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	Name: Yellow Musk Zombie
	Name_2: Yuan-Ti Broodguard
	Name_3: 
	Size: Medium
	Type: Undead
	Alignment: Unaligned
	Size_2: Medium
	Type_2: Humanoid (yuan-ti)
	Alignment_2: Neutral Evil
	Size_3: 
	Type_3: 
	Alignment_3: 
	AC: 9
	AC_2: 14 (natural armor)
	AC_3: 
	HP: 33 (6d8+6)
	Speed: 20 ft.
	HP_2: 45 (7d8+14)
	Speed_2: 30 ft.
	HP_3: 
	Speed_3: 
	STR: 13
	DEX: 9
	CON: 12
	INT: 1
	WIS: 6
	CHA: 3
	STR_2: 15
	DEX_2: 14
	CON_2: 14
	INT_2: 6
	WIS_2: 11
	CHA_2: 4
	STR_3: 
	DEX_3: 
	INT_3: 
	WIS_3: 
	CHA_3: 
	Senses: blindsight 30 ft.
	Senses_2: darkvision 60 ft.
	Senses_3: 
	Passive Perception: 8
	Challenge: 1/4
	XP: 50
	Passive Perception_2: 12
	Challenge_2: 2
	XP_2: 450
	Passive Perception_3: 
	Challenge_3: 
	XP_3: 
	Languages: -
	Languages_2: Abyssal, Common, Draconic
	Languages_3: 
	Traits: Condition Immunities charmed, exhaustion
	Traits_2: Saving Throws Str +4, Dex +4, Wis +2
Skills Perception +2
Damage Immunities poison
Condition Immunities poisoned
	Traits_3: 
	Features: Undead Fortitude.  If damage reduces the zombie to 0 hit points, it must make a Constitution saving throw with a DC of 5 + the damage taken, unless the damage is from fire or a critical hit. On a success, the zombie drops to 1 hit point instead.
 
Actions 
Slam. Melee Weapon Attack. +3 to hit, reach 5 ft., one target. Hit: 5 (1d8+1) bludgeoning damage.
	Features_2: Mental Resistance. The broodguard has advantage on saving throws against being charmed, and magic can't paralyze it.
 
Reckless. At the start of its turn, the broodguard can gain advantage on all melee weapon attack rolls it makes during that turn, but attack rolls against it have advantage until the start of its next turn.
 
Actions
Multiattack. The broodguard makes three attacks; one with its bite and two with its claws.
 
Bite. Melee Weapon Attack. +4 to hit, reach 5 ft., one target. Hit: 6 (1d8+2) piercing damage.
 
Claws. Melee Weapon Attack. +4 to hit, reach 5 ft., one target. Hit: 5 (1d6+2) slashing damage.
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