and when their partner is attacked the_y will dg(‘end it to the death. For this
reason they are oﬁen considered the embodiment Of courage, [oyal‘[y and ﬁghﬁng spirit.

N . L
P By

1 When pmvoked, ﬂqey will not cease their attack until they have torn their opponent to shreds. Grﬂﬁns ﬁnc{ their victims using

| theirextraordinary perceptive sense of smell. After drawing near to their chosen target they attack by swooping down from ¢4 |

great height. Their muscular mass combined with their swift speed mean this blow alone is often enough to end the fight. 1f

however, the victim survives this aerial assault, the Griffin will immediately engage it in direct combat, making use of its sharp, %
curved beak and powerful talons. The wounds it deals are deep and cause powerful bleeding. .

e T — — - —_— -&\
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Most monsters don't actually keep any treasure in their lairs. Harpies, though - they like shiny things.
— Letho, Viper School witcher

It is hard to say what is most repulsive about Harpies: their hideous appearance, the overwhelming stench of rot and bird
excrement that clings to them or their bloodcurdling screech. Suffice it to say that even rats, who dwell happily among the
rankest ﬁeca[ matter and rotten waste, give their nests wide berth.

Sy ) m——

Harpy nests are most often found atop high cliffs or rocky ravines. Sure signs of having strayed near one are crumbling
human and animals remains, guano-streaked rocks and feathers littering the ground. Harpies hunt in flocks consisting of a
handful to up to twenty individuals. Though rather cowardly and cautious, Harpies fiercely defend their nests and will not ¢ |
hesitate to attack when outnumbering their foes. During combat they use their ability to fly to dive swiftly to |
strike their victims one by one before soaring back up out of reach. They can kill with their wings or their sharp beak and

talons. Once on the ground they move slowly and clumsily, and thus no longer present much of a threat. 3
s - - — e
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% In the mountains near the vil[age of Svorlag n Ske“ige lies an enormous complex of caves. For many centuries
they were given wide berth on account of the b[oodthirsty Ekhidna known as Melusine who had made them
into her lair. Melusine was a beast so powerﬁd some islanders worshiped her as a semi-divine being. Itis
presumed that a cult once worshipped Melusine as evidenced by the [arge winged statue located in the caves
beneath the mountains which she inhabits.

—— O P
P B

‘ According to fo[k[ore, Melusine is a ﬁmtin ine spirit Qf ﬁ’esh water. ¢ |
Oﬁen depicted as ha[f—woman and ha[ﬁserpent or —ﬁsh, similar to a mermaid. &
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Thin rachides, sparse aﬁer ﬁ'athers... An &rchgrﬁn. — Geralt qf Rivia, Witcher:

Killers of various stripes - mercenaries, knights errant, ambitious lawmen - try at times to compete with Witchers as
monster slayers. This usually ends in a massacre that not only does not solve the problem, but in fact only makes it
worse - the beast walks away ﬁfom the ﬁgh‘[ unharmed, enraged and out for vengeance. Such was the case in the
mountains outside Oxenfurt, where a powerful Archgriffin had made its nest.

Sy ) m——

Igni nor bombs dealing fire damage have no effect against this fire-loving creature. Opinicus can also deliver an acid

attack that can eat through even the thickest armor - leaving one vulnerable to its razor-sharp talons. ¢
Some scholars in nearby Oxenfurt revered the endangered species and acknowledged that the Archgriffin |.

aided in the local ecosystem. :

— — — — L i
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I'm not one to lie. Nor do 1 kill without reason. — Salma, succubus

A The witcher's investigation uncovered that a succubus named Salma was respons ible for the string of
b killings afflicting the Novigrad city guard. This came as a surprise, for Succubi do not usually commit premeditated,
cold-blooded murder. This is not to say they are not dangerous: they will at times kill on accident, when carried away
ona particular[y gushing stream of ecstasy. At other times, they kill in se[f—dqfense: though they have the look of ‘
slender maids ﬁom the waist up, their supp[e limbs hide incredible sf_‘rength. They are also invulnerable to ﬁre, the

Sy ) —m——

Igni Sign included.
O/ |
They present witchers with an intractable dilemma: does this monster, who wishes me no ill yet all the same often 9},
causes harm, deserve death, or mercy? /
) A
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g Out at sea, y(' you hear a beaufﬁ([ woman singing, turn the sht’p around at once. You understand?

% Even gf' it means saf[fng sfm:ghf back into a storm.— Arike of Ht’ndarsja{[, advice given to his son bg‘bm his _ﬁrsf solo voyage

o

% Like skilled hunters setting out wooden ducks to lure in drakes, Sirens lure men using their own bodies as decoys.

They can h’ansform to resemble beauﬁﬁ{l human maidens, though with tails covered in silver scales instead of legs. Once a naive
sailor gets within arm's reach of these beautgcu[ creatures, their fair faces suddenly twrn to fang—ﬁ“ed, ﬁsh—like maws, and [ove[y
tails promising unknown de[ights become sharp, death o{ea[ing talons. One legend claims Sirens were once ﬁ’iend[y towards men
and supposed[y were even known to accept some sailors' c[umsy attempts at courtship. Nowadays, ﬂ'ley are decidedly aggressive,

perhaps soured by the numerous kio{nappings of carried out b’y ﬁ’usb’ated sea salts. Whatever the truth, one ‘[k[ng is certain: these
days the monsters disp [ay no signs of good will, and so when spotting them one should immediately reach ﬁ)r one's silver sword.

Sirens usuaﬂy hunt in ﬂocks, making use of their numbers as well as their abilﬂry to move eﬂ‘orﬂessly through water and air.

On the gmund, however, they are virtuaﬂy d@tense[ess, and so a wise tactic is to damage their ﬁn—[ike wings to ﬁ)rce them to land.¢

Threatened or injured sirens will let out a terrifying shriek, leaving their opponents stunned while they escape — and their sisters °

SwWoop down ﬁ)r an easy attack.

Sl
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{1 C.) Unlike other monsters, Succublfee[ no desire to kill, do not crave human blood and usua“y do not mean any harm at all.
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? Again?! Good grief. woman, I'm spent...— Lester of Smallton to a succubus, a few days before taking a vow of celibacy

b’ They are motivated by one thing and one thing only: an insatiable lust. They try in vain to slake this by engaging in sexual
acts with any other humanoid species H’ley encounter. While it must be admitted that their "victims" rare(y put up much
resistance, this does not mean succubi and menads do not present any danger: their never-endin g advances, though
pleasurab!e at ﬁrst, have pushed more than one man to madness or even death. Succubi and menads usual[y can be found

near human settlement, inc(udiﬂg small vi[[ages and popu[ous cities.

They prow[ at night, though when stricken by serious need they will leave their lairs during the day aswell.

They shower their aﬁéctions on men as well as women, the young as well as the old, the ug[y as well as the beautifu[.
Some of them are parﬁcu[ar[y ﬁmd of pastors and other ho[y men, whose seduction they treat as a sort q)c game.

Though succubi are peaceful by nature, when forced to fight they will defend themselves fiercely - under the velvety skin of

their arms lie muscles of iron, and a blow delivered with their rear, goat—[ike [egs orthe thlckhoms on their head can easi[y é

AN

Ci'UlS"l bone.
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Naracche aen woed endicen [Let sleeping arachasae lie]. — Elven proverb

Powerful pincers, a maw filled with razor-sharp teeth and venom glands packed with deadly toxins — these creatures
constitute the Arachas' dead[y arsenal. Since peop[e and ﬁm'n animals make up an important part of these creatures' diet,
contracts on Arachasae in turn constitute an important source of witcher coin. Once native to the far south, this invasive species

migrated north over the course of decades, adjusting as it went to new climates and temperatures. ‘

;

1t found damp woodlands and swamps most hospitable and made them its home, making use of the much and moss found
there as blankets c{uring its winter hiberation. The Arachasae hides 'Ltsunprotected, sack-like abdomen under a covering of .

hollow tree-trunks worn on its back. At first glance, a stationary Arachas often looks like a part of the forest undergrowﬂ'a *
afact it uses to deadly advantage when hunting. 1t usually begins a battle by spitting venom, then tries to grab its prey with
prehensile feelers in order to drag it within reach of its crushing pmcers -~

s ———
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The spt’der shall never lie down with the ﬂy. - Oﬁerf pmverb

A similar saying could ga[n ground in our land concerning Arachnomorphs and every[h[ng unable to ﬂee them

— meaning mostly every creature in the world. True, the tillers of the earth and fellers of trees need not fear them in their daily

labors, ﬁ)r Arachnomorphs, as distant, post-Conjunction cousins of common spiders, Strong[y prefer deep, dark caves and
unﬁ“equenfed sodden swamps.

Anyone who does come across them, however, had best hope his conscience is clear and his worldly affairs ave in order, for his
life shall soon end, as not even the fastest man in the world can outrun them and only a few witchers can hope to slay them.

Even worse are the more aggressive and dangerous kind known as Arachnomorph Colossi, which are capable of devouring an

entire ox in seconds.
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That's the kinda _;'ohn we call an ‘armored arachas.' Hard and prfck(y on the otuside, but get im
undressed and everything's soft and squishy.— Foxy Lisa, Maribor prostitute

An Arachas' only weakness is its soft, sensitive abdomen. Some Arachasae hide this under hollow tree stumps, while
other, "armored" varieties exist which have grown a thick carapace that covers all the more delicate parts qf their bodies. §
An Armored Arachasae is a true behemoth. 1t uses its enormous mass to knock over and trample its victims then

devours their crushed remains. Like all Arachasae, it is high[y venomous, and thus Golden Oriole should afways be

consumed before fighting it.

I ——

It is also worthwhile to stock up on healing potions and crossbow bolts before setting out, for this Arachas' thick
plating can withstand a great deal of damage, making battles with it a long and exhausting affair.

. — i —— — - - ————
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Lazy, goody‘énnofhing men are sometimes called drones. That's an insult to endrega drones, who at least get qf their
arses to ﬁght.~ Eve()mn Harker, herbalist

é’ Endrega males — called 'Drones' — are g[uttonous creatures whose only aim in life is to eat, fight and reproduce.
Yet when venturing outside their nests, these aggressive hunters attack any and every creature they come across.
Endrega drones live but br[gf lives, the culmination of which comes in the autumn when they ferﬁ{ize the queen.

I ——

They pass the time leading to that moment protecting the colony's territory. Weaker Drones die in these battles, while the largest
and strongest survive. These elect individuals' genes are passed down to the next generation of Eﬂdregas, while they themselves
are killed after fertilization takes place and their bodies used to feed the hive during the long winter months. Drones are easy *
to identgﬁf thanks to their distinctive, cone-shaped abdomens. Unlike other Endrcgas ﬂftey can attack ﬁ‘om a distance, sending
out volleys of poisoned quills. As with all of their kind, bleeding has no effect on them and insectoid oil does them great harm.

e T— g — — - ———
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Scared of these endregas, are you? Just wait till you see the warriors.— Klaus Altman, forester

é. Endless waves cyC Endrega workers are enough to overcome most attackers, but when confronﬁng more dangemus
foes, Eno{rega colonies unleash their [arger, stronger members — the so-called warriors. This caste lives on[y to ﬁght,
and gets ample opportunity to do so while defending the colony's borders or conquering new territory. An Endrega
warrior's main weapon is its long tail, which is tipped with a club-like growth and spiked with venomous quils. Powerful
abdominal muscles allow it to swing this tail with enough ﬁn'ce to kill most lesser opponents in one blow.
Endrega warriors also use their mass and strength as a weapon by charging their opponents in an attempted to knock
them over.

