
The Witcher 3: Wild hunt is the third installment of the action-RPG series based on 

the Andrzej Sapkowski's prose. The game was made by CD Projekt RED, ie. the team 

responsible for the previous two episodes. 

 

The plot: 

Once again we are going to impersonate known from the previous parts Witcher. The 

main plot revolves around separated themes as looking for a Geralt's lost love, or the 

invasion on the North Kingdom by the Nilfgaard. Also, we are going to try to stop the 

title Wild Hunt who's been haunting our hero not only in the novels, but also in both 

the first and in small extent in the second part of the series.  What's more, all main 

quests offer a movie quality of the narrated story, with branched track events, 

impressive interluding scenes and neatly directed sequences. Besides, we are able to 

abandon a few themes, but as some of you might imagine – not without 

consequences. 

 

Despite the main story, we can spend more than 100 hours on having fun with 

oodles of side quests. 

 

The authors made sure they prepared a diversity of challenges! During our adventure 

we are going to explore i.a. caves, ancient ruins and full of life villages. We are going 

to hunt monsters in order to earn money or special rewards. Also, the game offers a 

bunch of challenges based on investigations. In addition, the White Wolf may indulge 

in a card game called Gwent, which is a separate game. 

 

The Mechanics: 

The mechanics, in pursuance with the tradition, offer a freedom in the development 

of the character, and the plot is highly branched in order to make players able to make 

their own choices. At the same time, the virtual world is in a large extent dynamic, 

e.g. some of our actions will cause that an abandoned by the villagers settlement will 

be brought to life after getting rid of bandits or monsters. Futhermore, the game has 

an open world which is 40 times bigger than the one in the Witcher 2. 

The new engine (REDengine 3) was designed to load the data in the background what 

almost prevented from the loading screens – they will be still visible during trips to 

bigger hubs, or smaller locations like Kaer Morhen, Skellige islands, White Orchard 

and Vizima Castle. What's interesting, travelling on a horse or by the fast travel 

makes it much easier – with a good steed it takes about 15mins to travel from the 

beginning to the end of the map. 

 

A big changes appeared in the combat system. The AI of our enemies was completely 

remade. Geralt got 96 animations used in fights, while in the second installment he 

had only 20. Also, players are finally able to interupt an attack during it's casting, 

block strokes or make dodges even if we are out of stamina, but in that case they 

won't be that effective. Moreover, the new camera system is made to take care of the 

clear perspective during battles. The game is not lacking in Boss fights (e.g. with the 

Ice Giant), but this time they are not scripted. Also, the sign system got a big remake. 



Each of 5 sings has now a main and an alternative way to use, e.g. if we use the Igni 

sign of the 2nd type, Geralt will eject a flamethrower from his hand. However, using 

the Ydren sign places a trap on the ground which will not only slow every enemy that 

is in it, but also deal some damage to them. 

 

During fights we can use the environment as our ally, e.g. we can telepathically hit 

the nest of wasps what will cause the wasps to attack our enemies. However, if they 

decide to attack us instead – we will burn them with the Igni sing. 

Widening our knowledge about enemies will reveal their weaknesses. Some of 

defeated monsters will leave, an impossible to gather in any other way, ingredients 

needed to alchemical recipes or to make new items. They also allow Geralt to 

develop his own mutation tree which provides the acces to new skills. Players are 

also able to develop their alchemical and fencing skills. 

 


