	Required Fights
	EXP Given
	HP
	Base Defense
	Notes

	Intro Skeleton
	20
	40
	5
	Has back

	Intro Ghoul
	1
	50
	5
	Has back; no damage until after first 3 attacks; Sol weakness

	Cathedral Ground Floor: 3 Skeletons
	90 (30 each)
	70 each
	7
	Has back

	Cathedral Upper Floor: 
3 Boks and 1 Zombie
	Boks: 36 (12 each)
Zombie: 25
Total: 61
	Boks: 140
Zombie: 300
	Boks: 5
Zombie:7
	Has back; Sol weakness 

	Duneyrr
	200
	500
	5 at start and after dive-bomb; 0 when attracted to candles
	Light candles to attract: flame spear or hammer switches; larvae can drop solar fruit/nuts; after attracted, it will go up on the 3rd hit OR on 1st hit if damage is 100 or more OR on 2nd hit if first and second hit total 50 damage or more

	Remains 7 Vampire Bats
	35 (5 each)
	30 
	3
	Sol weakness; can restore life with attacks

	Remains Sword
	150
	600
	8
	Slave swords do 42 damage to Sword

	Remains 2 Yellow Slimes
	40 (10 each)
	100
	0
	Can be killed by pushing rock blocks (only yields 20 total experience)

	Remains 4 Golems
	160 (40 each)
	200
	10
	Has back; can do damage amongst themselves: golem running into golem: 35, 44, 52, 56 damage (varies), golem running into knocked-out golem: 70 damage; any golem that doesn’t die by your hand yields no exp

	Remains Axe
	300
	500
	10
	

	Vampire
	300
	1500
	 when moving; 0 when in black hole; bats have  health
	Sol weakness; transforms to bats when at below half health

	Cheyenne
	100
	1500
	20
	Has back; can yield speed nut, tasty meat and blueshroom

	Durathror


	600
	1700
	1st Phase: 35
2nd Phase:  to any bulbs, 30 when revealed
3rd Phase: 40

	1st Phase: Full to 2/3 health
2nd Phase: 2/3 to 1/3 health
3rd Phase: 1/3 health to defeat
Darkness Roots in 1st Phase can be killed for 40 exp

	Aqueduct 3 Purple Slimes
	180 (30 each)
	100
	5
	

	Aqueduct 6 Octopi
	240 (40 each)
	200
	5
	Flame weakness

	Aqueduct 3 Skeleton Fencers
	450 (150 each)
	300
	50
	

	Dvallin
	1000
	2200
	Arms: 60
Body: 50
	Flame weakness; final hit cannot be done to arms; spear necessary for head hits

	Spiral Tower Sword +
	800
	1000
	50
	Slave swords do 60 damage to Sword +

	Spiral Tower Axe +
	1000
	1000
	50
	

	Dainn
	2000
	5000
	1st Phase:  when moving; 0 when in black hole
2nd Phase: 50
	Sol weakness; phase change at half health

	Undead Zone 1 Sand Worm
	2000
	2000
	Head: 60 
Any other body part: 
	Cloud weakness

	Undead Zone 2 Lich
	2500
	5000
	60
	Earth weakness; has back

	Undead Zone 3 Serpent
	3000
	2000
	Head:70
Tail: 30
	Fire weakness

	Undead Zone 4 Lich +
	3500
	8000
	60
	Frost weakness; has back

	Jormungandr
	0
	5000
	Eyes: 80
Tongue: 20
Body: 60
	Becomes stunned after one side of eyes takes 120 damage; reveals tongue after both sides of eyes take 120 damage simultaneously, counter resets if recovers from stun state; dark breath at ≈2/3 health, eye beams at ≈ half health, hammer stun at ≈ 1/3 health



