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FOREWORD

THE WORLD OF THE WITCHER is mesmerizing. Full of powerful magic and fantastic beasts, it's
charmingly wondrous and disgustingly realistic at the same time. It seamlessly shifts between straight-
forward and metaphorical storytelling to fully show the duality of human nature-both the ugly and
beautiful sides of it. Nothing is simply black or white here, much like nothing is good or evil. Every
aspect of the world is carefully placed within a morally gray domain, leaving much open to interpretation.

Gwent: The Witcher Card Game represented a great opportunity to explore this rich universe. We
wanted to show players more than what they’ve seen in our previous games. It was incredibly challenging,
especially considering that with each card we only had a single image to tell an entire story. With that
in mind, we put a lot of work into ensuring the illustrations would be strong enough to be inviting to
gamers unfamiliar with Witcher lore. Our artists focused on capturing the intensity of the action and
emotions; they put a lot of effort into making sure everyone would quickly grasp the essence of the
portrayed scenes.

To achieve this, the illustrators always worked together closely. Peer reviews gave them an opportunity

to share ideas, stories, and problems they came across along the way. In creating each image, we went

through numerous sketches and iterations, consulting with each other as well as with experienced

storytellers and lore masters. We believe this collaborative approach not only allowed us to create
captivating artwork but also helped each individual involved to grow as an artist.

It is a great honor to present to you this selection of illustrations. Not only is it a collection
of beautiful art, but it also provides insight into the artistic journeys of many talented
individuals.

Katarzyna Redesiuk
Art Director
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SHADOW

Nemanja Stankovic

Fear not the shadows, but the light.

Shadows prowl Gaunter
O’Dimm’s mysterious domain.
Whether they're Master Mirror’s
own handiwork, his victim
ghosts, or natives of that strange
plane, no one knows. Yet it's
clear they serve the Man of
Glass loyally, damning all living
souls who dare defy their lord

and master.

How do you portray beings
that are the embodiment of
gloom without winding up with
dark patches? You use a bright
backlight to bring out Master
Mirror’s minions in contour
and detail.
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WILD HUNT HOUND
Marek Madej

Cry “Havoc!” and let slip the dogs
of war.

Merciless predators from a
nameless world beyond time
and space, their masters are

the Wild Hunt riders, specters
before whom the hounds spread
a biting frost as if it issued from
their very gorges.

“l wanted to emphasize their
dominant features while still
showing them in their natural
environment. Their muscle-
packed bodies, toothy maws,
sharp spike-like claws built to
clutch and rip—all these identify
them as beasts that have evolved
to hunt and kill.”
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MONSTERS

CENTURIES AGO, WORLDS COLLIDED. No one knows the exact nature of the Conjunction
of the Spheres, save that it opened a bridge between dimensions, and across it came monsters.
Suddenly, voracious beasts with no natural predators, against which neither animals nor men
nor elves could defend, roamed the land. Venturing out after dark, traveling from one village
to another, drawing water from a well-such simple aspects of everyday life now carried the
risk of brutal death by long claws or sharp fangs.

Yet not all the evil stalking the world arrived during the Conjunction. For centuries, a spectral
cavalcade known as the Wild Hunt has galloped across the night sky, murdering or kidnapping
the inhabitants of remote villages. In its wake comes a merciless cold, thought to be the first feel-
ers of the White Frost—the force which, according to prophecy, will bring about the world’s end.

Though the Hunt’s riders are not specters but flesh-and-blood elves, they are intent on a
cause so destructive and sinister, that the dark legends are as good as true. Both vicious
and calculating, they make natural leaders for this faction. Eredin, the Hunt's commander, and
Ge’els, his general, are joined by Dagon, a dark aquatic demigod, as the faction’s leading triad.
With endless hordes, enormous beasts, and the weather itself to command, they can more
than hold their own against anything a foe might throw at them.
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| NEKKER

These little guys are almost cute, if
you ignore the whole vicious-killer
aspect.

I
|

Their glistening fangs bared in
hyena-like grins, their eyes fixed
in a mischievous stare, nekkers
come across as evil cousins

of the gremlins and imps of
fantasy worlds. Yet unlike these Ry
more humanoid creatures,
nekkers are beasts through and

through, deprived of reason or
fancy and driven only by an
instinct to hunt and kill.
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ANCIENT FOGLET
Barttomiej Gawet
Many primal fears lurk in the

hearts of men. The fear of the mist
is well founded . . .

