
Fate/EXTELLA is out! 

I'm truly grateful to the production team and everyone who waited for the new EX title. 

 

I can't fully express my gratitude, but at least allow me to repay it with words. 

So, I've decided to upload this EXTELLA/zero outline, which was never meant to see the light of day. 

 

"How does the start of a new series treat EXTRA and CCC?" 

 

This was made to address that problem. 

I wanted to put this in a book someday if there was a chance, but I might as well publish it here. 

This doesn't contain spoilers for EXTELLA, so those of you who have beaten both EXTRA and CCC can read it 

freely. 

 

It's long, so I'll divide it into two parts. 

 

 ◆◆◆ 

 

■ Fate/EXTRA/EXTELLA Character Outline 

 

※ There's only one route, so Nero takes the role of saving, guiding, and helping Hakuno grow. 

Don't forget that this is a boy-meets-girl story. 

 

・ Kishinami Hakuno (Protagonist) 

The archetypal protagonist who wakes up in SE.RA.PH to find himself caught up as a participant in the Holy 

Grail War. 

He has memories of life (daily school life), but no other memories. 

His abilities are extremely mediocre as a wizard. Fortunately, he has a personality that never gives up, holds 

no grudges, and always tries to do the right thing. Miraculously, he attains victory. In short, he's someone 

who can't quit. 

 

 →→ 

First Spoiler (revealed in the middle and later half of the story) 

His identity is the same as that of the NPCs on campus, merely "recreated data from past humans." 

(It is less expensive for the Moon Cell to model NPCs after past humans, but the Moon Cell fundamentally 

cannot understand humans (intelligent life forms)) 

He gained a self and passed the preliminary round as a human, so he was registered as a Master. 

 

 →→ 

Second Spoiler (revealed at the end of the story) 

The human he was recreated from is in cold sleep on Earth, neither alive nor dead. 

This is why the NPC managed to gain an ego and autonomy. 

(This has to do with where souls reside in TYPE-MOON, but that isn't explained in this story.) 

 

・ Saber (Nero) 

The Servant who was summoned in response to Hakuno's call. 

(Summoning details are in Material, under Saber's entry.) 

A female knight who acts as she pleases and whole-heartedly glorifies life. 

Her speech and attitude are pompous, but at her core, she respects all that is beautiful. 



She appears condescending, but actually reacts to most things with a "wow, that's amazing. How 

impressive! But I won't lose, either!" attitude. 

 

Her physical abilities are below average for a Servant, but her Skill "Imperial Privilege" is powerful. A true 

genius displays her talents in all areas. Red Saber's strength can be considered her ability to learn anything 

that is possible through human levels of effort or talent. 

 

Saber is reluctant to reveal her true name. 

It is not because she wishes to conceal her identity as the infamous tyrant Nero, but because she is afraid 

that Hakuno will dislike or be disappointed with her if he knows her name. 

During the fifth round, she moves past this hesitation and reveals it herself. 

 

・ Girl Classmate (Female Protagonist) 

A girl who occasionally crosses paths with Hakuno, leaving him a casual word of advice. 

She's always eating a noodle sandwich. 

She wasn't in the PSP version, so the audience would misread her as "a new heroine!?" 

 

 →→ 

 Spoiler (Round 7) 

The same entity as Hakuno. Personnel data: a NPC created by SE.RA.PH, modeled after Kishinami Hakuno. 

However, she was configured as a female due to overlapping identity. 

She gained an ego in connection with the same event for Hakuno, and advanced as a Master. 

(※ She didn't gain a soul. Hakuno gained a soul, and the aftermath of this awakened her ego.) 

Because her data was modified further after recreation, she quickly becomes aware that she is not a 

legitimate being. 

As a degraded copy, she cannot withstand the installation of an ego (soul), so she is destined to 

disintegrate. 

(※ Even if she wins the seventh round, she will then disappear. Only Archer deduces this.) 

 

・Archer (Nameless) 

The Female Protagonist's Servant. He is a Servant summoned to a Master without a soul, so his summoning 

circumstances are also irregular. 

Half of his body is crumbling and burned. 

Knowing the Female Protagonist's situation, he helps her fight to the bitter end. 

 → Every time Hakuno is alone and in a pinch, Archer saves him. As for why he does this, if Hakuno dies, 

so does the female protagonist. Archer is trying to give his Master a conclusion where she doesn't lose until 

the very end, and accepts her end even though she couldn't survive. 

 →→ Archer is partially destroyed, so Nero and Tamamo don't recognize him in the world of EXTELLA. 

Also, the Nameless that appears in EXTELLA comes from a world where the Female Protagonist won. 

