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I. FGO as a Hybrid Narrative Platform: Visual Novel and Live
Service

But we might be able to get some information from the
surrounding towns and forts.

(Source: Official Fate Site)

The success of Fate/Grand Order is predicated on a complex and often contradictory narrative
architecture that integrates the content demands of a continuously running mobile live service
game with the high-text-density structure traditionally associated with Japanese Visual Novels
(also called VNs).

This synthesis, particularly within the esoteric cosmology of the Type-Moon universe, creates a
unique value proposition where intellectual depth and writing quality supersede conventional
mobile game production standards.

I.A. The Medium Paradox: Text Density Over Visual Fidelity

FGO’s primary storytelling modality utilizes the classic VN style, relying heavily on character
sprites and extensive dialogue to convey plot.' The game has been subject to criticism regarding
its presentation, specifically the "near-complete lack of narration outside of dialogue" and the
reliance on "less than stellar graphics/animations" that critics suggest hold the storytelling back
when compared directly to the original Fate/Stay Night VN.? Indeed, even established graphical
elements, such as generic battle effects, utilized "the same old, dated effects from six years ago"


https://fate-go.us/howto/story.html

until very late in the game’s lifecycle, reinforcing a perception of visual antiquity.

However, this low-fidelity presentation is not merely an oversight; it represents a calculated
strategic trade-off. By minimizing the high-cost, time-consuming development required for fully
voiced dialogue, complex 3D models, or extensive animated cutscenes, the development team

effectively maximizes resource allocation toward core scenario writing and content velocity.!

The quality of this writing is consistently cited as FGO's greatest strength, frequently hailed as
possessing "the best story of all time, at least in gacha games".* The deliberate adherence to a
heavy-text format, particularly in complex later chapters like Olympus and Avalon le Fae, proves
that exceptional narrative can be delivered without reliance on full voice acting, echoing the
structural success of VNs like Mahoutsukai no Yoru.

Furthermore, the decision to maintain a visually modest framework provides a critical
competitive advantage in the mobile market. Unlike many modern gacha titles that are
"designed to be enjoyed better on a PC with big beefy GPUs," FGO remains reliably accessible
and playable on standard mobile hardware.? The structural constraint of the game's initial,
simple design—which was not planned to scale to its massive eventual size—forced the
development team to prioritize narrative depth over an expensive graphical arms race.

This positioning insulates the IP by defining its primary value proposition as intellectual and
thematic sophistication, appealing to a demographic seeking narrative complexity rather than
cutting-edge visual technology.

I.B. Pacing, Serialization, and Content Velocity Management

The long-term sustainability of a live-service role-playing game depends on its ability to manage
content velocity, maintain a deep and "long-lasting" cast, and structure its releases without
compromising quality.? FGO addresses this challenge by adopting a highly episodic and flexible
serialization model.

The main narrative is intentionally segmented into large, complex chapters that are released
with significant gaps in between.® FGO’s design allows players to "splice" these sections into
smaller, digestible parts, permitting the audience to "digest it at whatever pace they want" and
take necessary breaks without penalty.® This player-driven pacing is critical for managing the
mental load associated with high text density.

The strategic decoupling of the main storyline from a relentless fixed release schedule is crucial
for quality assurance. The development leadership prioritizes releasing the main story only



when it is "ready," utilizing dedicated writing teams for supplementary Event stories to fill the
extended release gaps.® This approach mitigates the risk of quality degradation often observed

in live service games compelled to adhere strictly to rapid content cycles.’

This high-volume ecosystem necessitates a specific approach to content canonization. If event
stories were designated as non-canon filler, the player’s time and financial investment in event
Servants would be diminished. To counteract this, FGO operates under a flexible Type-Moon
cosmology framework where all events are declared canonical, even those that contain internal

contradictions or are presented as "joke events".'

This "meta-canon" approach maximizes the utility of the extensive character roster. For
instance, the event that introduced the Servant Dantes made him a "vital mental defense
servant that reappears in several events".’® By integrating the characters acquired through the
gacha system into the critical lore framework, the game validates the player's account
investment and enhances the psychological levers driving long-term retention.



