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Features

its next turn. On a success, the effect ends. On a failure, the creature
is petrified until freed by a greater restoration spell or other magic.

9. Disintegration Ray. If the target is a creature, it must succeed on a
DC 16 Dexterity saving throw or take 45 (10d8) force damage. If this
damage reduces the creature to 0 hit points, its body becomes a pile
of fine gray dust.

If the target is a Large or smaller nonmagical object or creation of
magical force, it is disintegrated without a saving throw. If the target is
a Huge or larger oject or creation of magical force, this ray
disintegrates a 10-foot cube of it.

10. Death Ray. The targeted creature must succeed on a DC 16
Dexterity saving throw or take 55 (10d10) necrotic damage. The
target dies if the ray reduces it to 0 hit points.

Legendary Actions

The beholder can take 3 legendary actions, using the Eye Ray option
below. It can take only one legendary action at a time and only at the
end of another creature's turn. The beholder regains spent legendary
actions at the start of its turn.

Eye Ray. The beholder uses one random eye ray.

Features

8. Petrification Ray. The targeted creature must make a DC 16
Dexterity saving throw. On a failed save, the creature begins to turn to
stone and is restrained. It must repeat the saving throw at the end of
its next turn. On a success, the effect ends. On a failure, the creature
is petrified until freed by a greater restoration spell or other magic.

9. Disintegration Ray. If the target is a creature, it must succeed on a
DC 16 Dexterity saving throw or take 45 (10d8) force damage. If this
damage reduces the creature to 0 hit points, its body becomes a pile
of fine gray dust.

If the target is a Large or smaller nonmagical object or creation of
magical force, it is disintegrated without a saving throw. If the target is
a Huge or larger oject or creation of magical force, this ray
disintegrates a 10-foot cube of it.

10. Death Ray. The targeted creature must succeed on a DC 16
Dexterity saving throw or take 55 (10d10) necrotic damage. The
target dies if the ray reduces it to 0 hit points.

Legendary Actions

The beholder can take 3 legendary actions, using the Eye Ray option
below. It can take only one legendary action at a time and only at the
end of another creature's turn. The beholder regains spent legendary
actions at the start of its turn.

Eye Ray. The beholder uses one random eye ray.
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