 

・ Rin & Rani 

Fewer appearances than in the PSP version, but their position is unchanged. 

 

・ Leo 

The heir to the Western European Conglomerate. A perfect prince. The strongest foe in the PSP version. 

His role is the same in the PSP version, but this time he is defeated in the sixth round. 

 

 →→ Foreshadowing 



Out of curiosity, Leo talks to Kishinami Hakuno many times, but several of the conversations are 

inconsistent. 

"Oh, didn't we talk about this before?" 

"Yes, I'm interested in you, too." 

He says things like that, because he's interacted with the Female Protagonist in the same way. 

Leo loses to the Female Protagonist in the sixth round, so this time, he realizes that the Female Protagonist 

has the potential to defeat him. 

・ Saber (Gawain) 

Leo's Servant. Unchanged from the PSP version. 

 

・ Julius 

Leo's older brother. An assassin who handles the dirty work. On Earth, he doesn't have much time left to 

live. 

He eliminates Leo's enemies without regard for his own survival. 

His position is unchanged from the PSP version. He is openly hostile to Hakuno, and is Hakuno's greatest 

rival. 

Julius' special animosity towards Hakuno (and the Female Protagonist) is because Hakuno is the same type 

of person as Julius. 

On a deeply subconscious level, Julius rejects the notion that a normal person, possessing nothing and 

chosen by nobody, could rise to become Leo's greatest enemy. 

It also stems from Julius' irritation that he was unable to do the same. 

 

・ Assassin (Li Shuwen) 

Julius' Servant. Position is unchanged from the PSP version. 

 

・ Matou Shinji 

・ Rider (Drake) 

The opponent in the first round, which has the theme of fighting a friend. Unchanged from the PSP version. 

 

・ Atrum 

The opponent in the fourth round. His Servant is Caster (Tamamo no Mae). 

A new Master for the EXTRA storyline that was reorganized for EXTELLA. A user of sacrificial magic that kills 

and creates life. 

Acquainted with Leo on Earth. In the world of EXTRA where fossil fuel resources have run dry, he lacks the 

cockiness and carelessness of his Fate/stay night counterpart. However, his basic personality is the same. 

A self-proclaimed feminist, but it's obvious in reality that he views women only as tools. 

He speaks respectfully to Caster, but also looks down on her. 

After the Moratorium of Round 4, he sends Caster to seduce Hakuno (to gain his sympathy). 

"You don't need win the boy over. As long as you can ensnare him, it'll be a windfall for us." 

"Me? I have things to do. Dirty jobs are a Servant's duty, right?" 

Casko wearily follows his order, replying "By your command." 

After dispatching Casko, Atrum accesses a proprietary hidden circuit to Earth to find data on Kishinami 

Hakuno, but fails to turn up anything. This troubles him. 

 

After Atrum loses to Hakuno in their duel, Atrum uses Caster as a scapegoat to avoid the destruction of his 

own body, and flees. 

After he escapes from the firewall, he is dealt with by Julius or the Moon Cell. 

 



・ Caster (Tamamo no Mae) 

Appears as Atrum's Servant. 

From the start, she is aware that she is expendable to Atrum, but she does not resist fulfilling their pact. (Of 

course, if Atrum were to sever their contract, it would be a different story.) 

When she comes to Hakuno on Atrum's orders to seduce him, Hakuno asks, 

"...Umm, I don't understand why you're doing this," 

which confuses her. 

Fox: "I suppose, in short, that my Master's naive strategy is to have me drown you in my charms and end 

you in your sleep. Failing that, sympathy might still move you to carelessness during your final duel..." 

Having heard Casko's circumstances and taking issue with them, Hakuno becomes serious. 

Hakuno: "Have a seat, Caster." 

Hakuno kneels across from Caster. 

Casko does the same. Hakuno begins to give her a stern lecture out of concern for her well-being. 

This is the first event that leads to Caster falling in love. 

 

After their duel, Casko burns away, as Atrum's scapegoat. 

The protagonist then uses his Command Spell to try and save her. 

Casko is restored, without a scratch. "Ah, I'm finally free!" The way she easily withstands the assault of the 

firewall is similar to Arcueid's scene. 

Afterwards, she cooperates with Hakuno as his (self-declared) true Servant. 

Nero: "Damn you -- who let this raccoon- no, this fox into our den!?" 

Fox: "That's obvious. As if the curse of a third-rate Master could roast me!" 

 

・ Dan 

・ Archer (Robin) 

The opponent in the second round, which has the theme of defeating one's senior and mentor in life. 

