Excerpt from the House Rules for “Rob’s World!” 3rd edition D&D campaign. Rules are posted online at: http://www.robsworld.org/3ehsrls.pdf

ARMOR DETERIORATION DUE TO CRITICAL HITS:

Any time a character suffers a critical hit, there is a chance that the defenders armor may be damaged to such an extent that it's protective rating will be lessened by one or more points. Armor is permitted a saving throw vs DC 10, +1 per point over the amount needed to achieve the critical hit. For example; If Abramo the evil priest of the Dark Naga scores a critical hit on Thalidimar, Thalidimar must make a saving throw or have his armors protective rating reduced. Abramo scored a 24 on his critical hit (on the follow-up critical hit check, not the original ‘to hit’ roll/threat roll), which was 4 more than he needed. As a result of the critical, Thalidimar must make a save for his armor vs a DC of 14.

Armor receives a bonus to its save equal to its protective value. A suit of padded armor, with a protective value of +1, gains a +1 to its saving throw. A suit of full plate gains a +8 to its save throw (It has a +8 protective/AC value). Magical armors gain +1 for being magical, and +1 for each enchantment/bonus of the armor (not just protective bonuses count. A suit of +1 non-encumbering half-plate would gain a +3 to its save (+1 for being magical, +1 for the non-encumbering enchantment, and a +1 for the protective bonus) If there are any questions as to whether or not a non-protective enchantment counts towards a saving throw bonus, the DM makes the final call. Masterwork armors gain a +1 to their svs critical hits. Any armor can be completely destroyed in this manner. Any time magical armor is damaged in this way (Failing it's saving throw) it's enchantment may be eliminated. It may become mundane armor of it's type. A suit of armor can be reduced in protective value only so long as it has protective value left. A roll of 1 is an automatic failure on the armor saving throw.

Any time magical armor has been damaged a number of times equal to it’s protective rating, it is considered destroyed, with no further magical properties. Magical armor can have it’s magical protective value/bonus(es) repaired (provided it hasn’t been destroyed) by a qualified armorer. The cost to restore a magical protective bonus to damaged magical armor is equal to the base price listed in the DMG, pg 216. Table 7-2. (For example, restoring +1 armor to it’s original protective rating of +3 would cost 4,000gp (the cost listed for +2 armor)).

Damaged mundane armor may be repaired in order to restore it to it's original protective potential. Sometimes it's best just to replace the armor. Depending on the amount of damage sustained. To repair the armor requires a skilled armorer who will charge twice the original cost of the armor as divided by the number of protections it provides.

For example: If half-plate costs 600 gp, and provides 7 levels of protection (AC +7). Half-plate can take 7 critical hits before it is totally useless as armor. (Personally I'd ditch it way before this. It's only serving as an anchor after a certain point.) Back to our example. 600 / 7 = 85.71 multiplied by 2 = 171.42 (A kind armorer will round down) or 171 gold pieces to repair one protective rating to this armor. Magical armor on the other hand will cost four times the original cost of the armor. And the magical enchantment cannot be restored by an armorer, It will need a skilled mage's attentions.

(Any armor that is reduced to no protective rating through the effects of critical hits cannot be repaired. Start over.)
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