Darrin Clough and the L5R Rules Team
Compiled by Ben ‘Bayushi Kinzo’ Halbert

Text in square brackets [ ] is considered to be comments
and not official errata (with the exception of clan tags).

General

Page 55 Kitsune Family (Trait Bonus +1 Willpower)

Page 62 Chuda Family (Trait Bonus +1 Willpower)
[As it was in 3E]

Page 63 Goju Family

[In 3ER, they do not gain any of the Goju abilities
listed in The Four Winds page 141. Shadow Taint and
Shadow Brands have not been updated to 3E or 3ER.
The powers mentioned in The Four Winds are for fully
Shadow Tainted NPC Goju.]

Page 70 The Tsi Family (Trait Bonus +1 Willpower)

Page 74 [Monk Family Bonuses are now a part of
3ER and are NOT a mistake.]

Page 79 (Sidebar) Ronin Family Benefits

The last sentence should be: "True Ronin (or any
character) without a family gains an additional 8
character points as mentioned in the Book of Water."
[*Editor note: The amount of addition points for not
having a Family and/or not having a School are
correctly listed on page 88 and 89.]

Page 86 [The rules sections about Types of Rolls on
page 172 and 173 should be listed on page 86 right
before the “Rings and Traits” section. Errata for page
172 and 173 will be listed in the errata under their
current location in the Book of Fire. This comment is
here as a reminder that rules for types of rolls and more
rules for raises are located in the Book of Fire.]

Page 86 [Raises: The 3ER rules makes no distinction
between made/declared raises and Free Raises. The
3ER rules use the term “make” when referring to the
use of Raises. You make/declare Free Raises and
effects like the Yasuki Courtier Rank 1 and Bishamon’s
Blessing in 3ER have been updated to take this into
account.]

General

Page 91 [Insight Rank and School Rank: There is
truly no Insight Rank limit in 3ER.]

Page 95 Skill Substitution [Change the second and
third bullets to:]

*Any effects that say “when using” the original skill
may not be used on this roll.

*Any effects that say “when using” the substituted skill
may be used on this roll.

[These two bullets were switched. This correction
means that a Kakita Bushi with Great Potential:
Tajjutsu can make unlimited Raises when using his
Taijutsu instead of his Kenjutsu per the Kakita Bushi’s
Rank 1 Technique. It also means that a Kakita can use
his Taijutsu 5 Mastery Free Raise when using Iaijutsu
instead of Kenjutsu.]

Skills

Page 89 Character Points: Skills

[The old 3E text about being able to stack your "any x
skill" onto a School Skill of that type has truly been
removed and is NOT an oversight.]

Page 98 Courtier

Delete the paragraph “If you have the Gossip
Emphasis, you can make a Raise on either of these rolls
to conceal the fact that you are hunting or spreading
rumor.” [The mechanic to do this effect is listed under
the Gossip Emphasis Ability.]

Page 98 Etiquette

Within the Bureaucracy Emphasis Ability Replace the
Intelligence/Courtier Roll with an
Intelligence/Etiquette (Bureaucracy) Roll

Page 99 Games

[As an optional rule, GMs should feel free to place Go
as an Emphasis under Battle and place Sadane as an
Emphasis of Storytelling. When using those skills with
the Go or Sadane Emphasis, the Skill Roll is considered
a Games Skill roll.]

Page 99 Instruction

Replace the Second sentence with, "This Skill may be
required by the GM to teach Skills and Rank
Techniques to another character.”

Page 99 Investigation

Change the First sentence of the third Paragraph with,
“Investigation is used in Contested Rolls against most
Stealth and Sleight of Hand rolls.”

[There are and may be in the future some Stealth or
Sleight of Hand rolls that are not opposed by
Investigation.]

[Note: Interrogating a subject involves discerning
whether or not a person if being truthful when
answering a question you asked of them. This is not to
be confused with passive lying mentioned under the
Deceit skill which involves the listener discerning if a
character truthfully spoke a general statement. A
character can use passive lying during an interrogation
to avoid the mechanics of interrogation by non-sequitur
response.]



