
Beholder Eye of Flame CR 10
LE Large Aberration 
Initiative: +9; Senses: All-around Vision, Darkvision 60 ft. 
Defense 
AC: 27, Flat-Footed: 22, Touch: 14 
(+5 Dex, +13 natural, -1 size) 
HP: 111 (14d8+56)   DR: None 
Fort: +8, Ref: +9, Will: +13  SR: None 
Resistances: None 
Immunities: Fire, Flanking 
Defensive Abilities: Fiery Burst 
Offense 
Base Attack Bonus: +10; Grapple: +4; Space/Reach: 10 ft. / 5 ft. 
Speed: 5 ft., fly 20 ft. (good) 
Melee: Bite +10 (2d6) 
Ranged: Eye Rays +16 (see special abilities) 
Special Abilities: Central Eye, Eye Rays, Pyromastery 
Tactics 
During Combat: During combat an eye of flame attempts to remain as 
far away from its opponents as possible while still being able to pepper 
them with its eye rays. Particularly brash eyes of flame will move forth 
to bathe their opponents in the effects of their central eye, though doing 
so is dangerous. 
   Eyes of flame take great pleasure in setting targets aflame with their 
fire ray only to cause them even greater harm with their pyromastery 
ability. 
Morale: An eye of flame is more concerned with its well-being than 
most beholders and will flee if reduced to 25 or fewer hit points. When 
under the command of an eye tyrant an eye of flame will not flee unless 
ordered to do so (which is highly unlikely) by its superior. 
Statistics 
STR 10 (+0) DEX 20 (+5) CON 18 (+4) 
INT 14 (+2) WIS 18 (+4) CHA 20 (+5) 
Armor Check Penalty: -0 (-0 armor, -0 shield) 
Feats: Improved Initiative, Improved Natural Armor (2), Improved 
Natural Attack (Bite), Weapon Focus (Ray) 
Skills: Knowledge (Arcana) +19 (17 ranks, +2 Int), Listen +21 (17 
ranks, +4 Wis), Search +23 (17 ranks, +2 Int, +4 race), Spot +25 (17 
ranks, +4 Wis, +4 race) 
Languages: Beholder, Common, and one other 
SQ: Flight 
Combat Gear: None 
   Other Gear: None 
Ecology 
Environment: Hot mountains or deserts 
Organization: Solitary, pair, or unit (3–12 plus 1–2 eye tyrants) 
Treasure: Double standard 
Special Abilities 
   All-around Vision (Ex): Due to the placement of its eyes, a beholder 
may look in any direction. This provides a +4 racial bonus on Spot and 
Search checks. In addition, beholders cannot be flanked. 
   Central Eye (Su): An eye of flame’s central eye continually produces 
a 40-foot cone that makes targets therein vulnerable to fire. All creatures 
within this cone take 50% additional damage from fire-based attacks and 
have any resistances or immunities nullified. Additionally, any time a 
creature affected by this ability is dealt damage by a fire-based attack, 
that creature suffers 2d4 points of additional fire damage. Eyes of flame 
as well as creatures possessing the Fire subtype are immune to the 
effects of this ability. 
   Eye Rays (Su): Unlike true beholders, an eye of flame only possesses 
three different eye rays to employ against its enemies. Each ray has a 
range of 100 feet and a save DC of 22 (the save DC is Charisma-based). 
Every round on its turn, the eye of flame employs all three of its rays; no 
creature may be the target of more than two rays. 
      Fear Ray: This ray subjects a target to his worst fears, functioning 
identically to a fear spell. 
      Fire Ray: This ray bathes a target in incredible heat dealing 5d6 
points of fire damage. The target of this ray must also succeed on a 
reflex save or catch fire, suffering 2d6 points of fire damage per round 
until extinguished. 

      Telekinesis Ray: An eye of flame can move objects or creatures that 
weigh up to 250 pounds as though with a telekinesis spell. Creatures can 
resist the effect with a successful will save. 
   Fiery Burst (Su): When reduced to 1/2 its maximum health, and when 
slain, the eye of flame looses a magnificent burst of flame. All creatures 
within 60 feet suffer 10d6 points of fire damage unless they succeed on a 
reflex save (DC 22) which reduces damage by half. 
   The save DC is Charisma-based. 
   Flight (Ex): All beholders possess the natural ability to hover along at 
a moderate speed with good maneuverability. 
   Pyromastery (Su): Eyes of flame are masters of fire. At will as a free 
action (but only once per round) an eye of flame may employ 
pyrotechnics (as the spell; CL 10, save DC 17 (12 + Cha modifier)). 
Additionally, if it has line of sight to its target, an eye of flame can focus 
its gaze (a move action) on a creature that is on fire, doing so increases 
the damage the burning creature takes from the fire by 3d6 for 1 round. 
 
 
   Floating before you is a large spherical creature with a bulbous body. 
The beast’s primary feature is a large centralized crimson-colored 
unblinking eye, beneath which is a gaping maw filled with large teeth. 
Smaller eyes glowing with fire rim the thing’s alien form attached to 
wriggling stalks. 
 
   Amongst a race of egomaniacs it would be difficult to imagine a 
servant caste; such things do exist however, at least amongst the 
beholders. 
   In exchange for a continued existence, the eyes of flame are to serve 
their eye tyrant masters to the best of their abilities. Typically this 
service comes in the form of combat, whether against other beholders or 
lesser creatures it matters not to an eye of flame. 
   While some eyes of flame have been known to strike out on their own, 
such an occurrence is a rare event. Occasionally, a lone eye of flame will 
rise to power in a city or some other highly populated area; typically 
leading group of slavishly loyal minions to do great evils in its name. 
 
Lore 
   A successful knowledge (Dungeoneering) check will reveal the 
following information about an eye of flame: 
DC 24 This is an eye of flame, a lesser beholder known for its 

mastery over fire. This reveals all aberration traits. 
DC 29 An eye of flame is capable of firing bursts of fire from its eye 

stalks and its central eye emits a cone of energy that renders 
those within highly vulnerable to fire, even if they are 
normally immune to its effects. 

DC 34 An eye of flame’s mastery over fire allows it to intensify the 
flames of those it has set alight with its eye rays. Heavily 
damaged eyes of flame have been known to unleash great 
bursts of flames to reduce their enemies to ash. 

 