I ——

As invertebrates with sectioned carapaces, Endrega warriors do not bleed profusely, yet recoil in great pain when hit
with a b[ade coated in insectoid oil.

e — ——
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! thoughf the workers were harmless. 1 thoughf wrong.— Janne the Gimp, trapper.

Endrega Workers are the most numerous, and thus the most ﬁequenﬂy encountered, caste of Endrega. Within the co[ony
their dut_y lies in bui[ding nests and cocoons, acquiring food and caring _for eggs and larvae. When threatened they will
summon warriors to aid them, yet iﬁfbrced to defend themselves they will — and do so surp‘r‘ising[y well.

I ——

Endrega workers are most oﬁen found ‘trave[ing in groups of habcdozen or more members. They move s[ow[y, yet when
attacking, they are capab[e of covering the distance to their victim in the blink of an eye. Like all of their kind,
Endrega workers are highly venomous. Their bite is toxic, as are any wounds dealt by the bony growths on the ends of their
limbs. They can also spew acid to great effect from a distance of several paces. Their usual tactic is to surround their enemy

and attack from several sides at once. Like all insectoids they do not suffer particularly from bleeding...

s — r— = A= —
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| \ Among the ﬁ!scinaﬁng ﬂom and ﬁmna of' the ducky of Toussaint, one also encounters creatures g(' the dec{ded[y
% unp[easant sort, such as Giant cenﬂ'pedes. Not on[y do these beasts look hideous to the eye, they can do colossal damage to the
]é ﬂesh aswell. 1 decfded[y advise against them. — "A Visit to Toussaint,” one @(‘ the many guides authored by Peterin Szyqes
L

Giant centipedes are enormous, insect-like monsters which can be found in many p!aces in the world, but are parﬁcular[y
common in the lands of Toussaint. There tfqey oﬁen dwell in close comity with Shaelmaars, ﬁ)r a sort of monstrous Symbiosis has §
devcloped between them: giant centipedes ﬁzed on the small creatures which eat Shaelmaar dung. Hard chitinous armor covers

near[y the entire body of a giant cenﬁpede. Sticking out ﬁom under this carapace are rows of hooked limbs.

They are able to burrow into the ground with skocking_speed, on[y to then appear back on the mrface in another p[acc.
Once they select a target, they will circle it determinedly, trying to get close enough to deliver a blow. They attack primarily with ¢
their powerful mandibles, but they also possess glands allowing them to spew acid. The greatest obstaclewhen fighting giant
centipedes is their thick armor, which deflects most blows not only from weapons, but also from magical means. When attacked $
with a weapon, they will often parry the strike, then quickly reply w;th their owlmjbrce;rfi,{[ counter. N
A

I
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It attacked us... Gods, | dunno what it were, but 'twere at least ﬁ)ur spans high!

— Velen peasant woman

Velen's woods and bogs brim with monsters. This fact is well known, and thus when the war drove refugees into
this hostile land, certain of their number thought to avoid the dangers of the lowlands by hiding in an ]
abandoned mine. They were in ﬁ)r an un_forﬁmate surprise.

The shaft they chose for their sanctuary was inhabited by a poisonous arachas - a merciless and bloodthirsty
monster. The Arachas had dwelled in the mine for years and had grown large and particularly strong and
resilient in that time. Like other members of its vile species, it would be dangerous both at close quarters and

at a distance. T Lam AT s
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™ The old fbo[ can‘-te home all black and blue, claiming kikimores had attacked him in the woods. Who does he take me ﬁ:fr?!’
: % His mates worked him over because hed cheated at gwent. f itd been kikimores, hed be dead. And 1d have peace at [ast. —
é Lavinia, wg‘é of a Beauclair fnnkeeper
| 9

Kikimores form colonies, making them similar to communal insects such as ants. A Kikimore colony is ruled by a queen and
1§ organized into something of a social hierarchy. Kikimore workers take care of hunting food and bringing it back to the nest, while |
Kikimore warriors d?ﬁ?nd the nest against attackers. A worker on its own can be easily killed by even a weak person or a child.

——n O
I ——

1t is rare indeed, however, to come across an isolated individual, for Kikimore workers usual move in groups of a few to a dozen or

so members. The on[y dgfense against a swarm of Kikimores available to a normal person is to ﬂee. And not even that is
guaranteed to work. Kikimore workers listen to orders given by Kikimore warriors. On command, a swarm of workers might ¢
begin burrowing tunnels near potential prey to allow for a surprise mass attack. Eliminate the warrior guiding a swarm,
however, and the workers will disperse and cease digging. Kikimore workers are nimbler and quicker than warrriors.
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Never have 1 seen such a creature! 1t was like a Stant cen tipede, but white, utfer(y white!
— Account (f Doctor Vittorius de la Vega a}ﬁer the _ﬁrst encounter with the Pale Widow

This rare variety of giant centipede dwells in underground lairs and owes its name to its unusual, pa[e white
coloring. Like the more common giant cenﬁpede, its body is covered in hard chitinous armor, with numerous |

hooked limbs sticking out ﬁom underneath.

I

Some scholars raise these creatures in [aboratory conditions ﬁ)r the properties of their albumen,
which makes an excellent base ﬁ)r the brewing of mutagenic potions.
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Bar(ey nicked me, 1'll be _ﬁne.—- Last words (y(' an unknown hunter

Though all Arachasae are high[y venomous, this breed produces an especia“y strong toxin. A few dmps are enough to kill a
grown man — unless that man is a witcher, whose mutations will neutralize small amounts of this venom. Large quantities,

however, will kill anything they touch, with mutations cm[y pro[onging an inevitable and painﬁ&[ death in such instances.

Venomous Arachasae pmduce colossal amounts of this toxin and dep[oy it during combat in many ways.

I

Before sh’iking, a venomous Arachas will cover its pincers and teeth with a thick coating of the dead[y [ic[uid. 1t will then

squirt the venom at its opponent to weaken it, and once locked in direct combat, will continue spraying the noxious ooze
all around itself, meaning every breath brings its victim closer to death. Like other members of this species, ¢
venomous Arachasae use prehensile feelers to grab and immobilize their prey. When attempting to fight such a creature
it is highly encouraged to attack from a safe distance with crossbow or bombs before dealing the ﬁmshmg blowswitha  §
silver sword enhanced with a coating of insectoid oil.
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Seen a lot o' ugly critters in me life - morays, lampreys, blobfish... But never nothin' like this!
— Bjorg, Kaer Trolde shipbuilder

The bay below Kaer Trolde had a pernicious reputation. At times ﬁshermen who chose to cast their nets in its waters
would never come home again. Something would drag oarsmen off their longships or knock the ships themselves over.
The locals blamed this on sea devils - the Ske[[igers' name ﬁ}r Drowners. The truth, however, proved far worse.

——r T P
Iy

A water hag had made her lair in the caves beneath the c[iffs of Kjerag. An old and experienced water hag.
With powerful claws able to demolish any attempt to block or parry. And, the ability to blind opponents from a
distance, then strike with a lightning-quick counterattack. Signs would be needed to best her - Yrden, to slow her, and
Quen, to protect from her blows. Needed most of all, however, would be a great deal qf[uck
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An alghou[ 5 bas:ca[b/ a badarse ghoul — Yarpen Zigrin, dwarven warrior

A[ghou[s d@ﬁer ﬁ'om normal Ghouls in size, strength, co[oring and, most importanﬂy, inteﬂigence. Ghouls are primitive
- creatures unﬁt to p[an even the simplest ambush, Hftey are however, capab[e of forethought, and are thus much
more dangerous. Ghouls seem to possess wits enough to at least know a brighter mind when they see it, aﬂowing Alghou[s to lead
their packs. A pack will terrorize all in its path, aﬁadeing not on[y lone travelers but also caravans and even fannsteads. ]
When encountering such a pack the Alghoul should be eliminated as a first priority, leaving the other beasts for once their leader is
gone. One must be parﬁcu[ar[y carqﬁt[ when ﬁghﬁng A[ghou[s around dusk and at night, as they ﬁght with doubled strength.

o~ &

ents to the ground so the others can finish the Job

During combat, Alghouls try risky maneuvers aimed at kno : ir op
0 _[ can faﬂ into a ﬁ‘enzy and attackmth Mﬁuy

byteanng them to shreds. Like a normal Ghoul, an i
serienced Witcher lmcrwg tuget outqflfsway 0
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When at the wafers edge, you goifa be quiet. First (yr all, so as not to scare the ffsh .S'econd S0 you don' tatfmct drowners. —
Yanneck ryf Blaviken, _ﬁs erman

® A Drowner resembles a corpse dredged from the bottom of a pond. 1t is a sickly blue/green color, with slime and sludge oozing
out of every pore and the acrid stench of rot wafting off of it. That is why it is often thought Drowners arise from the bodies of
those who drown in shallow water: lost travelers faﬂ[ng into bogs, children who swim too far ﬁ'om the shore or inebriated pea.santsi
who stumble oﬂ narrow swamp trails. Like so many other be[iqfs about monsters, this one is fa[se. While Drowners do look like
humans from a distance, Witchers have reported the numerous ways in which their anatomy d@ffe}'s from our own. Their scaly
skin, gills and dorsal fins suggest Drowners are an entirely foreign species. The adaptations mentioned make drowners excellent

swimmers, well-suited to the muddy waters o_f the ponds and lakes in which they dwell. They oﬁen cluster near human
settlements, which are for them an excellent source of food Coward[y creatures by nature, they usually stick to eating s g
they dlg out of rubbish pl[es and animal carcasses. Yet f a [fme h'ave[er or careless ﬁsherman strays into their te
turn ﬁ'om scavengers to ﬁaarsome predators They can aﬂ:ack wd:h [Lghtnmg speed takl g theqf‘vfﬁin ' / SWrpr e
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If night ever catches you in the swamps, stay put and wait for dawn, even if it means standing waist-deep in
water with leeches crawling down your trousers. Most important of all, if you see a light in the fog, never, and 1 mean
never, go towards it. — Johannes Strudd, guide

Fog is the traveler's ﬁle. In the ﬁn’est, it can make one lose one's way, at sea, it can send one sai[ing into the rocks. Yet

such dangers are nothing compared to the monsters known as fog[ets which sometimes lurk within it.

g ) m——

These creatures have powa}ﬁl[ arms and claws like Zerrikanian kiry'a[s, yet what makes them h’u[y dangerous is their

mastery qf decepticm, begui[ement and disorientation.