Page 99 Medicine
Delete the second sentence from the Rank 7 Mastery
Ability.

Page 102 Craft, Engineering, Locksmith
[More detailed rules for using these skills is pending.]

Page 102 Athletics
[More detailed rules for using this skill are pending.]

Page 102 Battle
[The lack of the "Lore" skill subtype is NOT an error.
Battle is not a Lore Skill in 3ER.]

Page 103 Kenjutsu

Add the Scimitar Emphasis

Replace the Rank 5 Mastery Ability with: “You may
spend now spend an additional Void Point on damage
while using a sword.”

Page 103 Knives
[The Rank 5 Mastery Ability removes the Two-Weapon
Fighting penalty, but not the Off Hand Fighting

penalty.]

Page 103 Kyujutsu

Mastery Abilities: These only apply when using a bow.
[ Detailed errata forthcoming.]

[The Yomanri Emphasis can be used to add the
Emphasis bonus to the Skill Roll if the Agility if being
used instead of Reflexes per the rules for Emphasis. The
Yomanri Emphasis bonus cannot be used with another
Kyujutsu Emphasis bonus, but other Emphasis abilities
can still be used (such as the Horse Archery ability to
ignore the +10 penalty for firing from horseback).]

[The Horse Archery Emphasis can be used to add the
Emphasis bonus to the Skill Roll if the archer is
mounted per the rules for Empahsis. The Horse
Archery Emphasis bonus cannot be used with another
Kyujutsu Emphasis, but other Emphasis abilities can

still be used (such as the Yomanri's ability to let you use
Agility instead of Reflexes to fire a bow.)]

Page 103 Peasant Weapons

[The Kama Emphasis Ability removes the Two-
Weapon Fighting penalty, but not the Off Hand
Fighting penalty.]

Page 103 Polearms

Replace the Rank 3 Mastery Ability with: “You inflict
an additional 1k0 damage with a polearm against
mounted or large opponents.

Page 103 Spears

Replace the Rank 3 Mastery Ability with: “You inflict
an additional 1k0 damage with a spear against mounted
or large opponents.

Page 104 Warfan

[The Rank 3 Mastery Ability removes the Two-Weapon
Fighting penalty, but not the Off Hand Fighting
penalty.]

Page 104 Defense (Unarmored, Armored) [Replace the
entire text with:]

A critical Skill for all those who engage in combat. You
add twice your Defense skill to your TNtbH at all times
(except against opponents whose presence you are
unaware of or while you are in the Full Attack Posture).
While in the Full Defense Posture you may make an
Agility/Defense roll as described in the Full Defense
section of the rules (page 170). The Armored or
Unarmored emphasis applies to this roll as appropriate.
Anyone may use the Defense Skill unskilled without
penalty.

Mastery Abilities

Rank 3: At the beginning of your first Round of a
skirmish and after all Initiative changes have occurred,
you may declare the Full Defense Posture. This is your
Posture Declaration for your Turn.

Rank 7: You may now add twice your Defense Skill
Rank to your TNtbH in Full Attack Posture except
against opponents whom you are unaware.

Rank 10: You may now perform non-Spell Casting
Complex Actions while in Full Defense Posture. Note:
The Melee Attack and Range Attack actions are not
Complex Actions.

Emphasis Abilities

Armored: You may ignore the +5 penalty from wearing
Heavy or Riding Armor for the purposes of
Agility/Defense rolls.

[Using an item such as a Warfan that provides an armor
bonus does not affect which emphasis is applicable and
such an armor bonus can be used normally even if the
unarmored Emphasis was used for the roll.]

Page 105 Hunting

*Trait: "(Various)"

*Text: Hiding tracks is opposed by the opponent’s
“Perception / Hunting (Tracking)” instead of
“Intelligence / Hunting (Tracking)”. Conversely,
finding hidden tracks using the hunter’s “Perception /
Hunting (Tracking) versus the prey’s Intelligence /
Hunting (Tracking). [The parts about Investigation are
correct.]