Relics of the Conjunction of the
Spheres, when the dimensions
aligned and beasts migrated
between worlds. Ancient foglets
prefer to come out and feed
when fog rises, so swamps,
boggy woodlands, and mountain
ravines are their usual haunts.
Mist is a plaything they fashion
into apparitions that deceive
travelers into traps.

Bartek opted for a head-on
view. This allowed him to
capture minute details the
ancient foglet’s victims rarely
note before turning to flee
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" FOGLET

Fog creeps on little cat feet.
Foglets creep over the bodies of
their victims.

Though far more common
than their larger cousins,
foglets are otherwise very
similar, sharing the same
habitats, repulsive appearance,
terrifically bad teeth, and
predilection for human meat

“They smell disgusting
probably. And they look
repulsive. | think that's because
they have deformed—yet
human-body parts. You can
see it in their skulls, jaws, and
teeth. Monsters with human
traits are always a little more
disturbing because their
existence seems just a little
more likely.”
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WILD HUNT
RIDER

First the buffalo horns atop their
helms penetrate one’s view, then
the crest betwixt them, and finally ) -
the skull-like face exposed - ==
beneath their visors.

With their breastplates resem-
bling exposed rib cages, their
visors forged of jawless skulls,
and their mounts clad from
head to hoof in jagged armor,
the Wild Hunt's riders look
every inch the supernatural
specters people mistake them
for. This triptych shows them
pounding through a portal torn
in the fabric of time and space,
commencing their invasion of
an unsuspecting world.
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DROWNER

Adrian Smith

Though the witch-man lusts for gold,
for the smiting of a drowner thou
shalt give him but a silver penny, or
three halfpence, at most.

Drowners so closely resemble
soggy human corpses that many
believe them to be drowned
men reemerged from watery
graves to gobble the living. In
fact, they are post-Conjunction
creatures who migrated from
another realm to take up
residence in the muddy rivers
and dank ponds of this world

Drowners belong in the dark,
where the imagination fills with
untold horrors. Adrian drew
them lurking in muck under a
mossy wooden dock, poised to
grab a dangling ankle with their
bony hands. Their naked, hair-
less bodies and bloodshot,
bugged eyes make them easily
mistakable for perverted speci-
mens of humanity gone awry.
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| VRAN WARRIOR

They sat still on their horses,
seemingly relaxed. He saw their
weapons-short spears with wide
tips. Swords with oddly forged
guards. Battle axes. Toothed
gisarmes.

These reptilian humanoids’
golden days ended eons past
with the arrival on the Continent
of elves, then humans. Yet a
few small pockets are still said
to inhabit remote regions of the
Blue Mountains. Naturally,
vrans have little love for the
warm-blooded species.
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EKIMMARA
Barttomiej Gawet
Who would think that overgrown

bats would have a taste for gaudy
Jjewelry?

Bartek plays with form and style
here. With its tight framing and
tangle of figures, the image is
dynamic, the horse’s wild-eyed
glare drawing the gaze. The
Jjuxtapositions are intentional—
the grotesque and repulsive
against the noble, the desperate
will to survive versus merciless
bloodlust.
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1. LESSER GOLEM

Ilker Serdar Yildiz
Marek Madej
Barttomiej Gawet

“Lesser does not mean worse!”
—Master Istredd of Aedd Gynvael.

2. GOLEM
Nemanja Stankovic

Does not drink. Does not eat. Does
walk, however. And fight.

3. LESSER FIRE
ELEMENTAL

Bayard Wu

A certain mage considered them

cute. His fate gave rise to the
saying “Don'’t play with fire.”

4. LESSER EARTH
ELEMENTAL

Chris Rallis

Bogna Gawronska

Easily mistaken for rocks. Many
atroll's been unpleasantly surprised
by gastric grief on that very account.
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WOLF
Anna Podedworna

Surrounded by that pack of wolves,
we felt like the Three Little Pigs.

Wolves aren’t usually a threat to
humans save travelers who
lose their way in the woods in
winter, when animal quarry
grows scarce. Yet when
powerful b ike a leshen

or werewolf takes control o

c
pack, things change.

Anna adores wolves, so she
was thrilled to produce this
illustration. The setting is

romantic—a moonlit night. Yet
it's made disturbing by the glow
in the predators’ suggesting

they are in thrall to an evil force.