Position is unchanged from the PSP version. 

 

・ Twice Pieceman 

The final Master who awaits Hakuno in front of the Moon Cell's core, after the seventh round. 

Position is unchanged from the PSP version. 

However, to make his appearance less sudden, he would appear frequently throughout the story. 

※ He could also interact with the Female Protagonist instead of Hakuno. 

 

PART II 

 

Continuing on... 

 

  ◆ 

 

■ Reorganization 

※ This is basically meant to be a shorter version of the plot, so it only contains the essentials. 

Unfortunately, I have to cut the excess fat. 

※ That said, in the end this is a reorganization of the Nero route. There are differences from the Tamamo 

no Mae and Nameless routes. For example, in the Tamamo route, the event that occurs on the path to the 

core is completely opposite. 

 



・ Awakening ~ Preliminary Round ~ Servant Summoning 

From the top... 

"A girl falls on the water's surface, lying face up. It's the Female Protagonist before she disappears, after 

losing to Hakuno in the sixth round." 

This scene would be interesting to include. The audience would be misled to believe she was someone who 

died in the preliminaries, but the truth would be revealed in after the sixth round. 

※ This is just meant to be a surprise scene, without any bearing on the story. It doesn't have to be 

included. 

 

The protagonist notices the incongruity in school life, escapes from the Inside of the World (the Inside of 

the Texture), fights a doll, and summons a Servant. 

Unchanged from the introduction to the PSP version. 

 

・ Round 1, Beginning 

Round 1 begins while the mood is still carefree, while explaining SE.RA.PH., the Moon Cell, the Holy Grail 

War, and the state of Earth. 

The atmosphere of Round 1 is "this is a game," "this is a proxy war," and "this feels like a game." 

The opponent in the first round is announced. Hakuno faces Shinji. 

→ In the PSP version, the opponent in each round was announced on a bulletin board, but if we have the 

budget, I'd like to make it more flashy this time. 

We could show the audience the tournament brackets and where each character is. 

Also, the Masters can casually face off in in the halls, and we can also have Casko smugly appear. 

 

・ Round 1, Conclusion 

Events from the competition against Shinji, to the elevator ride, until the final duel. 

Demonstrates that this isn't a game, but rather a ruthless battle for survival. 

Drake: "Don't you all realize that you were dead as soon as you got here?" 

They were all a great herd of fools lured in by the colorful promise that their wishes would be granted. 

Of course, some were staking their lives on the competition, but the majority of them had been deceived. 

Even Hakuno is troubled. "What reason and wish do I have for fighting in this war for survival?" 

 

  →→ Point 

It left a bad taste in his mouth to join this tournament with neither convictions nor goals, and fight his own 

friend. 

It struck him that unmindful murder and innocent fights to the death → Real death. 

Shinji: "I thought it just granted wishes! Why do I have to die!?" 

Drake: "Look, that's just what it means to live. All people are unaware that they trample on the wishes of 

others." 

 

・ Round 2 

The heartbroken protagonist fights Dan, the old soldier. 

The old man who fights with regrets about his life, and the Heroic Spirit Robin who died in regret. 

 

・ Round 3 

Round 3 is unchanged from the PSP version. 

After Hakuno wins, his next opponents Atrum and Casko appear to put on haughty airs. "You face us next, 

oh ho ho." 

 



・ Round 4 

Atrum is a character related to both Leo and Earth, so he serves the supporting but important role of 

explaining much of the setting, such as the state of Earth, and how it ended in the 2030s. 

Atrum affects goodwill, taking the "you should lose, so that I can live to save the world" approach to sway 

Hakuno's resolve. 

Hakuno, who has no identity, hesitates. However, he overcomes Atrum's intimidation by realizing that 

although Atrum's words are true, Atrum himself is not. They fight as Masters. 

As a result of the duel against Atrum, Casko decides to help Hakuno while avoiding detection by the Moon 

Cell. She becomes a useful and helpful friend. 

Of course, she schemes to defeat Nero and take her place as the main Servant, given an opening. 

Nero is aware of this, naturally. Casko and Nero share a friendly, combative relationship. 

→Their relationship is changed from "heroines of different worlds" to "heroines in the same world." 

 

・ Round 5 

Hakuno fights Julius in the fifth round. 

Nero is rendered unable to fight by Assassin's Noble Phantasm. 

With Casko's assistance, Hakuno challenges Julius and Assassin on his own. 

Thanks to Hakuno's efforts, Nero recovers, and the story proceeds as it does in the latter half ot the PSP 

version. 

After Nero recovers, she tells Hakuno her true name. Her Noble Phantasm is finally unsealed. 

