
DAMAGING MAGIC ITEMS
ITEM SAVING THROWS
- see PH 165 for effects of energy attacks on items (acid & sonic deal full damage before hardness; electricity & fire deal 
1/2 dam before hardness; cold deals 1/4 dam before hardness).
- objects take 1/2 damage from ranged weapons (unless the weapon is a siege engine or similar).
- objects are immune to nonlethal damage and critical hits.
- some objects are vulnerable to certain attack forms (e.g., cloth vs. fire); suffer double normal damage and may ignore 
hardness.
- see PH 166 for item hardness & hp.
- see PH 177 for order of items affected.
- see DMG 214 & PH 166/277 for magic item saves & damaging magic items. Unattended, non-magical items never 
make saves and are considered to have automatically failed and take damage. Magic items don't need to make saves 
unless unattended, targeted, or wielder rolls a natural 1. Attended magic items use the character's save modifiers or 
their own, whichever is better (see PH 177, Table 10-1 for order of items affected; select 4 and roll randomly). Magic 
items otherwise take damage as per mundane items of the same sort. Magic items have save bonuses equal to 2 + 1/2 
of caster level (round down). The exception is intelligent magic items, which apply their Wisdom modifier to Will saves.

MAGIC ITEMS
- Shields & Weapons: each +1 of enhancement bonus adds 2 
hardness and +10 hp; cannot be damaged except by weapons 
of same enhancement bonus or higher.
- Armour: hardness as per material type; HP equals armour 
bonus x 5. 
- Weapons fashioned from adamantine have a natural ability to 
bypass hardness when sundering weapons or attacking objects, 
ignoring hardness less than 20.
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ITEM HARDNESS & HP
Darkwood
  5
 10/inch of thickness
Bone*
 
  6
 10/inch of thickness
Silver, alchemical 8
 10/inch of thickness
Bronze**
  9
 20/inch of thickness
Dragonhide
 10
 10/inch of thickness
Cold iron 
 10 
 30/inch of thickness

SUNDER
You can use a melee attack with a slashing or bludgeoning weapon to strike a weapon or shield that your 
opponent is holding. If you’re attempting to sunder a weapon or shield, follow the steps outlined here. 
(Attacking held objects other than weapons or shields is covered below.)
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Table: Common Armor, Weapon, and Shield Hardness 
and HP
Weapon or Shield Hardness HP1

Light blade 10 2
One-handed blade 10 5
Two-handed blade 10 10
Light metal-hafted weapon 10 10
One-handed metal-hafted 
weapon 10 20

Light hafted weapon 5 2
One-handed hafted weapon 5 5
Two-handed hafted weapon 5 10
Projectile weapon 5 5

Armor special2 armor bonus x 
5

Buckler 10 5
Light wooden shield 5 7
Heavy wooden shield 5 15
Light steel shield 10 10
Heavy steel shield 10 20
Tower shield 5 20

1 The hp value given is for Medium armor, weapons, and 
shields. Divide by 2 for each size category of the item 
smaller than Medium, or multiply it by 2 for each size 
category larger than Medium.

1 The hp value given is for Medium armor, weapons, and 
shields. Divide by 2 for each size category of the item 
smaller than Medium, or multiply it by 2 for each size 
category larger than Medium.

1 The hp value given is for Medium armor, weapons, and 
shields. Divide by 2 for each size category of the item 
smaller than Medium, or multiply it by 2 for each size 
category larger than Medium.

2 Varies by material.2 Varies by material.2 Varies by material.

Step 1: Attack of Opportunity. You provoke an attack of 
opportunity from the target whose weapon or shield you 
are trying to sunder. (If you have the Improved Sunder 
feat, you don’t incur an attack of opportunity for making 
the attempt.)

Step 2: Opposed Rolls. You and the defender make 
opposed attack rolls with your respective weapons. The 
wielder of a two-handed weapon on a sunder attempt 
gets a +4 bonus on this roll, and the wielder of a light 
weapon takes a –4 penalty. If the combatants are of 
different sizes, the larger combatant gets a bonus on the 
attack roll of +4 per difference in size category.

Step 3: Consequences. If you beat the defender, roll damage and deal it to the weapon or shield. See Table: Common 
Armor, Weapon, and Shield Hardness and Hit Points to determine how much damage you must deal to destroy the 
weapon or shield.
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If you fail the sunder attempt, you don’t deal any damage.

Sundering a Carried or Worn Object: You don’t use an opposed attack roll to damage a carried or worn object. Instead, 
just make an attack roll against the object’s AC. A carried or worn object’s AC is equal to 10 + its size modifier + the 
Dexterity modifier of the carrying or wearing character. Attacking a carried or worn object provokes an attack of 
opportunity just as attacking a held object does. To attempt to snatch away an item worn by a defender rather than 
damage it, see Disarm. You can’t sunder armor worn by another character.

IMPROVED SUNDER [GENERAL]

Prerequisites: Str 13, Power Attack.

Benefit: When you strike at an object held or carried by an opponent (such as a weapon or shield), you do not provoke 
an attack of opportunity (see Sunder, page 158).

You also gain a +4 bonus on any attack roll made to attack an object held or carried by another character.

Normal: Without this feat, you provoke an attack of opportunity when you strike at an object held or carried by another 
character.

Special: A fighter may select Improved Sunder as one of his fighter bonus feats (see page 38).
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