Il. The Dual Narrative Architecture: Singularities, Lostbelts,
and Escalation
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https://www.reddit.com/r/grandorder/comments/abjc62/rgrand_order_story_rankings/

FGO’s primary narrative innovation lies in its capacity to structurally escalate stakes over time,
moving from an internally focused historical restoration mission (Part 1: Singularities) to an
externally imposed campaign of systematic existential violence (Part 2: Lostbelts). This
architectural shift fundamentally elevates the moral and existential burden placed upon the
protagonist and the player.

Il.A. Part 1: Singularities (The Restoration Paradigm)

The first major arc established a clean, low-cost moral economy for the protagonists.
Singularities are defined as temporary, localized alterations in Proper Human History (PHH).*
The mission, known as "Grand Order," is one of historical repair: the team rayshifts to the past,
resolves the conflict (often retrieving a Grail), and in doing so, "reset[s] that certain time period

to its proper way of events".!!

The critical mechanical result of fixing a Singularity is chronological amnesia: "everyone we
interacted with that time period forget[s] about us anyway".!! This outcome is analogous to
"reloading an old save" in a strategy game, where the error is corrected and the history resumes
on the correct track.'

This restoration paradigm allowed the writers to introduce complex, high-stakes events and
beloved characters without forcing the protagonist or the player to shoulder irreversible moral
consequences, as the trauma of loss was mitigated by the chronological reset.

II.B. Part 2: Lostbelts (The Erasure Paradigm)

Part 2 initiates the primary shift into the erasure paradigm. Lostbelts are not deviations within
PHH, but "alternate realities that overstayed their welcome," which developed independently
based on a different set of foundational events.'* The mission in Part 2 is not restoration but
elimination. The objective is to cut the Fantasy Tree, which results in the complete, permanent
erasure of that entire reality—its people, its history, and its potential.™

The functional mechanism may appear similar to fixing Singularities—the protagonists arrive,
fight, and leave—but the narrative consequence is profoundly different. The experience is
framed as far more "depressing" or "evil" because the protagonists are actively killing
civilizations that, while "pruned" from the main timeline, are nevertheless viable and populated
by sentient, sympathetic beings (e.g., Paxti).*



The analogy provided within the narrative discourse is powerful: erasing a Lostbelt is equivalent

to deleting a "corrupted" but "still playable" game file and reinstalling from scratch, meaning all

the elements and people met "are gone forever and might as well have never existed".!

This shift from restoration to erasure is a calculated move to weaponize moral trauma. The

protagonist is forced to commit systematic existential violence, absorbing the cumulative guilt

of destroying civilizations that fiercely fight for their right to exist. This escalating moral debt is

the structural mechanism that prevents the narrative from stagnating and becomes a primary

driver of the protagonist’s character development and internal conflict, effectively ensuring

sustained high stakes and narrative tension.*?

The structural difference between the two narrative epochs is summarized below:

Narrative Structure and Escalation Analysis

(Pruned)

viable civilizations.

Executioner/Execu
tioner of Worlds.

Narrative Arc Temporal Status [Thematic Conflict |Protagonist's Role [Moral
Cost/Trauma
Part 1: Temporary Restoring Heroic Low: Actions are
Singularities Deviation (PHH) [established Restorer/Anomalo [forgotten; history
history. us Fixer. is clean.™
Part 2: Lostbelts |Alternate Reality [Erasing existing, [Necessary High: Permanent

existential erasure;
deep, prolonged
suilt and survival

trauma.!

I1.C. Thematic Dissonance and Existential Stakes

FGO’s narrative depth is further amplified by its consistent commitment to core Type-Moon

cosmological themes: the philosophical struggle for humanity's self-determination. The main

conflict involves confronting entities that believe they know what is best for humanity, resulting

in the protagonist frequently having to tell "gods or god-like beings with their own ideas of what
is best for humanity to f*** off".!*

This includes the foundational antagonists, the Beasts (Evils of Humanity), whose destructive

actions are driven by a "twisted love" and a belief that their chosen path represents the best

course for humanity, whether through the pity of mortality (Beast |I: Goetia) or the desire for

regression (Beast II: Tiamat)."




The introduction and gradual focus on the Foreigner class of Servants, often developed in side
content like Pseudo-Singularities and Imaginary Scramble *®, mark the pinnacle of existential
threat escalation. Foreigners are individuals who have encountered, and been touched by,
"outer and elder gods"—alien entities of incomprehensible power considered inherently

"incompatible with humanity".'’