Many times they need not attack at all, instead Simp[y driving their prey to madness or into boggy
marshlands, after which they wait patiently for it to drown in the muddy waters. Foglets can also create illusions of Q
themselves that can cause physical harm, while the real Foglet stalks the area. Damaging the illusions disrupts them,
and can reveal the foglet's [ocaﬁqn

—— —— - — e~ —_—
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Ghouls creep and crawl at night. E;tting everything in sight. In a snap theyd eat you, fo. Chop you up ﬁ‘rzghou[ish stew!
— Children's rhyme

s Ghouls are hard to describe. In part, they resemble humans - yet on the whole, they are the utter negation of all that is
human. Though they have arms and legs like men, they walk on all fours like dogs or badgers. Though they have eerily
familiar faces, one searches them in vain for any sign of sentiment, reason or even a spark of consciousness. They are driven by
one thing and one H1ing only: an insatiable cravingfbr human ﬂesh. Ghouls usually feed in small groups, at times led by an
Alghoul. Since they delight most in the taste of fresh carcasses, they appear wherever newly-dug graves are to be found:
cemeteries, crypts, catacombs and ba&lgﬁelds

p.
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laying out a welcome mat fér monsters! Best case scenario, some ghou(s will sn&'ﬁw them out, eat their _ﬁﬂ and
be on their ghou[ish way. But :ﬁ gods ﬁ)rbfd, a grave hag takes to ﬁeding at your cemetery, you I have no end (f
trouble. — Jacques de Villepin, Oxenfurt Academy

D

Few monsters' names ﬁt as well as the Grave Hags'. As one might guess, these creatures resemble aged, dgﬁ)rmed

P O P

women and loiter near graveyards and ba’ct[gﬁe[ds. Grave hags feed on human corpses and in particular on the

rotten marrow which they s[urp ﬁom human bones using their [ong, prehensi[e tongues.

Oncea hag has devoured all corpses within reach, she turns to ki[[ing men and buvy'mg them in the cemetery
as she waits ﬁ)r them to decompose. They are territorial creatures. Their lairs re/semble caricatures of human

homes and are common[y built near burial sites.
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Careful, sir, a monster prowls the bog. Enter the mist and ye'll never see home again!— Les[av, peat digger

The monster haunting the peat bogs of Velen turned out to be an ancient Foglet. These are exceptionally
long-lived creatures - some have even dwelt on this earth for over two hundred years, growing stronger and
stronger all the while. Blows dealt by Foglets of such an age carry so much power blocking them is out of the

|t
question. >
{

Furthermore, they can meld completely into the '_"_
Wearmg hea:vy armor or making good use qf the (




. MOURNTART

!. ¢ Somebody's doing some cooking... This... it's a human femur... a child's.

SR D)
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— Geralt of Rivia

Most Grave Hags rarely attack humans, prg%rring instead to feed on the rotten remains they dig out of
graves. Yet some individuals grow bold over the years and begin sneaking into huts to steal children and kill
the elderly. Just such a monster was tormenting the inhabitants of Lindenvale. Be wary and watch out for her

g ) m——

]OOW(.’UqA[ c[aws, capab [e ofsmashing H’U’Oblgl’l any b[OCk oy parry, and her ’.O’l’lg, VENnomous tongue .

Her attacks are so swift not even a Witcher’s mutated reflexes would be able to keep pace - meaning only
Jjudicious use of the Yrden Sign would allow the foe to survive and conquer.
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MUCKNXER
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Mucknixer is the name given by humans to a dangerous species of

dYOWYLGY and drowned dead

Sso0e D4}

They are diﬁterent ﬁ'om their brothers in look. 1t is commonly thought that these creatures arise
ﬁ'om the bodies of those who drown in shallow water: lost travelers fa”ing into bogs, children
who swim too far ﬁ'om the shove.

Sy & —

This opinion is as widespread asitis fa[se, for the beasts are in

fac’c another post- Cory'unction relic. [T
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H E Course it r;cjf;s_,—?:hink fhe_y’re Ca[fed rotfiends because fhey smell like roses? — Vesemi:; witcher of the of the Wolf School

Rotfiends resemble decomposing human bodies that have been stripped of their skin. Their presence is given away by the
§ overwhe[ming stench qf the rot which gives them their name. Rotﬁends and Devourers were once rarities, but in the
present age Qf constant wa}fare and violence they have become a veritable p[ague, pavﬁcu[ar[y around batt[gc[elds and in

—— D

¥ | disease-stricken areas. Though they feed mainly on carrion, they will at times attack the living. 1

They usually feed in large groups and thus present a danger to [one travelers — especially considering their speed, which

is more than a match for a horse at full gallop. The ad's decomposing body is filled with gasses which are poisonous
even to those who, like WLtchers, are immune to most other hese emissions are also htghbr ﬂammahié, meanmg ‘;j

0 an,exp[osmn This is parttcularly likely after a Rotfies O

argr spark not to mention a careless[y—cast lgm sig_lg
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houghf it was just a pi(e cyf rotten meat - till it started to move! — Thibaut ﬁom Beauclair

Scurvers are Rotfiends' larger cousins. The bodies of these hideous, vaguely humanoid creatures ave covered with rotten
scraps cyc ﬂesh, under which lurk even more rotten muscles stretched around a strong, ﬂcxible skeleton. Scurvers, which
feed on old, rotting corpses, prefer to make their hunting grounds in abandoned torture sites, forgotten graveyards and
old baﬁlgﬁelds. They are very aggressive and, thougl’l they feed on corpses, {f ﬂ'ley come across a [Ev[ng person they are
likely to attack. Thus when wandering near any of the above-mentioned places, one must be especially cautious. Scurvers
usua[[y ﬁ:ed undcrground, but sometimes, when ﬂ'ley catch the scent of a human, ‘[fqey crawl to the su}face in a matter of
seconds and attack their potential prey. While fighting them one cannot afford to forget about their special boney spines,
mzor—sllqarp protuberances sﬁcking out ﬁ’om their skeletons. When a scurver is near death, the gasses and enzymes
gathered within its body cause it to explode, flinging these spines out at great speed, turning them into one last deadly

weapon in their arsenal.

g ) m——

GAPCGES

To protect oneself against damage from these spines, one should make prodigious use of the Quen Sign.

T e — - ————-
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SPOTTED WIGHT
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The best defense against spotted wights? Stay calm and leave them alone. — fragment of a treatise on spotted wights by
Roderick Giligan.

6 Spotted wights were a subspecies of Wight which the Witchers drove to extinction. They were larger than their unspotted kin
and owed their names to their numerous blotches and effusions. Spotted wights would most often dwell in derelict cemeteries
and empty wildernesses, yet at times took to [[ving in abandoned human domiciles. There ﬂqey would indu[ge in their greatest

passion: creating brews ﬁ’om their own emissions. When not disturbed, spoﬁed wights would not act agg‘ressivc[y. ]fthreatened,

however, they became very dangerous indeed. In the colder months or when faced with an unseasonable chill, they would slip

besting them, based around carcjch[ casting of the Yrden Sign —orat least, so claims Witcher lore...Whenever Witchers swear
they have driven a certain species of monster into extinction, someone claims to have seen a member cyc that species wa[king
around in apparent health, most likely we are dea[[ng with a curse. It tumed out thiscreature was in fac_ta woman

transformed into a monster by a curse many years prior, as punishment for refusing food and shelter to a wandering beggar.

— — —— e — — =1

into a state of lethargy, making them easy targets. Even during their active periods, it is said the witchers found a surefire way of

- \a@

(P

=

g ) m——



— T P

- i - 3 pet
q@ Folk say water hags are drowner's wives. ff that be true, 'tain't no wonder why they’re
1 (b such ornery bitches.— Shemhel of Dregsdon

| - L | )
. N\ ’

\

| WATER HAG

Some tales mention Water Hags and Swamp Bints masquerading as lost old women to lure travelers
back to the rickety shacks they build in the wetlands. In truth, only a blind man, ora sighted man blinded
with drink, could mistake the rank sludge and rotting carrion of a water hag's den for a cozy cottage, and the

Iy

hideous hag herse[f for an innocent grandmother.

Their wrinkled, wart-covered bodies stand near[y two yards tall, with skin the color of a [0ng~dead
cadaver and stinking of muck and fish. Bony growths two spans long stick out from their backs, with hair &
like a tangle of seaweed and claws that would make a werewolf proud completing the picture.
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sheﬁnalb'becomesa Vater Hag.
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she stilikes to dance naked in the moonlight and make immoral proposals to any passing youth ok
-Afolktale passi I
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They say the dead like quiet. | don't know about the dead, but w{ghis certafn[y do.— Heinrich Von Grott

Wights are ghasﬂy and threaten[ng in appearance, one should not approach them with sword drawn or attack them
unprovoked. Leﬁ alone, they present no serious danger to anyone and are far morve interested in mixing noxious brews in
cauldrons than in ﬁghﬁng. This species main[y lives around ancient burial sites, though ’[hey have also been Spotf:ed near more
recent[y—ﬁmnded cemeteries and wherever mass graves can be ﬁ)unc[. Wights spend the winter months in a state of lethargy
very similar to human s{eep. They live sh‘ict[y So[itary lives —- in ﬁict, itis pracﬁca“y unheard Of ﬁ)r these creatures to appear in
groups. Yet when they fear their territory is threatened, Wighfs {Tangﬁ)rm into dangerous foes and even abandon their solitary
ways to summon other monsters to their aid. 1t is a certainty that gc a Wight ﬁnds itsa{f in dangen it will immediate[y spew out .
an ectoplasmic solution which near instantaneously transforms into barghesfs. These beasts obey the Wig"lt and
attack anyone it deems a foe. If one of them is killed, the Wight tries to replace it at once.

'

The best strategy when fighting such a Wight s to take out the monsters guarding it with the Axii sign before attacking the
wight itself. Wights are resistant to poison, but vu:.__;hqe_w:ﬁb e to silver.

s e —— W

e




——r T P

e S -

Many things ﬁi[[ ﬁom the s/ey other than rain and snow. Frogs, ﬁr examp!e... And the Cloud Giant. — Sibald
"Fang” Faalde, shepherd ﬁom Fox Hollow.

;

S The Cloud Giant is most like[y a degenerated i[[usory being. He is an inhabitant of the castle in the sky in the

Land of a Thousand Fables. This land was abandoned and [eﬁ untended for years, during which time it began to *

rot, fester and degrade. The Cloud Giant was most like[y meant to be a p[easant—natured strongman who would
carry the duke's young daughters on his shoulders and never grow tired. When he became degenerated and

‘ overgrown, however, he turned into a dangemus monster.

After Jack stole his goose that laid golden eggs, the Cloud Giant decided in the future anyone who climbed
onto his cloud would be tossed off; without a word of warning.

« LXXXII
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How about this... we take a [atg stake, sharpen its tip, jam it in the qyc{ops' eye — then
sneak out (f the cave disguised as sheep. How's that not a good idea?
— Odess Thaka, traveler. Died bagfca[[y on Spt’keroog

Cyc[opses can easi[y be recognized by the sing[e eye located in the center of their foreheads.

I

]ffor some reason that is not visible, other tell-tale signs are their enormous size,
incredible strength and a seething hatred ﬁ)r all humans.
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| % de Launfal, and Guillaume de Launfal met as they were entering Toussaint. He had the strength to pick up
'g and throw a horse with only a single hand. He used the millstone of a destroyed windmill as a huge club.

]

According to legend, Golyat had once been a knight who violated his vows, for which he was punished by the
Lady of the Lake. Transformed into a giant, he fled into the mountains and would only descend into the
inhabited lowlands when hunger forced him to it.