Page 105 Iaijutsu

Add the “Weapon Skill” subtype. Add the following
Emphases: Draw, Assessment, Focus, Strike.

[Missing text:]

Emphasis Abilities

Draw: The Draw Emphasis lets you make an Reflexes /
Taijutsu (Draw) roll TN 20 to draw a wakazashi without
using a Simple Action.

Page 105 Jiujutsu

[The Atemi Emphasis applies if the Jiujutsu attack is
delivering an Atemi Kiho. The Grapple Emphasis
applies both for the Grapple Maneuver as well as
Juijutsu rolls during a Grapple. The Strike Emphasis
applies all other times EXCEPT for Grapples and
Atemi Kiho delivered attacks. Expanded Hand to Hand
rules as well as Expanded Juijutsu Emphasis will be in
Way of the Open Hand Update.]

Page 106 Deceit

[The passive lying rules under Deceit are used when the
character is trying to be truthful about a statement the
character believes to be false, except when the character
is trying to be truthful when falsely answering a pointed
question of the character. To lie under such
interrogation uses the rules for interrogation under the
Investigation skill.]

Page 106 Forgery

The first sentence in the second paragraph should read:
"To create a forged item, you must make an
Intelligence/Forgery roll vs. a TN of (10 + the TN used
to create the original item)."

The first sentence of the third paragraph should read:
"Seeing through your forgery is a
Perception/Investigation (Notice) roll TN 15."

Advantages

more than one character qualifies due to tied Initiative
count, you choose.

Page 114 Sacred Weapon
Kakita Blade: 4k2 Katana [in addition to its other listed
benefits.]

Crab Schools

Page 122 Hida Bushi School

*Skills: Lore (Shadowlands) should be Lore:
Shadowlands.

*Rank 2 Tech: The "(thus, you do not suffer additional
TN penalties due to the damage)" is redundant and
should be deleted.

Page 123 Yasuki Courtier School
[Previous Errata text concerning "non-Free Raises" has
been removed.]

Page 124 Hiruma Scout
*Skills: Lore (Shadowlands) should be Lore:
Shadowlands.

Crane Schools

Page 108 Ambidextrous (4 Points) [Replaced the entire
text with:]

You are equaled skilled with both hands. You do not
suffer the +5 penalty for Off-Hand Fighting. Dragon
characters may purchase this Advantage for 3 points.

Page 109 Bishamon's Blessing (3 points) [Replace the
entire text with:]

You have been noticed by one of the Seven Fortunes.
Bishamon, the Fortune of Strength, has graced you with
his blessing. For every two non-Free Raises you
successfully make on an attack roll, you gain the
benefits of an additional Free Raise that may only be
used to add to your total pool of Increased Damage
Raises (if any). Crab and Lion characters may purchase
this Advantage for 2 points. ”

Page 109 Combat Reflexes (6 points) [Replace entire
text with:]

You have always reacted swiftly and with certainty. In
the first round of a skirmish, after Initiative has been
determined but before any actions have been
performed, you may choose to exchange your current
Initiative total with the Initiative total of the character
immediately before or after you in the round order. If

Page 126 Asahina Shugenja
*Qutfit: Add "wakizashi"

Page 126 Doji Courtier

*Rank 2 Tech: [Replace text with:] "When engaging an
opponent in conversation, you may observe your
opponent and spend a Void Point and make a
Contested Awareness Roll. If you succeed, the target
must reveal one of his Advantages (if he has any) to
you. If he reveals an Advantage you already knew he
possessed, you gain a Free Raise on all your Contested
Social Skill Rolls against him for the rest of the day.
Additionally, if that opponent attempts to use this
Advantage in a social situation for which you are
involved, you gain a number of Free Raises equal to
your School Rank on all your Contested Social Skill
Rolls against him during that social situation. You may
not use this Technique against the same opponent more
than once per day."