 

・ Missing Chapter 

This is when CCC takes place. Casko remembers all of it. Nero only remembers, "Elizabeth is my lifelong 

rival. But which round did we fight in?" 

 

・ Round 6 ~ early Round 7 

Rin and Rani are defeated in round 6, and say their farewells. 

Hakuno anticipates a showdown with Leo next... but Leo is reported to have been defeated. 

 

Leo has fallen, but the name of the Master who proceeded to round 7 is hidden by jamming, and the 

Master is nowhere to be found. 

Casko and Saber attempt to investigate, but they are unable to either locate the Master or remove the 

mosaic obscuring its name. 

In a dramatic development, they realize, "what if they aren't hiding? What if their name was always this 

way to begin with?" They proceed on the assumption that their next opponent is nameless. 

 

They report this irregularity to the priest, but the priest answers, "No. In a sense, your next battle is fair." 

Hakuno enters the elevator, not knowing who his next foe will be. No one is next to him. 

 

When he arrives at the arena, it's a wasteland resembling the Grand Canyon. 

Hakuno and the Female Protagonist face off, separated by a valley. 

The enemy Master was his classmate. "Ah, I knew it," Hakuno says in understanding. 

The girl: "Let's begin, Archer. This is my final fight." 

Archer appears in response to her order, facing Nero. 

The girl dispels the texture concealing her true face. 

There she stands, aloof, her hair blowing in the wind. 

 

For a moment, the story switches to the girl's perspective. 



It's the story of a girl who suddenly woke up like Hakuno did, and strove to move forward in spite of her 

lack of self and her impending collapse. 

The Female Protagonist's fight against Leo is the same as Round 7 of the PSP version. 

→ Even though it was against the Female Protagonist, Leo still lost to "Kishinami Hakuno." 

 

Round 7 concludes. Archer disappears along with the girl. 

The Male Protagonist inherits the girl's memories and details of her fight with Leo as his own. 

 

・ End of Moratorium ~ On the way to the core 

While traveling the path to the core of the Moon Cell, Hakuno is attacked by a debugging program. 

Its target is Casko, not Hakuno. The Moon Cell is enraged that a Servant which should have been defeated 

is still intact. 

→ Hakuno parts ways with Casko. The tone is similar to parting with Casko in the CCC Route of CCC. The 

debugging is powerful enough to actually erase her in CCC, but the debugging is light in this case, so Casko 

won't disappear. 

Casko schemes to capture the Protagonist's heart and affections by risking her life (which is in no actual 

danger) in a heart-rending farewell, after sharing a tender scene with him. Nero sees right through it. 

"Come back out here!" 

"I'll beeeeee baaaaaaaack!" 

"She'll live," remarks Hakuno, as he dons his sunglasses. 

Hakuno and Saber arrive at the Moon Cell's core. There, they face Twice. 

 

・ Moon Cell Core ~ Savior 

Hakuno confronts Twice. Twice gives a long speech. 

※ The events here are described in the final entry of the Material glossary. 

 

His thoughts breaking down, Hakuno has a showdown with Twice. 

T: "No Servant can reach me. After all, heroes are little more than flowers that bloom in each age. 

He who saves the world. My answer is he who saves humanity." 

The Servant Savior appears. 

 

The duel against Twice becomes a reflection on human history in the Common Era. 

"All this consumption and bloodshed, and this is the conclusion we reach?" laments Twice solemnly. 

"So what!?" roar Nero and Hakuno in defiance. 

Twice is correct. Humanity is not. 

Yet, the final role and responsibility to decide and enforce what is right belongs to the people living in the 

current era. 

It would be even more unacceptable to have it decreed by a ghost from the past. 

 

After Twice is defeated, the ending of the PSP version proceeds to the Saber Route ending of CCC, and the 

story feels like it connects to EXTELLA. 

It leads to a new beginning that collects all of the previous components. 

That said, in the end this reorganization is supposed to be vague, in the sense that "this seems to have 

happened." 

For example, the tense but inseparable relationship between Nameless and Cu Chulainn, Gilgamesh and 

Artoria's connection, and other factors aren't described in EXTRA and CCC. I hope that the audience will 

accept that these fuzzy connections similar to the ones from Fate/stay night might have existed in the EX 

world, too. 



 

   ◆ 

 

That's one portion of the materials from before we began developing EXTELLA. 

It's just background for the story which will never appear as a concrete title, so don't worry about the 

typos. 

I hope you enjoyed reading this, even if it was just my thinking "hmm, this is how we might need to 

redefine multi-route games that continue as a series." 