Iy

There's no knowing how much truth lies in that legend, yet it is incontrovertible fact that this dangerous giant ¢
gobbled up shepherds and sheep alike, and was so widely feared, governesses used him to scare children into
eating their vegetables. Though he came across as a wild, unthinking beast, Golyat used simple tools and any

item could turn into a deadly weapon in his powgg‘id hanlds

r— T —————, " — T g —
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Kaer Morhen (Caer a'Muireheng‘meaning Keep of the Elder Sea) is an O[d_keep where Witchers oft hool 'of the Wo[f
used to be trained. The name is a corruption. oﬁ Caer a'Muirqhen, 'revea[ifg that -‘t?’ "L{S'ed to be sea:around. it, which is
% further indicated by the presence of foss[[ized &ea Credtures érﬁbedﬁéd inthe stones.on whichii waé?b ilt. However, by
» LY . . . J ‘N' ‘TK : s !-., Vie -'_. 1 i .. q’“’;__ ! 3 s
.,:éhe 1200%s it is located in the mountains of the kmgdomgf Kaedw:it,..l?'_aght oﬁr . nllech river. ﬁ '
L} . C {.. ]
In older times, Witchers trained and underwentl rﬁ'utatibns héfe:%uﬁ fanatics whO"’C&sidered Witchers an abomination
attacked the k'eep and killed most of the teachers and students. Vesemir was the last known Witcher to live in the keep,

although other Witchers sometimes rested here between their ass ignments, oﬁen during the winter, aﬁer which they set

out on The Path again.
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Ye or anyone ever heard of a beast settin' a wagon in the read, then waitin' in ambush? They 're too ploughin' dumb for
that, dammit! — Egil, warrior from Hindarsfjall

Your average Nekker is cowardly and weak and only ever attacks in groups, even then only when the group greatly
outnumbers its opponents. Yet at times there will appear among them an individual who towers over the rest in terms of
strength, stamina and cunning. Such Nekkers are usually called warriors, though that name is misleading. Warriors fight

Iy

with honor, face to face. These overgrown Nekkers act more like assassins - they strike by surprise, from hiding, in the
back, orwhen their opponent exposes himself while attacking.

Such a monster lived near the village of Larvik on Hindarsfjall - and not even the strongest of islanders were capable
of slaying it. A witcher though... A witcher's another story.

» LXXXIX



, Fled one time in my life. From the Ice Giant. And know what? I'm not a bit ashamed.
', — Rasmund Kvaa”g'e, Clan Tordarroch oarsman
]
L
This pOWEI:ﬁ{L primeva[ monster is quite possib[y the last of its race. The lce Giant resembles a man in many
respects, but is blue as frost and taller than a tree. Though it seems capable of reason, all attempts to

4

communicate with it to date have ended the same way —ina quick and painﬁA[ death.

——r T P
I

l The lce Giant is known on[y from tales and second-hand reports that mix fact with [egend.

4 Skelliger claim its skin is blue because it was born of snow and ice, which is, of course, clearly impossible,

though it does indeed seem capable of withstanding the fiercest frosts and in fact seems to draw strength
from them. P
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, ‘ Our winter's cold and a'eep, ﬁosfbife eats your féef, snow ﬁz([s down and hides the ground and

i ﬁ)r a tasty meal. Lucki[y Ice Trolls live atop high mountain ridges so inaccessible tkey rare[y encounter humans, and some suppose |

Ol

ice trolls wake ﬁom s[eep."— fé[k song heard in northern Kaedwen

!
4 Climbing to the top o_f snow-covered peaks is never a safe endeavor. One can s[ip and ﬁt“ into a ravine, be buried in an

avalanche or stumble across Ice Trolls. These permagﬁost—dwe“ing monsters treat every man they encounter as a possib[e ingredient

I

this is why they have not mastered the basics of Common Speech. Others claim their harsh mountain home has sh’ipped them of
an abi[ity they once possessed, ﬁ)r in a land of never- ending cold there is no room for mercy or undm’standing. Tce Trolls are
crueler than their mcky kin. Though they use similar tactics in battle — tossing stones and swinging with their mighty ﬁsts - they -
are heartier and stronger than rock trolls and thus more c{angerous. Like rock trolls, their backs are covered in thick protective ¢
armor, meaning one should never strike them ﬁ’om the rear. Meanwhile their mass means that the Aard Sign cannot move them.

Lastly, never think of attacking them during a blizzard. At such times they draw power from the surrounding
cold and fight with increased strength.

e —— - S — ——— w.




Take heed, gents, there's nekkers under this here brfdge. j’f you all cross at once, without s(owing or stopping, there's

nothing to _ﬁ’ax But gf your cart throws an axle and you get stuck out there... Well, close your eyes and pray to Melitele.
' — Kurt Hammerbach, city guards'man in Vengerberg

A lone Nekker is harmless. Five are dangerous. Ten can kill even a veteran monster slayer. Particularly troublesome are the larger,
stronger individuals known as warriors, as well as the rare breed of Nekkers known as Phoocas. Nekkers live in the dark woods that 1

grow in damp, mist-filled valleys, in colonies of one to several dozen individuals. They dig deep burrows for lairs and connect them

I

with a network of narrow tunnels. Using these passageways they are able to move at great speed within and around their colonies.

Nekkers always attack in groups and by surprise. They try to surround their prey as quickly as possible, cutting off all escape ¢
routes. Lucki[y their attack is for the most part disorganized, fov Nekkers are not g@ftcd with great courage and individual
Nekkers will qﬁen hesitate laeﬁ:re overcoming their ﬁ:ar and striki.ng. When ﬁghﬁng them one can use this moment of
hesitation to kill the braver individuals bqﬁare ﬁni.shing of those who remain in the back.

r— ——— —— ~—— —— o :——-—:.'—"-:-
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@ Man must riddly talk. But no tricksy. Or troll boom man head.— rock troll dwelling in a cave on Undvik
!
o

If while hiking high in the mountains you come across a walking stone, do not think your eyes deceive you. Instead, draw your
sword for before you stands a Rock Troll. True, not every encounter with these creatures ends in a fight - while not particularly

inte“igent, trolls are capable of reason — but it is better to prepare for the worst. Otherwise, your hike might end not on the
summit, but in their stew. Trolls are able to use fire and simple tools, and some of them have even mastered the basics of Common 1
Speech. Though linguistic nuances such as conjugations and declinations escape them, they are extremely fond of viddles, rhymes

and all sorts of wordplay, a fact a Witcher in possession of a bit of wit can use to his advantage. If a fight proves inevitable, one

must watch out for the stones these trolls throw with great strength and shocking precision. Their powerful, heavy fists also

present a danger, for they can buckle even the sturdiest breastp[ate or cuirass. Since their backs are covered in a layer of rocky ¢
growth, blows delivered ﬁ'om behind will not do them much damage.

Iy

They must thus be _fought directly, sta.nding ﬁ;tce to face —and prc_ﬁerab[y armed with a sword covered in a ﬁ‘esh coating

o — ——————— —_— -~
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o_f ogroid oil.
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| Thems in-walk troll house. Troll say, "Out mans!" But fhej/ wham-a-wham troll rocks. So troll wham, too!

— Rock troll known as Wham-a-Wham

!
g Rock trolls come across as dim-witted, ponderous, slow - stupid, to be frank. It's easy to dismiss them - and even easier to
enrage them. When this happens, one's best bet is to run as fast as possible, for an angered rock troll is as deadly as a thundering
landslide. The truth held in the case of the massive rock troll known as Wham-a-Wham. His every blow struck like a battering |
ram - meaning one needed either avoid them entirely or protect oneself with the Quen Sign.

I

Its hard skin meant it was near invulnerable to sword strikes - especially those dealt from behind, where its rock armor is the
thickest. The only hope for defeating it lay in taking advantage of its typical troll slowness - especially if further exploited ¢
using the Yrden Sign. A certain set Q)C Skeﬂige miners learned ﬁrst—hand Just how dangemus Rock trolls can be.1 gnoring all

warnings, i’hey started to mine a rich silvervein in the cave which Wham-a-Wham called home. They died soon thereaﬁen
crushed or torn to rough bits. This time, a troll's kiuings were ajustiﬁad act qF se!ﬁdgﬁmse
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Chorts are smaller than fiends, true. But still big enough to kill. — Agnes Thistle, herbalist from the Black Forest

Chorts are the somewhat smaller kin of Fiends. Yet any witcher who thinks their diminutive stature means they present no
danger commits a grave error — the kind that can end his career permanenﬂy. These denizens of dark and ancient woods
are some of the most dangerous monsters known to man. Legends often mistake Chorts for Sylvans, ascribing to them the

ab[[ity to speak, stand on two [egs, gobb[e up cabbage, p[ay pranks and work mischief around the household. :

I

The arvival of a true Chort in a region soon puts an end to such tales. The creatures do not speak, at best communicating with J

each other through grunts, snorts and moans. They get about on four legs and as for their "mischief"... they destroy

farmsteads, devouring anything that can be devoured, including the family dog and then the family itself.

Chorts fight with little finesse, running straight towards their opponent and trying to knock him to the To

force of their charge. After downing their foe they bite, kick and strike with their claw- t'q?ped pms, e horts i
regenerative powers of their body aﬂowmg any wounds they receive t? hea[ at a rapic
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Sister crones, hand in hand, terrors of the sea and land, thus do go about, about: thrice to thine and thrice to mine, and
thrice again, to make up nine. Macveth, Act 1, Scene 2 The isolated corners of our world harbor creatures older than
é humans, older than academies and mages, older even than elves and dwarves. The Crones cf Crookback Bog are such
creatures. No one knows their true names, nor what breed of monstrosity they in ﬁlct are. Common ﬁ)[k have given these
three sisters the names Weavess, Brewess and Whispess, and call the threesome "The Ladies of the Wood" or simply "The
Good Ladies." The Crones act as the true sovereigns of Velen, whose inhabitants they he[p survive thmugh harsh timesin |
return for unquestioning obedience.

I

They wield powerful magic, but one different from that of mages. They draw power from water and earth and are bound to
the land in which they live. The Crones can hear evelything'th'at happms in their woods, predict the ﬁlture, twist the threads ¢
of human lives and bring blessings as well as curses. The Crones seem for all intents and purposes to be immortal.
Magic elixirs keep them from aging and allow them to take the appearance of young women. Thes el and their
mystical ties to the swamps in which they live also give them supematur’él sh'eréth?nqu[tahty =

) y 4 .
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Your package? Your brother picked it up. You know, you two're damn near identical...
Hey! Where you running off to?!— Hanne K[uge;; postmaster

Dopp[evs, also known as vexlings or change[ings, are beings able to take on the form of any humanoid or

animal they p[ease. This f:ran.gconnation is no mere illusion able to be shattered with a simple spe[[, but an ]

authentic and comp[ete metamorphosis. This means no protective amulets or witcher medallions will signal a
Dopp ler's presence - they emanate the same aura as the being whose form they have assumed.

Y P
p—y
I

This, combined with their incredible intellect and cunning, would make Dopplers supreme assassinsor ¢
thieves - had not nature endowed them with generous and timid spirits which make them avmd the
shedding of blood at all costs. ) ;

/ d o - - P
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I regret to f:y(brm Your Grace that Your Grace's son fé[[ while hunﬂ'ng a ﬁena'. He died on the spot, a[ongwifh his squire, his
g guide, the beaters, his peasant entourage and his hounds.— Kavin _]e[[, manager gf the W[[epfn Estate near Vizima

Y Fiends are wa[king mountains of e capped with horned, tooth—ﬁ[[ed heads. Tf'tey live in thick forests, swamps and bogs.
When possib[e ’[hey avoid humans, but when not possib[e, ’[hey kill them, and without much dgfﬁcu[ty Their size alone makes
them extreme[y dangerous — one blow ﬁom their powerfu[ paws can kill a knight along with it's ﬁd[y armored mount.