*Rank 3 Tech: Add, "You may not spend a Void Point
in the manner to affect a character who is currently in a
duel. You may only spend one Void Point per round in
this manner."

Page 127 Daidoji Yojimbo School
*Starting Honor: 2.5

Dragon Schools

Page 128 Mirumoto Bushi School
*Skills: Lore (Shugenja) should be Lore: Shugenja.

Page 130 Togashi Tattoed Man
*Title/Tag: Should be “Tattooed Man School (Monk)”

Lion Schools

[There is no current errata for any 3ER Lion Schools.]



Mantis Schools

[There is no current errata for any 3ER Mantis
Schools.]

Phoenix Schools

Page 139 Shiba Bushi School

*Rank 4 Tech: [Change the sentence starting with
“Once per round or duel...” with:] “Once per round or
duel, when another character within 50’of you whom
you can see spends a Void Point, you may make a
Contested Void Roll against that character. If you
succeed, you regain one Void Point (but may not
exceed your maximum).”

Page 140 Asako Courtier School

*Rank 1 Tech: Replace the sentence, “The Experience
point cost for increasing any Lore Skill is reduced by
your School Rank to a minimum of one point,” with
"The Experience point cost for increasing any Lore Skill
is reduced by one (to a minimum of one XP)."

Page 141 Asako Henshin School

*Riddle of Fire: [Add:] “You may not use the Riddle of
Fire to increase a Lore: Elements rolls that is being used
for the activation of a Riddle or Mystery.”

Scorpion Schools

Page 145 Shosuro Shinobi School

*Rank 2: [Amend the sentence:] "Your Raises on
Stealth Skill Rolls and attack rolls against people who
do not know you are there are not limited by your
Void" [to include the text] "or your Skill Rank."

Spider Schools

Page 145 Daigotsu’s Legion [Bushi]
Title/Tag: Should be “Daigotsu’s Legion School
(Bushi)”

Page 146 Chuda Shugenja School

[The Chuda Shugenja School Ranks (currently) truly do
NOT count as a Ranks of Maho-Tsukai for casting of
Maho Spells. Their Affinity: Maho makes their Maho
Tsukai Rank (though no Maho Tsukai School Tech is
acquired) considered one when casting maho spells.
That is to say, they will add +1k0 to Maho Casting rolls
regardless of Chuda School Rank. Also, this School still
get taint normally for casting Maho]

Page 147 Goju Ninja School
[Truly has no School tag, other then Ninja.]

Unicorn Schools

dice for damage when doing so. When you are in Full
Attack Posture and/or are mounted, this damage bonus
increases to a total of three dice. Additionally, you may
add your Earth Ring to your damage rolls.”

Page 149 Ide Emissary School
*School Tag: The “[Courtier]” should be “(Courtier)”.

Page 150 Utaku Battle Maiden School
*School Tag: The “[Bushi]” should be “(Bushi)”.

i

Imperial Schools

Page 148 Moto Bushi School

*Rank 1 Tech: [Replace text with:] “The Moto combat
style is a wild, unfettered fury that intimidates witnesses
You may wield any non-polearm two-handed melee
weapon with one hand (you do not get the increased
damage from heavy weapons) and roll an additional

Page 151 Seppun Guardsmen (Bushi)
*Title/Tag: Should be: “Seppun Guardsmen School
(Bushi)”

Page 151 Seppun Shugenja
*Title/Tag: Should be: “Seppun Shugenja School”

Page 152 Otomo Courtier

Replace the text of the Rank 2 Technique with the
following: “The Otomo speak with the Emperor’s
authority. After an opponent you can see makes an
Honor Roll to reroll a roll, you make spend a Void
Point to force the character to keep the original non-
Honor Roll result.”

Page 152 Miya Herald School [Courtier]

*Title/Tag: Should be “Miya Herald School (Courtier)”
*Rank 4: Remove the text: “[Courtier]” in the
technique text.