These beings represent a cosmic, external form of determinism far beyond the
anthropomorphic concepts of PHH correction or divine intervention. Foreigners, such as Abigail
Williams, retain their humanity despite being proxies for these eldritch entities.'’

This progression establishes a clear threat hierarchy: Singularities (internal human error) ->
Beasts (internal self-destruction) -> Lostbelts (external determination/pruning) ->
Foreigners/Outer Gods (cosmic, incomprehensible terror).

This continuous rise in the magnitude of the threat requires the protagonist to confront
increasingly complex and abstract forms of determinism, which, in turn, intellectually validates
the escalating emotional and physical toll placed on Ritsuka Fujimaru. The deep integration of
this esoteric lore transforms the mobile gacha game into a vital nexus for the entire Type-Moon
cosmology.*®



lll. The Protagonist and the Monetization Mandate

(Source: Official Fate Site)

The protagonist, Ritsuka Fujimaru (Guda/Gudako), is perhaps the most scrutinized element of
FGO’s narrative design, existing in a permanent state of tension between literary requirement
(character growth) and financial necessity (monetization viability). Their design functions
primarily as an audience conduit, strategically limited by the game's core business model.

llIlLA. Ritsuka Fujimaru: The Audience Conduit and Parasocial Contract


https://fate-go.us/gallery/

Ritsuka is an intentionally designed "shallow audience insert".*® Both the male and female
versions are canonical options, emphasizing adaptability.?® This lack of aggressive personality is
integral to FGO's monetization strategy, which hinges on maximizing the player’s personal
investment in the expansive Servant roster.

The gacha system dictates that the game's financial sustainability depends on high-spending
players ("turbowhales"). The entire roster is "tailor designed to be a summon capable servant

for any wild Master/Servant Fate/Stay Night fantasy role play".**

To protect the lucrative "parasocial self-insert headcanons" of these high-value players, the
narrative must maintain the status quo regarding character dynamics.*

This constraint mandates that the protagonist avoid deep, exclusive, or complex character
development, particularly romantic or exclusive relational dynamics with individual Servants,
that might alienate players who are purchasing other Servants for their own desired
connections.? Ritsuka functions, therefore, as the ultimate emotional receptacle and catalyst,
providing projection space while driving the plot.

lI1.B. Evolution of Agency and the "Creed of Humanity's Best Master"

Despite the strict constraints imposed by the monetization mandate, the narrative has skillfully
layered characterization onto Ritsuka over time. Ritsuka is famously lacking in magical talent
("no talent as a magus").'? Their true power lies in their extraordinary, often unhealthy,
resilience and will to survive—the endurance necessary to "defy every single odd" and inspire
the world’s most powerful heroes.™? This willingness to self-sacrifice, trying "to save anyone
anyway" ™, positions Ritsuka as a modern interpretation of the Type-Moon "Hero of Justice"
archetype, though one forced into the role by relentless external circumstances rather than

internal, self-imposed guilt (like Shirou Emiya).'*

This character development was intentionally delayed. Ritsuka only began receiving "proper
characterization extremely late in the game," specifically noted as beginning in Lostbelt 5.1."
This late infusion of agency represents a deliberate structural choice. Once the gacha and the
extensive roster were established, the increasing existential stakes of the Lostbelts necessitated
a traumatized, personally invested protagonist to maintain emotional resonance. The trauma
Ritsuka absorbs—the emotional debt of executing worlds—becomes the narrative mechanism
that prevents them from being a passive bystander.

This constitutes a strategic "ludonarrative bargain." The protagonist’s constant endurance and



survival instinct are transformed into the "creed of humanity’s best master," the quality that

allows them to "get along with any race of any error".*? This narrative justification provides the

thematic resolution for why the most powerful entities in history willingly flock to serve a

physically mundane Master: Ritsuka’s worth is measured not in combat power, but in moral and

emotional endurance, validating the player's choice to purchase and employ these Servants.?*

Protagonist Function vs. Monetization Constraint

Design Element

Narrative Function

Monetization
Necessity (Constraint)

Development Impact

Silent/Minimal
Dialogue

Maximize player
projection (self-insert).

Protect high-spender
parasocial investment

(status quo).”

Limits deep, exclusive
internal conflict; shifts
burden of emotional
complexity to Servants.