Their enormous l'leﬁ also makes them invulnerable to Aard: even witchers Specia[iz[ng in the power of Signs could not move
one even an inch. Furthermore, any wounds H'Ley receive heal at [ightning Speed. ]fthat weren't trouble enough, Fiends need
not re[y on their s{'rength and stamina alone with ﬁghting. They can also call on a more reﬁned weapon: the third eye located
in the center of their forehead, which they use to draw their prey into a state of l‘[ypnosis. During these times their victim does o
not see anything beyond this single burning eye — the last thing they see before their death.
A Fiend's only weakness is its fear of loud noises. Furthermore, a blade covered in re[tct oil can mcrease awltcherschances of
victory — or at least of walking away from the ﬁigh’c :

I
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The devil Fugas held a very prestigious and responsible position during the Crones' sabbath: that
of goon restricting access to the peak of Bald Mountain.

He in no way resembled Torque, the irritating but harmless "deovel" the Witcher, Geralt
encountered many, many years prior. Fugas' size resembled that of a somewhat overgrown troll,
and he likewise displayed a troll's lack of subtlety. There was not a jot of mischievous puck or
cunning verbal trickster about this "devil."

L
4

Instead, he carried out his task with the commitment and pfg’o_féssionalgm gf a
Novigrad bouncer. B i

I
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Not too {ong ago the areas around peasant hamlets were chock ﬁ{[[ @" guam'fan spirits. %day it's ntgh unto fmpossib[e to spot a
brownie, bucca or lutin. And godlfngs, they are a(ways the ﬁrst to go. Such is the price we pay fbr civilization's ﬁmvard march.
— From the prg(éce to "The World We Have Lost," by Pr@%ssor Dorregaray

Godlings are woodland creatures dwelling in burrows and moss-covered hollow stumps on the outskirts of human settlements.
They are similar to children in behavior and appearance, and, like children, de[ight in misr:hi(:f God[ings are deep[y rootedin 1
their home territory and perform acts of care and guardianship to those dwelling near their burrows. They watch over people as

Y P
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well as animals, but, shy creatures by nature, they try to do so while remaining unseen. Godlings are drawn to joy and innocence,

and so delight in the company of children and usually only show themselves to the young. These hard-working and clever 3

creatures gladly perform small services for those in their care, asking only for respect and payment in the form of food or
cast-off tools in return. They are easily offended by churlish, ungrateful or simply rude behavior:

—

Godlings also treasure their peace and quiet. When the village a godling watches over b es fQo p'_ vdgus or d:s ﬁﬂmbltants
4 ﬁalget the old ways, it will abandon its burrow _for good and walkx off to destinay ionsn
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1% gods‘"ﬁ)rbfd I get soaked fhmugh and catch a cold at my age. So | crawled into a cave. And there inside, somefhfng roars at me!

——t O P
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Happened like this... A nasty rain caught me while 1 was out in the woods, so 1 thought to in'fz)/se_f),r "1l hide in some hollow, ﬁnf
Tore out cf there so fasf, wind had dried my coat by the time | got home. - Velis Stail, herbalist

No one knows exactly when the Spriggan called "Grottore" first made its home in the caves at the foot of Mount Gorgon.
Spriggans usually prefer isolated backwoods and rarely make dens in caverns. Yet Grottore seemed to have taken a liking to ;
"grottos," giving rise to its nickname. The monster was quite well-known among Beauclair knights, who often talked of it as a 4
potentia[ source of great g[ory. None were parﬂcu[arly eager to ach;.a[ly engage the monster in combat, however — none, that is, {

except for the young Knight Francois Grottore proved to be a demanding_ ﬁ)‘e. Grottore possesses the ability to teleport, meaning it
will, most likely, appear directly in front of it's challenger and mount a surprise attack, dealing strong blows that are ¢
impossible to parry.

1t used primeval magic to control tree roots, which would shoot ﬁ'om the ground on its C"mﬁd{_ﬂleaﬁng;si_ gn“ n
damage toany in their way. | j S fjican
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Here about the contract? Any idea what this monster is? Naye, but proper huge it must be.
Sfaughtered no less than a dozen wolves — Conversation overheard in Lindenvale
y Oneis hard~pressed to name another area cf our world more thorough[y riddled with monsters than Velen.
There is on silver lining to this sad fact, however: the beasts living there must compete fiercely for hunting territory, meaning
monsters oﬁen end up kiﬂing other monsters. An aggressive Chort known as Howler went on such a ﬁ'atricida[ rampage, :

tearing a pack of wolves to shreds bgcore attacking and kiﬂing a Fiend sigmﬁcanﬂy [arger than itse[f

e

Howler was a truly fearsome foe. Each one of its blows was enough to kill - only heavy armor or the Quen Sign could
protect one from mortal damage. Particularly to be avoided was its charge - and whenever possible, the monster was best ¢
attacked from the side. Challenging such a fierce fighter might very well prove impossible, had not its prevtous conflicts
with its monstrous kin weakened it considerably. T,

|
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Rea(ly wanna see an angry witcher? Do you? — Conversation overheard on the streets qf‘ Novigrad

The Imp pestering the merchants of Novigrad turned out to be a doppler. These monsters usually
avoid confrontation - to everyone's great relief, for when pinned they become extremely dangerous.

Fighting them quickly tumns into a fight against oneself. Or, to be precise, against
a mirror image gifted with one's own strengths and abilities. In a conflict with such even odds,
only luck - or destiny - decides the victor.




| é NovigTad - the greatest metropo[[s in the world, the acme of civilization, material pmof - 0r so one is
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We told the prick something lurked in them woods, but he rf;fllsed to believe it..— Louis Clsster, woodcutter

tempted to think - of mankind's abi[ity to tame and control nature. Yet right outside the city walls lies the
Novigrad Wilderness - and whoever sets foot in it soon ﬁnds out that man's primacy does not extend past the city 1
walls. One of the monsters who made its lair in that thick tang[e was an old, powerﬁt[ leshen. 1t killed any who
strayed into its territory with its species' characteristic cmelty: [ace‘rating them with mzor—sharp claws, Sending
stmng[ing p[ants shooting out of the ground or ﬁeding them to packs of hungry wolves. lfnot for its -

Vu[nerabiﬁty to ﬁre, the gni Sign included, and the protection Qf the Quen Sign, one could wager not even the ¢
toughest witcher would be able to slay the beast.

I

A long and exhausting battle is to be expected when Kernun is challenged by a Witcher.
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We never hunt in these woods. Never. Even f it means the whole vi[fage starves. — Mulliver, ealdorman qf
Hoshberg in lower Aedirn

Leshens dwell in dense, primeva[ woods. Fierce[y territorial creatures, they hunt with stealth

and cunn'mg as their on[y companions.

They use their inborn magic to control the p[ants and animals within their territory — and so,
when stalking them, half the battle is merely getting near enough to strike. Leshens old enough to earn the
appe[laﬁon "ancient” wield advanced skills and tactics that make them parﬁcu[arly dangemus
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Ate on{y the entrails. Fussy.— Geralt qf Rivia, witcher

They say every journey made in the Ske[[ige Isles ends in adventure. And sometimes, that adventure ends in
death. Such was the case for a group of advmmm—seeking Skel[igers who set out in search of treasure
in forgotten ruins - which turned out to lie in the hunt'mg grounds of a powevﬁt[
Fiend known as Morvudd.

A moment of carelessness and the beast could hypnoti.ze him with its third eye, then tear him to
shreds while he remained in a trance. Mowudd wasa paﬁicularly large individual, so one could
presume fast attacks would not prove effective against it - and that its blowg would kill anyone not

protected with heavy armor or the Quen Slgn Vi
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The earth's innards are home to mighty strange and fearsome beasts. Were they ever to decide to ramble up to the surface,
wed all be gutted the very first day o' the invasion.— Ramus Vendenratz, Mahakam foreman.

Shaelmaars spend most of their lives deep underground, having no contact with the world up above. At times, however, a
Shaelmaarwill dig its way to the surface and devour any men within its reach. Some Shaelmaars also burrow tunnels close to
the surface, collapsing buildings and causing tremors in the process. Since Shaelmaars are blind, they find their way by
sensing vibrations and listening for sounds. Thus the best tactic when fighting such a monster is to hurl something heavy or

——t O P
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noisy against a nearby boulder or wall. Then pray silently that the beast will roll towards the sound and knock itself out upon
striking into the obstacle. Clumsy Shaelmaars might seem easy targets to hit, but when even your strongest blows bounce
off the thick armor plating their backs, you realize they've little need to dodge. When threatened, a Shaelmaar will curl up ¢
in a ball and roll forward with tremendous impetus, becoming an unstoppable force crushing everything in its path.
A witcher's best bet is to stay out of a charging Shaelmaar's way and strike after its charge fails, revealmgaisvu[nemb[e
underb‘eﬂy. '
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’ % ﬁghters are slaves specia[[y trained for this purpose, yet at times the arena masters pit humans against
! é monsters. The Shaelmaar in the tourney grounds was a present ﬁom the emperor, Emhyr var Emreis to his
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Gladiator ﬁghts in massive arenas are a popu[ar form of entertainment in Ni[fgaard. Usua[ly the

relative, Duchess Anna Henrietta. 1t had been caught while young and prepared for its ultimate purpose by
Ni[fgaard ian trainers.

I~

That does not mean it was tame, however — in fact, its wildness and inborn ﬁ:mcity had not been dulled one whit.
Like all creatures of its species, it was blind but could unerring[y pinpoint its opponents' location using
echolocation. The Shaelmaar had thick armor and near impenet'mb[e skin. 1t could also roll into a ball and ¢

charge its opponents.

Its underbelly, however, was relatively vulnerable and can be exposed when its charge failed.
o < : o
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lwas gafhering berries, as one does this time qf year, when suddenfy the trees shook and 1 saw this... this thing...
i — ﬁagment qf a story told by a woman returning ﬁom the woods.

Spriggans are a subspecies of the monsters known as Leshens. One is liable to come across them in
? 1 inaccessible, unﬁequented woodlands. They do not usua[[y attack humans 'qunprovoked, but when irritated :
Z they can be quite féarsome, and, as the_y possess considerable strength, they are capab[e cf do ing great damage.

I

I Their appetite is such that they can devour more ﬂesh than an army at a wedding. Each spriggan has mastery
4 over plants and is inextricably tied to them. Thus if someone destroys greenery in its domain, ¢
it immediately comes to punish the disturber.
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Sy[vans are cruel, greedy and treacherous. Still, 1 prefer them to dhoine. — Yaevinn, [egendary Scoia'tael

commander

Sy[vans and Yakshas, a kindred species, are extreme[y rare woodland creatures whose
appearance combines traits of goats and rotund men. Sy[vans resemble men not just in appearance but alsoin
behavior, though it must be said they have adopted more of our vices and weaknesses than sh’engths.
Lazy by nature, they would g[ad[y spend every day in idleness, pu_ﬁqng on pipes, gorging on rich foods and
down ing strong drinks. They also emit a powerful and extremely unpleasant scent which can cause even a
witcher, whose line of work accustoms him to fwl stenches, to gag and fee[ faint.

I

These beings usually pose little danger, for they limit their contact wntl;t hlmlané to
playing harmless (though often bothersome) tricks and eatl.- m&p fron Qﬁwgﬁelds
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There are more things in heaven and earth than are dreamt of in philosophy. - Bartolomeo Darez, after trying to
contact creatures from another plane and landing in an insane asylum.

The Caretaker served with the indiﬁérence of a go[em, and proved as ﬁerce in battle as it was di[igent in its labors.