*Rank 4: Add the following text: "Further, the Full
Defense Posture does not restrict your movement. At
the beginning of the first round of a skirmish and after
all Initiative changes have occurred, you may declare
the Full Defense Posture. This is not your Posture
Declaration for your first Turn and you may declare a
different Posture at the beginning of your first Turn.”
[The Rank 3 DOES allows a Miya Herald 3 / Shugenja
(or Tsukai) to cast two spells a Turn.]

Minor Clan Schools

Ronin Schools

Page 153 Usagi Bushi School (Hare Clan)

*Clan name: The text, “(Hare Clan)” should be “[Hare
Clan]” as Clan designations should be in “[ ]’ while
School tags are in “()”.

Page 153 Tonbo Shugenja School

*Clan name: Missing the text, “[Dragonfly Clan]”.
*Affinity/Deficiency: The first instance listed with
Affinity: Water and Deficiency: Fire is correct. The
second instance listied of Affinity: Earth and
Deficiency: Fire should be deleted.

[The new technique is correct as the old 3E wing
growing technique has been removed.]

Page 153 Kasuga Courtier School (Tortoise Clan)
*Clan name: The text, “(Tortoise Clan)” should be
“[Tortoise Clan]” as Clan designations should be in “[
]” while School tags are in “()”.

*Rank 1 Tech [The listed Tech in the book is actually
the Rank 1Toku Bushi School Tech]

The correct Rank 1 Kasuga Courtier Tech is as follows:
“Rank 1: The Way of the Tortoise

You are knowledgeable in the shadier aspects of the
Tortoise Clan’s duties. You roll an extra die when using
all Low Skills, and are never considered unskilled with
Low Skills. This benefit is cumulative with the Crafty
Advantage.”

*Rank 3 Tech: Replace “Tests of Honor” with “Honor
Roll”.

*Rank 4 Tech: Replace “no longer limited by your
Void” to “no longer limited by your Void or Skill
Rank.”

Page 156 Toku Bushi School

*Clan name: Missing the text, “[Monkey Clan]”.

*Rank 1 Tech: [The correct text for the Toku rank 1 can
be found under the Kasuga Courtier School Rank 1 on
page 155, but is listed here for completeness:]

“Rank 1: Toku’s Lesson

Students of the Monkey Techniques have a way of
previewing against impossible odds. You may spend a
Void Point to add twice your Willpower to any Raw
Trait or Skill Roll. You may still spend Void for
Enhancements on this roll normally. Your TN to be Hit
in increased by your Earth Ring.”

*Rank 3: Add the following to the Technique text:
“You gain Void points equal to your School Rank
beyond your normal maximum that may only be used
to activate your School Techniques.”

*Rank 4: Replace the last sentence with: "All bonuses to
the original roll still apply and you may choice which of
the two rolls is kept."

Page 157 Ronin Warrior
*Title/Tag: Should be “Ronin Warrior School (Bushi)
[Ronin]”.

Page 157 Ronin Duelist

*Title/Tag: Should be “Ronin Duelist School (Bushi)
[Ronin]”.

*Rank 2 Tech: [Replace entire text with]

"As a Complex Action that may be performed in the
Full Defense Posture, you may study an opponent and
roll an additional die per School Rank on all attack rolls
against that opponent. You may study more than one
opponent at the same time, but the total number of
rolled dice among all such opponents cannot exceed
your School Rank. At the beginning of your turn, you
may reallocate these additional dice as you see fit.

When striking during a duel, you may roll an additional
die on your attack roll for each successful Focus roll
you made during the Focus stage. This bonus lasts until
the end of the duel."

*Rank 4 Tech: Replace "Rank 3" with "Rank 2"

Page 158 Ronin Yojimbo
*Title/Tag: Should be “Ronin Yojimbo School (Bushi)
[Ronin]”.

Page 158 Master of Games
*Title/Tag: Should be “Master of Games School
(Courtier) [Ronin]”.

