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L5R 3rd Edition Modifications (Bob's House Rules)

Use the Rules as Written in 3rd Edition, with the following exceptions:
Rules Carried Forward from 2nd Edition
1) Roll Skill and Keep Trait: Continue to use Roll Skill and Keep Trait from 2e. Reduce most TNs by 10 to compensate for lower rolls (ref discretion).

2) Insight: Use Skill level-1 for calculating Insight bonuses for skills from 2e.

3) Spellcasting: Use TN for spells = Mastery Level x 5 (not 10 plus Mastery Level x 5). Roll appropriate Ring, keep insight rank as per 2e.
Combat and Weapon Rules Changes

1) Initiative: Roll Air Ring for initiative, all school techniques still add.
2) Damage Rules: All raises and effects which increase damage add +1k0, not 1k1 or kept dice, including weapon special abilities. Void may not be used to boost damage rolls according to official L5R ruling. 
3) Carapace: Carapace reduction for Tetsubo is 5, for Dai-Tsuchi is 3. They still affect armor as normal (-10, -5). Note that carapace ratings of standard creatures may be modified. (In general, carapace reductions should be HALF of armor reductions, that is 1 carapace = 2 armor). 
4) Weapons Modifications:
a) Swords: Swords do not possess their class ability to "spend one and only one Void point to roll and keep an extra die of damage."  

b) Katana: The "special rules" for Katana are those from 2e: "When wielding a Katana, the wielder adds his Kenjutsu skill to the Initiative roll." Note that the wielder must draw or use the sword at the start of combat for this to apply. If he changes weapons, etc., the bonus is subtracted from initiative, like Tides of Battle.
c) Naginata and Nagamaki: The "special rules" are: On each attack, you may choose to spend one and only one void point to roll an additional damage die."
d) Dai-kyu: Does not have +2k0 damage in addition to max Strength 4.
Skills and Skill Mastery
1) Mastery Abilities (all non-weapon skills): Rank 5 is "gain a free raise with the skill" and there is no +2 Insight bonus (but specific skills still grant this under their mastery).
2) All Weapon Mastery: There are no mastery bonuses for all skill or all weapon mastery (they are completely ignored). Only specific mastery abilities of weapons apply.
Other Modifications

1) Natural Healing: rate should be Stamina per day (not Stamina plus Insight). 
2) Minor clans: should have their techniques limited to 3 ranks, as in 2e.