It felt no pain — in fact, each blow it received seemed to give it strength. What is more, the Caretaker was able to

summon powerful spirits from the graves it had dug and could heal itself by absorbing them. The being knownas |

the Caretaker had been summoned to the von Everec estate ﬁ‘om another realm, mak{ng "demon’” its most accurate
designation. The Caretaker had been forced into servitude by magic.

I

Its tasks - to care for the house and protect it from intruders. It performed these pedantically, tending the
flowers, repairing the fences, tidying the yard... and murdering- all intruders who set foot on the rour
burying their corpses in neat rows on untended land just beyond the manor garden's bounds. -
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A km;ght ervant mt;ghf manage to kill a ghou[ and a peasant with a pack qf dogs can at times
@ take down a bear. Yet let us make one thing clear: not even the ﬁnesf steel armor ever fb@ed or the
é collar bone (_)f' Saint P[egmund himse_[f will givea mortal man any chance c_)f surviving a ﬁght against the
3 creatures that dwell deep beneath the earth.— veteran Toussaint Ducal Guardsman, brig‘fng new recruits

Imagine a creature that kills men, feeds on Kikimore eggs and digs underground tunnels so wide

they'd ﬁt the emperor of Niﬁgaard's coronation carriage a[ong with a team of six horses. And now

imagine this creature digs with such force, the earth quakes- and the houses up above tremble and
co[[apse. Though blind like all members of its species, this creature could easi[y maneuver by

sensing vibrations and noises.

The monster destroying Tufo turned out to be an old fema[e\_S_l*;ae[maarn'mz&Ei&rch.

I
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[ Once upon a time, there was a wicked witch. Every day gﬁer supper shed drink a gfass Qf ﬁ'eshb/—squeezed corpse juice...

e e e — - 4-%¢~

— Karl Hrimm, writer of children's fables

Though evil witches are oﬁen considered creatures born of the overactive imaginations of fabu[ists and mytho[ogists,
cartoonish characters only a child would ever be frightened of; there are accounts of men who claim to have happened
across one of these improbab[e beings. All these accounts agree that the witch not on[y did in fact eat men, but had 1
mastered the cooking of humans to a fine art.

Iy G P~

They are said to be particularly fond of children's liver fried in butter and served in a saffron sauce,
balsamic vinegar-marinated fingers roasted to a golden crisp and, yes, even freshly-squeezed corpse juice.

1t should be noted here that all the above-mentioned witnesses who swore they saw such a'(v[tchwere pa{*nents@f the Ellander
Institute for the Mentally [, thus the veracity of their testlmorcy is !ughly deha?lq[g <




We've gﬁ%nded him, Sven. The Woodland Spirit seeks revenge. This here is him saying we've strayed _ﬁ'om the old pafhs.
—Harald cf F&yr[und

Some monsters are so powetﬁd local popu[aces begin worshiping them as gods. Such was the case with the Leshen dweﬂing

in the woods near the Ske[[ige vi[[age of Fayr[und. The elders were abso[ute[y convinced the monsterwatched over them by

defending them from their enemies and training their hunters. This was doubtful, however. Leshens are mean, self-serving
creatures - and the ancient one [iving in the woods near Fayr[und was sure[y no exception.

] The Leshen known as the Woodland Spirit was so powegﬁ{[ as to have mastered the art of marking. This meant the monster

| had inserted his essence into one of the residents of Fayrlund. As long as this unfortunate soul remained alive and near the ¢
settlement, the Leshen would always be reborn near its lair. Yet even with the marked one eliminated, killing the Leshen

would be no easy task. The monster commanded the obedience of the denizens of the woods - it could thus call on wolves,

ravens or even the trees themselves for help.
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Shun sin! Renounce foul deeds! And if evil threatens to overwhelm your will, ponder the fate of the Outsklrts of Vizima!
Remember the hideous barghests which scourged them and repent!
~ "Sermons for Feasts and Funerals," by the Reverend Yomen of Tretogor

Folk of simple or superstitious minds claim committing particularly rotten acts will bring down the wrath of the gods in the
form of "Barghests," phantom dogs which stalk the roads at night. Even if this were their origin, Barghests saints and sinners
alike would need fear Barghests, for they attack both with equal ferocity.

Witchers rarely believe in the gods, but they do accept that Barghesfs exist and are always connected with some sequence of
tragic events that ha‘ppened in the past. Their exp[anation, however, holds that Bavghests result ﬁom acurseora
concentration of ill will. Barghests, like wolves, are stronger in packs. Together they surround their prey, leaping at it and
tearing it apart with their teeth. If their prey defends itself too determinedly, they strike it with a blast of phantom fie.
Since they are fast and agile, they can easily evade attacks directed at them. They cannot be bumed,bﬁﬁre hurts them as

|

if th.ey were of flesh and blood. (s 3
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Beann'shies howl and shriek, and gf you hear their cry, you can know you 1 [ join the ranks (f the
dead that ntght.— begg&r ﬁom Dun Dare
9
old gossips claim Beann'shies are the spirits of women stuck between [:Lfe and death due to traumatic
experiences. Their wails and howls are considered ill omens of imminent, inevitable death, though

they are said not to attack the ['wing themselves.

Most oﬁen they appear in the form qf pale, tear-streaked women with shriveled faces and wrinkled,
corpse-like bodies.

- CXX



This is a curiuos case of gynodendromorphy - that is to say, a woman who had been turned into a tree.

When one cut into this tree's bark, it bled, and when the wind blew through its leaves, one could hear muffled

sobs. Magic (or possibly a curse) was responsible for the transformation, and it surely had something
to do with a certain sad episode form the woman's past.

The love of Daphne's life, a knight ervant, had gone to the witch of Lynx Crag and never returned,
leaving her to wait for him forever, filled with sadness and longing.
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Wears a dirty dress, all rags, its skin flakin' off of its bones. And it howls... like it's sufferin’
~Odolan of White Orchard

The residents of White Orchard have suffered more than their fair share of misfortunes. Passing armies had
trampled their spring planting, a Griffin had begun abducting their livestock, and, the rotten icing on this

painful cake, a Noonwraith haunted a nearby well. No wonder the locals called this final evil a devil'. An eerie sense |

bounded her to this p[ace, and that in order to send her o_ﬁ into ethereal realms, the secret must be discovered.

I

A Noonwraith is a demanding opponent, she can disorient her victim by blinding him and creating mirror images of '
herself. These copies slowly suck their victim's life energy - while their mistress remains untouchable. Witchers don't
normally feel a limited range of emotions regarding the monsters they slay. They despise the par icularly
cruel ones and are repulsed by the disgusting ones, but rare indeed is the monster for which thej(g%@ksympathy /
‘ N .2
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The human mind is as wild and unexpfored a p(ace as any land _fér beyond the seas. It is inhabited by
man_lfb[d d&ngers — ﬁ:'ars, pairﬁ(( memories, traumas. These lurk on the edge cf OUY CONSCIOUSNESS,

like predators waiting fbr a moment qf weakness in which to reveal themselves... and desfroy us.
— Arturius Vigo, "The Essence (f Spef[s and lllusions."

The painfed world created in the mind of Iris von Everec was main[y popu[ated by ﬁgures ﬁom her memories,

I

but was also home to dangemus, predatory creatures: the embodiments of her féars. The most dangerous

of these, the Ethereal, invoked her greatest fear — and wore the face of her husband.
The Ethereal resembled O[gierd in appeamnce.and also .ﬁmght using a techn[que similar to his.

In the end, the best tactic against these nightmarish beings proved to be awell-timed counterattack.
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Some men have got gooa' reason to féar their own shadows. — — Svargmitt, An Ske[[g dmta'

mghtmm'es At times the victim will become extremely on edge, yel[mg pleas or threats atmvlslb[e p an
his guilt out loud in the hope this will end his torment. This act does not, however, bring any r
until it has addled its victim's wits completely or drq) n hin !

Monsters most common[y claim innocents as their victims: tardy merchants, reckless children and travelers who wander
?  into dark woodlands out of misplaced curiosity. None of the above need fear hyms, however. These wraiths only latch onto
particularly despicable individuals who have committed some unspeakable crime. To all others, they remain completely invisible.

When they do show themselves to the one they torment, they appear as a tall, shadow-clad, humanoid silhouette with long, sharp
claws. Yet hyms do not sink these claws into their victims. Instead, they sap their strength directly, through inflicting suffering.
Speaking in a voice only the victim hears, they drive him to commit acts of violence, aggression and self-harm. A hym will
seize on a guilty person's worst fears and weave out of them hideous visions, slowing driving the poor soul into madness.
Those tormented by a hym are incapable of restful sleep, for they are tormented by ever-more-frequent, incredibly-realistic
ms o confessing

I
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So... That's to mean... our Zula's the wraith? — Bolko, ealdorman qf Mfdcopse

1t is said true love's flame is never extinguished. This sad truth is the reason why Zula of Midcopse, whom an early death had
Y separated from her beloved, was unable to find peace in the next life, and instead returned to haunt her former environs
as a Nightwraith.

e

Fighting such an apparition is extremely difficult. A Nightwraith will form mirvor images of herself to confuse her opponent
and aid her in battle. She hersebccan take on immaterial ﬁ)rm, rendering her invulnerable to blows. The best way to ﬁ)rce her
out of this state is to set a trap with the Yrden Sign, then quickly followup with Igni while she is caught.

. O P

Most important of all, however, is this: never attempt to fight one in the middle of the night, when the moon hangs hlgh in
the sky This vengqfu[ wraith mlght very well have killed every last inhabitant o_f the wﬂage had not 2 nous
Geralt of Rivia, appeared in Velen - and been in need o_f a lf.t of coﬁm
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Well, since it seems this hair won't be pulling up any knights in shining armor, might

as well put it to some use.— the last words of Longlocks.

Everyone knows love stories can have tragic endings, but few would think this also
applies to princesses from fairy tales created to relieve a set happy ending over and over again.

e
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Longlocks had the misfortune of becoming just such an unlikely tragic heroine.

After the duke's daughters grew up and the Land of a Thousand Fables went feral, Longlocks,
from her loneliness, decided to hang herself

{ whose prince never came and who suffered greatly fron
by her own braid.
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: them.— Aelline A[tspan; elven trobairitz.

4 Compared to other creatures of the night, Nightwraiths might not seem all that dangerous. After all, one might ask,

thhtumiths exude this immense sadness, this help[ess wraith... | féar them, same as anyone. But most of all ] ﬁe[ sorry fbr

how much harm could a pale, withered woman in a tattered dress do? The answer: quite a bit. Instead of ﬁnding this out
the hard way, avoid crossing fields and meadows at night at all costs. Nightwraiths are only found in rural areas. 1
Travelers ﬁau victim to them most oﬁen, but if[egends are to be believed they also sneak into huts at times and murder peasants
in their sleep. When they attack, Nightwraiths remain immaterial for most of the time, meaning physical blows pass right through
them. They only take on more tangible form for the brief moments in which they strike. When weakened, they will create
several projections of themselves which cannot attack directly but act as transmitters of sorts through which the nightwraith
can sap hervictim's vital energy.