Page 159 Traditional Priest
*Title/Tag: Should be “Traditional Priest School
(Shugenja) [Ronin]”.

Page 159 Militant Shugenja
*Title/Tag: Should be “Militant Shugenja School
[Ronin]”.

Page 159 Kanosei Furudera Order
*Title/Tag: Should be Kanosei Furudera Order School
(Shugenja) [Ronin]”.

Other

Page 161 Heritage Tables

At the end of the first paragraph add: “Character may
spend 2 points to directly roll on the Distinguished Past
Table or 1 point to directly roll on the Mixed Blessing
Table. Characters may also gain 2 additional character
points that count as a Disadvantage to directly roll on
the Dishonorable Past Table.”

Combat

Page 166 Other Uses for Void

Add:

"Gain a Spell Slot

You may spend a Void Point before you attempt to cast
a spell you know (even if you have no spell slots
remaining) in order to gain a spell slot of the element of



the spell being cast. If you do, you must use the gained
spell slot during the casting and may not make Raises
for Spell Mastery."

Page 169 Wounds

[Missing text.]

At the end of the first paragraph add:

"Any Wound penalties a character suffers are
subtracted from his Initiative."

Page 171 Extra Attack (4 Raises) [Replace the entire
text with:]

If this attack hits the TNtbH (before any effects of
hitting resolve), you may make a second attack with
four raises against the same target. If this second attack
hits, resolve each attack’s effects in order. If the second
attack is a miss, then both attacks are misses. You may
make separate extra raises on these attacks and each
may be made with different weapons or juijutsu. If you
make your second attack with an attack with your other
hand, you may direct that attack against a different
target within range while suffering all the appropriate
penalties for using two weapons as well as the penalties
for off hand fighting. You may only perform this
maneuver once per round.

Page 171 Feint (1 or More Raises)
[The number of allowable raises is the correction]

Weapons

Void: You may spend a two Void Points to make your
TN to be Hit Reflexes multiplier from this kata x3
instead of x2.

Note the “Daidoji Yojimbo 4” in the text is redundant
as all Crane Bushi Schools can learn this kata at Rank
4, per the new kata Rank requirement rules in 3ER.

' #

Spells

Page 183 Tsuruchi Longbow [Replace the Special
Rules with:]

Special Rules: +2k0 DR. +10 TN if fired from
horseback. This penalty is not removed by the Horse
Archery Emphasis. Total ranged penalties reduced by
+10. Characters not from the Tsuruchi Family who
carry this weapon must either have an Obligation to the
Tsuruchi Family or risk being hunted down and killed
from a blood feud.

Page 188 Tonfa [Add the Special Rules text:]

Special Rules: If you posses the Staves (Tonfa)
Emphasis, you gain +3 TN to be Hit (this counts as
Armor) while wielding one (even in you off hand).
Wielding a second tonfa grants an additional +2 TN to
be Hit (which as count as armor), but imposes the
normal penalty two weapon and off hand weapon
fighting.

Kata

Page 208 One Leg Stance

Preparation Time: 20 minutes

Duration: 40 minutes

Rank: Kakita Bushi 3

Cost: 6

Special: This kata may only be used with a katana.
Effect: Your Initiative is increase by 10 and you gain
two Free Raises to attack any opponent with lower
Initiative then you. Your normal TN to be Hit Reflexes
multiplier is Reflexes x2 instead of Reflexes x5. You
may not move at all except to change your facing.

Page 236 Learning a Spell (pg 236)
Second Paragraph, Third Sentence, replace Insight
Rank with Shugenja Rank.

Page 253 Tail of the Fire Dragon
* Effect: Keep the text about using Shugenja Rank.
Remove the reference to using School Rank.

Monk Schools

Page 264 The Shrine of the Seven Thunders
* Skills: Replace Theology (Fortunes) with Theology
(Shintao)

Shadowlands Powers

Page 280 Uncanny Speed

[Remove the second and third sentences and replace
them with] Your base movement is increased by five
times your Taint Rank.