I
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espite what is common[y thought, peasants do not interrupt their labors at midday to get out rf the sun, fhej/ do it to avoid
A noonwraiths.— Vlad Reymond, Peasants and Their Customs

|

D,

g On particularly searing summer days, when the sun reaches its zenith, Wraiths will at times appear, resembling sun-scorched
women dressed in long, white robes. These are Noonwraiths — the spirits of young women and girls who died violent deaths right
before their weddings. Driven mad with pain and anger, they wander the fields searching for their unfaithful lovers or
backstabbing rivals, though they will kill anyone who does not get out of their way in time. They are often held in this world by
some object of intense emotional significance. That is why, if one ever finds a wedding ring or torn veil in the middle of a field, one

4
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should not “pick it up, but instead back away as quickly as possib[e. Noonwraiths are only known to haunt rural places, and usually |

stay near the place of their deaths. They prey on peasants working in the fields or children playing nearby. Noonwraiths do not
¢

bleed and are for the most part immune to the effects of Witcher Signs. They can create mirror images of themselves which circle
their victims in a kind of morbid parody of a dance. This ghast[y ritual drains their victims' [iﬁe energy wh[_{g;a_ddiy_lg to their own
strength. Noonwraiths are also able to manipbdate the p’rlys_ica[ world to a limited degree, kicking up cloudsé}f dust which
temporarily blind and disorient their opponents. |

— e — T — —— -— = ‘—‘h——._--_".‘:..‘.

- CXXIX



]
. - - S
e ————— B —————— - — p—— - _‘.—-‘ﬁx

I run back inside, hasp the doors, and then 1 hear it — someone whispering my name. Mikkjaaal, Mikkjaaal!
- Mikkjal, Eldberg lighthouse keeper

1t turned out the monster haunting the isle of Eldberg and its lighthouse was a rare type of specter known
as a penitent. Wherever this Wraith haunts immediately becomes enveloped in thick fog and
darkness - and those that wander into it usually never retun. In order to defeat a penitent, one must
remain in constant motion in order to avoid being struck by this agile creature, which can disappear

and reappear in the blink of an eye to attack from behind.

I

Most importantly of all, however, one must discover what keeps they monster bound to its hauntmg
grounds - and break that bond as soon as possible. P g
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Patients seem to have hallucinations cf a woman covered in scabs and boa[s with rats scurrying about a[[ around her;

. ? These ravings subsided zy‘fer an administration of henbane and poppy extract.
é — ]oache’m von Gratz's notes, Vilmerius Hospifaf n Now;g'rad
9

When plague ravages a region, a spirit will sometimes walk its lands, a gh{)st resanb[ing an ill woman whose ﬂesh rots of her
? { bones and in whose wake crawls a cavalcade of rats. No one knows whether this spirit brings the pox with her or is merely drawn to
2| itlikeamothtoalight. Yetitis certain that she delights in dealing pain and suffering, in hearing the howling and moaning of
{ men. Many have called into question the very existence. Only two sightings of such a creature have ever been recorded, both during
times of raging epidemic. As the name "plague maiden" suggests, these Wraiths take the appearance of females, though exactly
why that is remains a mystery. Some speculate they, like other such specters, arise from the powerful emotional charge
associated with certain circumstances of death, such as death preceded by a long and particularly painful illness.

I —

Not much is known about how to fight a plague maiden, though one can assume they possess many h'alts in comfﬁonwtth
other phantoms and wraiths. They undoubtedly pose a great danger, though a witcher's ﬁm ies éh&ﬁd e
from catching the contagious illnesses they carry. “?

e—— — - e
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An umbra is meneb/ an unclean conscience, one tormented by guf[t and ury%rgfven wrongs. A man wallows in sin with loose
women and can't Sleep at mghf, then invents hokey about some umbra or phantom and blabbers about it at the tavern.
— Sabine qf Dal, mystic and priestess qf the Pmphef Lebioda.

According to some philosophers, everything we do in life leaves a permanent trace in the delicate matter which makes
] up our souls. Evil deeds, especiaﬂy harm done to innocent creatures, can torment the soul of a sinner and cause it to remain
restless, even after death. There might a be grain of truth in these theories and folk beliefs. There was a hermit in Toussaint
whose s[eep was troubled by some invisible phantom. This phantom was an umbra, the ghost of a recent[y—deccased knight who
had committed a terrible deed while alive and now visited the hermit to demand forgiveness.

I

In his wraithly form he drank her blood and systenmtica[[y deprived her of life energy.
The umbra appeared to the heﬂmt asa horse, ﬁ)r the evll deed the kmght had commltted Was t flog his




g
%-

S

E G

., wt

s

. u"‘w Ay

J

b
wiig

Micko and his band? Who're fhey? Four lads, drunkards and goodﬁr—notht’n 5 all. Theyh’ drained a few pints and decided
thqy’d all p[ough the White Lady, maybe then shed bugger gﬁ' — Conversation overheard in a ﬁe[d outside Novtgma'

The apparition f'taunting the ﬁelds outside Novigrad turned out to be a Noonwraith. Some powﬂﬁt[ emotion must have bound
it to that p[ace - love, hate, anger or perhaps all three at once. Like every wraith of this type, she was sure[y ca‘pab[e of forming
mirror images of herse{ﬁ which served to mislead opponents and restore her vita[ii'y. Lucfzi[y, these mirages could be dispeued ]

with a quicfrz slash ﬁ’om a silver blade. Like any Noonwraith, she would undoubtedly seek to assume immaterial form while

ﬁghting, mak[ng her almost impossib[e to injure - unless she is ﬁrst caught ina trap laid by the Yrden Sign, or blasted with a

P O

Spec[a[ bomb. Once thus ﬁ)rced into materiality, she should be attacked with strong blows or the Igni Sign. Finaﬂy, one must

always fzeep in mind two witcher sayings: "The [onger you ﬁght a Noonwraith, the lower your chances g“ surviving” and .
"F{ght a noonwraith at mt'ddzy and you Il be dead bg%ne dusk.”

&

The vengeful wraith known as the White Lady had roamed the fields for a long time, murdering anyon_e she came across.
Though the grain hung heavy from the stalks, the frightened peasants were kept from harugs_ﬁﬁg it and thus faced ﬁfx’min% X

———— P — o — e )
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Quite often a wraith is tied to an object, something it clung to during life, or a location, such as its place
| of death. In either case, we are dealing with the same causal agent: a strong emotional tie from

which the wraith draws strength.— Inigo Swann, "Beyond the Natural World."

This restless spirit had mastery over the house's furnishings and in particular over the paintings

e

hanging from its walls. It moved freely between their canvasses, entering one and exiting through another.

. O P

Often scaring any spectators at first, then, when it was clear this strategy would not work, it attacked them
directly. What's more, the wraith had created a bond with the paintings around it and it would continually

regain any lost strength.
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Finish all your business beﬁre you die. Bid Yyour loved ones ﬁrewe[[. Write your will Apo[ogize to those you Ve wmnged.
Otherwise, you’[[ never truly leave this world.— Paule Vikar, peasant healer, advice to a dyx’ng man

Clerics and scholars are forever debating whether spirits do in fact journey to another world after death, one where eternal
joy or suﬂéring awaits. Both groups agree, however, on what happens to spirits who, for one reason or another, remain in our
world after their body breathes its last: they transform into Wraiths. To hear their mowrnful howls, one can surmise this :
is not a fate to be envied. Wraiths are usually encountered at night, near cemeteries, catacombs and other such burial places, or

near the places that were important to them in life: abandoned homes, crumbling castles or forgotten bridges.

I

Wraiths suffer endless, indescribable pain. Filled with anger and a sense of having been wronged, they both envy the living and -
brim with ove‘rwhe[ming hatred for them. Like other specters, they are immaterial, meaning they are not harmed by ﬁre,
poison or weapons designed to pmvoke b[eeding. Whraiths are at times 2% d@ﬂim[t to wound. One can, hmyevg‘,force them to
reassume a physical presence by trapping them with the Yrden Sign or by hitting them with s[iveﬁsﬁom-a Moon Dust bomb.

Note: Wraiths are p_artiw[ar{y dangmus on mo_oxn.__[@{_s_ r_{[ghts. i

o ~ - — - .
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One can be ﬁ)rgiven ﬁ:r fhinking gark&ins harbor some kind qf parﬁcu[ar hatred ﬁ)r humans. Aﬁer all given what humans are
like, it would be hard to blame them.— Agnes (f Myrkvid, druid ﬂaminica and scholar.

When a vampire gives a witcher a contract to kill another vampire, you can be certain neither of the two is entirely normal.

The contract seemed simple enough. Yet one must bear in mind vampires are a very diverse group and their various species differ

L

from one another greatly. ]

I

The individual had [ong, hooked claws with which it could tear aparta body with ease, lcaving behind venom which hindered the
clotting of blood. What's more, it could use these claws to scale even the sheer outer wall of a building, giving others the
impression it possessed mind-boggling powers. This was an experienced predator with the ability to set ambushes for its prey ¢
and attack it unexpected[y. A pmvmﬁd type qf Garkain, a pack leader or...a[pha.

In addition to its abt[lty to emit waves o_f mental energy, this a[pha Garkain also ( powdﬁ;l-@qm’af I.;S dlqus“a[

The monster killed _for pleasure, not just to sati
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Y for like phantoms they haunt and torment men. They usually take on the form of a woman, though they can also appear as

Alps are vampires that resemble Bruxa in appearance. They are called phantoms by some, a name which fits well enough,

animals. They are most often found pmw[ing near vi[[ages. They attack at night and are most active when the moon is ﬁx[[.
Alp saliva can make one fall asleep, and when applied to a sleeping man, can invoke horrible nightmares. Some suggest they
are the cause of legends about men who go to sleep healthy and are _found in the moring white as snow,

I

not a drop of blood in theirveins.

In combat Alps display supernatural speed and incredible stamina. One must aim one's sword with great precision, for Alps ¢
are unequaled in the art of evading blows. Alps suck the blood of their victims to deprive them of strength and regenerate their

own powers. Unlike Bruxa, A[ps cannot turn invisible, they canemit a shﬂekmg noise whose sheck wave can Qx:apacd‘ate

Their greatest asset is their agility and they can leap with uncanny lightness that ap of fli

irs to béraero\ > powey
When in human form, they easily blend in with the surrounding community, W h makes t qm.gery day

_-—




——t O P
—

f)f you must travel thmugh the woods, steer clear (f any pfaces where you can hear several d_:ﬁrenf kinds cf birds at once.

That sound means )/ou’re entering a bruxa's territory and can kiss your [y% ﬁrewe[[.-— anonymous piece qf advice

' é’ Fortunately for us all, Bruxa are rare creatures. Most live far from population centers, ﬁ)r they care greatly for their own

safety and make their lairs in places where they cannot be taken by surprise. Those who decide to live near men avoid crowds
and emerge from their shelters only at night. When they do, one could almost mistake them for delayed travelers hurrying
towards their night's lodging, yet subtle details give them away: their close ties to birds, their piercing voices and the
breathtaking speed of their movements. Bruxa are far swifter and stronger than men, but their greatest asset is their ability
to turn invisible. Bruxa dart about with uncanny speed, and with their power of invisibility they can easily confuse opponents
and attack unexpectedly or from behind. Thus when ﬁghﬁng these vampires the Moon Dust bomb is a great aid — while it
cannot eliminate the vampire's invisibi[ity a[fogeﬂ*len it can make it easier to track its motions.

Bruxa use their sha.rp claws to attack and can easdy reak th‘mugh an opponent's guard.by buﬂ'etmg hnl:n wd:h a haﬂ _Qf b[ows
ﬁ'om all divections. They will try to bite their prey and drink its blood once it i is weaker ed, , Bru 2 are also known for their

sonic attacks, which knock down and stun their- }sm:y <~

—— —— — - -—
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Eyewitnesses to gruesome monster attacks always have a hard time describing the creature in question.
The beasts move quick[y and oﬁen attack at night, while the witnesses are terriﬁed and primari[y concerned with
fleeing for their lives. As a result, witchers quite often have no inkling what creature they face until they find
tracks or otherwise establish something for themselves.

Such was the case with the Beast tormenting Beauclair. There was understanding that it was deadly, elusive and
fiendishly clever. Everything else was clearly the product of imaginations fed by fear of a dangerous predator.

I ——

The beast was discovered to be a higher vampire, meaning one of the most difficult foes a witcher can come to face. ¢
Higher vampires are superhumanly strong and fast. They can turn completely invisible, and each comes with its
own personalized set of talents and abilities perfected through centuries qf existence.

e T — g — — - ———
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If you acknowledge any gods... start praying, now.
Y e : ' - Dettlaff van der Eretein
o
G__ “ to Geralt of Rivia
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- Anonymous city guardsman's [ast words

[ g Bah, ain't noth:’ng to ﬁax Ekimmaras, why, fhey ain't nothz'ng more than overgrown bats.

Like other vampires, Ekimmaras are not, desptte what vtﬂage gossips mtght say, undead humans. They are instead
post-Conjunction monsters who have no particular feelings about garlic, holy water or religious symbols. Unlike their

portraya[s in ballads and [egends, they look nothing like handsome, pa[e aristocrats with charm[ng eastern accents, though,

like Katakans, they do bear a strong resemblance to overgrown bats. They also do not suck blood from the necks of virgins

with a delicate, kiss-like bite — they tear them to shreds using long, sharp claws and then slurp the splattered blood off the

ground. Ekimmaras are unusua“y cruel and exceptiona“y swmﬁ The_y are able to quick[y land blow aﬁer blow capa_b[e of
smashing even the best Mahakaman-made armor into tiny shards.

They should be fought with a silver sword, remembering that they can regenerate back health over time. One should thus

never attempt to tire them out or, gods forbid, wait for it to bleed to death. Instead, cut them dcmn o[glckly as possible and,

if possible, burn the body to ash and scatter it to ﬂa{ A
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The deceased's corpse was comp[ete[y mutilated. All that remained of the nose was a hole clotted with blood.
One eye socket had been torn gﬁ? Seeing this, Sergeant Dovate vomited pmﬁlse[y and the administration of sme[[z'ng salts was
requfred. The investigation has been discontinued and the deed attributed to a supmtum[ being. — ﬁagmenf of a Toussaint
Ducal Guard report

Fleders are classified as lesser vampires. Though weaker than the rest of their ilk in every aspect from the physiomagic to they
physiognom[c, they should not be underestimated — ﬁJr they are very, very dangemus. Fleders cannot be mistaken for any other
creature, with their wide, toothy jaws, flat, unpleasant faces and completely hairless, often warty bodies. These vampires mainly
fight with their teeth and claws, flailing them blindly and not stopping even when their victim is already dead. Even a solitary
Fleder is strong enough to take down a trained soldier. Compared to other vampires, Fleders display meager intelligence, seen
most clearly in the mindless rage which causes them to try with all their might to attack and tear to shreds any weaker being.
When fighting Fleders, it is best to take advantage of their particular method of movement. These creatures dp not rum, but ¢
they do try to catch their prey and knock it over by [eapmg

Knowing this behavior; one can plan the fight appropriately and not [&; onesel_f e ca
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{i ?E Vampire bites... and the strong stench of alcohol — Geralt of Rivia.

Ii g

é Contrary to popu[ar be[ig‘,' monsters are not all alike. Like peop[e, individual members of the same species
9
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can each have their own un ique traits, prgcemnces and weaknesses. A good example of this is the Katakan
which once fed on the inhabitants of Oxenﬁlrt. Perhaps inﬂuenced by its close proximity to the hard—drinking
student youth of the city, this vampire had deve[oped a keen appetite for blood spiked with a hgfty dose of hard
alcohol - and also baubles and gaudy jewelry of all kinds.

I

The vampire had c[ear[y thrived on its high—octane_ diet. 1t had grown excepﬁona[[y strong and_gained the ¢
ability to regenerate lost life quickly, cause heavy bleeding with its claws and, if all that were not enough,

meld into the air and appear again behind its opponent's back.
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Blood on the cet[mg, guts on the walls... Must be a garkam Yan qf Lan Exeter, investigator and Captain qf the C ity Watch

Garkains belong to the class of particularly dangerous vampires whose strength exceeds even that of Fiends. An encounter
2 with one of their number almost always ends in death, which is why there are not many eye-witness accounts of them. From
the city guard reports written up in Lan Exeter describing the attacks committed in that city by three garkains (later killed
by a certain Olivier of Gulet, witcher), it seems these horrible monsters do not content themselves with a[rink[ng the blood of
theirvictims. The investigators concluded ﬁ'om the blood and guts strewn around the crime scenes that Garkains tear their
victims to shreds with great de[ight and muck about in their b[ooc{y entrails.

I

Garkains belong to the group of creatures known as lesservampires. They often gather around themselves members of other ¢
subspecies qf lesser vampires, acting in such situations as leaders Qf the pack They are by and [arge unable to run, but can
jump a great distance and often attack their prey in that way. During combat, they usually keep their dista from their
ﬁaes trying to incapacitate them using a blast o_f mental energy provokmg vism‘ns thab“ bggulle and ﬁe /
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Men, the po[fte ones, at least, would call me a monster: A b[ood—dn’nk{ng ﬁe&fe.—— Emiel Regs, htgher vampire

On[y a mutual thirst ﬁ)r blood links higher vampires to their distant and much more primitive cousins. Higher vampires are, in
ﬁlct, much more similar to humans than to those bat-like blood s{w'pers. They not on[y resemble us in appearance, but also
share our intelligence and behavioral patterns. This means they do not squat in distant forest or hide in the shadows.

On the contrary, {hey are parﬁcu[ar[y fond of cities, where they live out deceiv[ng[y normal lives. Even witchers are not capable of :

recognizing them at once, for their medallions remain perfectly motionless in the presence of highervampires. Yet all these

I

similarities should not blind us to an essential difference: unlike men, higher vampires are immortal. Those who have faced them
in combat and survived can be counted on one hand. 1t is a witcher's g_ood ﬁ)ﬂ:une that higher vampires are extreme[y rare — and
not all are dangerous to humans. Though they do have a taste for blood, they do not need to drink it to survive. Some higher |
vampires have renounced feeding on humans altogether and do no harm to anyone, but others give in to their desires.
Awitcher who braves fighting a higher vampire must bear in mind that he faces a monster endowed with incredible strength, §
one able to manipulate men and animals, tun invisible and transform into a giant bat - andﬁg rt ev@sore Uneaﬁh@h itis
nearly impossible to kill. n other words, even an experienced monster slayer shoule -

one of these creatures, even if half a kingdom and a princ nd is in | the offing.
e ——— —_ . ——_—.'..—.—-— a2
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Melitele, Great Mother, protect us ﬁom evil, ﬁom unclean devils and ﬁ)ul demons, and most (f
&ﬂﬁ’om the clutches (f katakans and nekurats...— ﬁagment (f a prayer

Katakans are the embodiments of human fear. They hide in the shadows. They feed on blood.

They resemble enormous bats — though with long fangs and even longer talons. And, as if that weren't tervor enough,
they can turn invisible, waiting unseen while dread of their unpreventable attack overwhelms their victim.
When fighting a Katakan one must pay particular attention to its shadow — oﬁcn the only way to know its location.
Katakans are invulnerable to steel, regenerate quickly, hear acutely and move at incredible speed.

I

To even the odds one can tempovarily immobilize Katakans usi.ng_the Yrden sign, then seize that moment to attack with all o
one's might — for there might not be another chance. Unfortunately, the legends are wrong and the sun's rays do not turn

Katakans to ash. They are vulnerable to sun[ight, however, and when the sun stands at its zenith their;xég?’;eration is
considerab [y slowed. '










Never seen a vampire like that in my [9‘.:3.— Geralt qf Rivia, Witcher

Protoﬂeders are relatives of Fleders which came ﬁom the world of the higher vampires to our own
dur'mg the Conjunction of the Spheres.

The members of this species are characterized by their considerable strength and agi[ity aswell as
the strange g[ow they emit, a trait most like[y tied to their otherworld[y nature.

———— P
_—

| Protofleders have never had significant contact with the outside world, having spent their
entire time on our planet in the Unseen Elder's cave, whose ai:mosphere is very similar to that of

their home world.
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We dug out a chamber. There was a beast s{eeping inside. We fé[[ over the props to co{[apse the ce:'(ing, but it must not have
buried the monster..— Bytomir of Velen

» Raiders of elven tombs either get rich quickly, or die trying. The Aen Seidhe's disintegraﬁng temp[es and pa[aces hold price[ess
treasures, true, but within them many a foul monster waits in deep slumber. Such was the case in Byways, where a few peasants,
unaware of the dangers they faced, awoke an unusua“y dangerous Ekimmara. This would be no easy kill. 1

O A
P e e

The vampire would quickly regenerate, its blows would cause heavy bleeding, it was able to disappear into thin air.

The on[y recommendation given was: use Yrden and Quen Signs and strike heavy blows. Oh, and avoid getting killed.

1 The vampire had already managed to kill several peasants and a patrol of heavily-armed Nilfgaardians.
The list of victims would surely have grown even longer, had not
Geralt of Rivia, the White Wolf, happened to waltz into town.




———— P
_—

This Bruxa differed from other creatures of this sort. Firstly, it was more intelligent, capable even
of articulating words in human language without much difficulty. What's more, this
Bruxa was tied to the Beast, the mysterious murderer prowling Beauclair at the time.

Like other Bruxa, this one possessed strength and speed far above that of any human, could tumn
invisible and could attack using a sonic wave. As is typical for all vampires, it sought to suck
its victim's blood.

This meant the usual defense against those creatures, the Black Blood potion, was an effective
weapon against it, as were the Moon Dust bomb and, naturally, the witcher's trusty silver blade.
: il
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Ske“ige, common[y rf;ferred to as the Ske“ige Isles or Ehé"':]%:_[e“s?foﬁSké[ﬁ?éfi‘é‘-;}an archiper[ago and C';'K'lﬁ Sf the Northern
7 Kingdoms. The group ofgsix islands is situated in the Great Sea, oﬂ the'coast bf,_Cintra and southest of Cidaris and

=

. Verden. 1t's [egéﬁaaw, fanfious for the unrivaled corsairs and swgct lorigs hipsut!;lat' sai[,many feas.
ot gt : . A s 7
il L dﬁhe King, or Qteen, of the Skellige Isles, who's elected. by thejzir[s bf the seven maij@'rdans

du ring traﬂif‘ié’h“éff;‘hﬁ[oofs. In practice, however, the kings or queens arefron:L the same clan or at [east related.

Even though their relations with most of the North were always tense, to say the lea_‘s’"fi;p.._ff_h'ey"were [ongtime allies of
Cintra, due to the marriage between Queen Calanthe and Eist Tuirseach of Ske“[ge.%ﬁéﬁ(jﬁ@ﬁst’s death in the Battle

of Marnadal, the Islanders concentrated their raids on the Nilfgaardian Empire in an act of revenge.