Resilience/Survival
Duty

Defines Ritsuka’s
unique form of
heroism.

Justifies continued
operation and
command structure.?

Grants emotional depth
late-game, minimizing
early-game narrative
risk.'?

Master of Massive
Roster

Justifies gacha system
and Servant
summoning.

Requires high character
visibility and potential
"shipping stardom" for

every Servant.”!

Prevents deep,
exclusive romantic
relationships that could
alienate other Servant

fan bases.?




IV. The Character Ecosystem: Lore Integration and Content
Padding

(Source: CBR)

FGO sustains its massive, decade-long story by skillfully weaving auxiliary content into the main
narrative fabric, using non-main story elements like Interludes, Pseudo-Singularities, and Events
to perform critical roles in lore expansion and character development, thereby preventing main
story bloat.

IV.A. Servant Design and Narrative Prioritization

FGO employs a development model where character design often acts as the precursor, and
even the causal trigger, for major narrative arcs. Historically based Servants undergo substantial
visual transformations—analyzed via technical methods like the Manga-matrix—to make them
marketable mobile characters, such as the adaptation of Hijikata Toshizo.?

However, this relationship achieves its maximum impact when the quality of the visual design
directly dictates the writer's workload. Kinoko Nasu, the primary scenario writer, revealed that
the quality of the character designs for Lostbelt 6 (LB6), particularly those from his artistic
"idols," compelled him to elevate the entire narrative. He felt he "had to make it the work of
Nasu Kinoko's career," committing to writing a complex introduction-continuation-catastrophe
trilogy with his biggest ensemble cast yet, based on designs like Arthuria Caster (Castoria) and


https://www.cbr.com/fate-grand-order-absolute-demonic-front-babylonia-character-guide-servants/

Baobhan Sith.%®

This flow ensures that the characters considered most artistically or commercially vital—those
deemed likely to generate high gacha revenue—are granted seamless and maximally impactful
integration into the highest-stakes main story content. The design of Castoria, for example,
forced a large-scale deviation from Nasu's earliest plot plans, illustrating the powerful feedback
loop between character design and narrative direction.?®

IV.B. Canonical Content Mapping and Knowledge Barriers

To maintain a cohesive main storyline without being overwhelmed by peripheral lore and
character backstories, FGO strategically uses auxiliary content as mandated or implicit
knowledge gates.

1. Pseudo-Singularities (Part 1.5): These chapters are essential narrative bridges connecting
Part 1 to the Lostbelts.”’” Several key Servants have their names intentionally concealed
until these stories are finished.?” Crucially, characters recurring in the Lostbelt arc often
derive context directly from Pseudo-Singularities, making their completion necessary for
full understanding of the main plot progression.?’

2. Interludes and Events: While technically optional, Servant Interludes and Rank-Up Quests
function to expand general lore, resolve the personal stories of side characters, and
provide specialized narrative context.*® Imaginary Scramble, for instance, provides
necessary expansion on the Foreigner class, preparing players for cosmic threats later in
the main narrative.'® Furthermore, significant events like SERAPH introduced major
characters (BB and Kiara) and plot repercussions that carry weight throughout Part 2, and

Tunguska is noted for its "long reaching plot relevance".*

This fragmented structure accomplishes two goals simultaneously: it grants every playable
Servant a sense of "main character syndrome," ensuring they receive development and
longevity that validates player acquisition.® Secondly, it functions as a highly effective
content-gating system. By placing intricate lore and character resolution in optional,
side-narratives—which require stamina and investment—the main, linear narrative avoids the
necessity of complex branching choices or excessive exposition.? This strategic mapping ensures
continuity and deepens engagement without imposing unnecessary creative strain on the core
writing team.






V. Conclusion and Recommendations for Sustainable
Narrative Design
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(Source: Sensortower)

The enduring popularity and financial success of Fate/Grand Order in the highly competitive
gacha market stem from a sophisticated, sustainable narrative design model built on strategic
constraint, thematic escalation, and protagonist management. It stands to this day as one of the
most remarkably well designed mobile games for its narrative alone.

V.A. Synthesis of FGO’s Success Factors

FGO’s foundational strength lies in its relentless commitment to narrative quality, driven by
high-caliber writers who are empowered to pursue depth even under "suffocating schedules".?®
This narrative quality provides an intellectual authenticity that allows the game’s story to

resonate deeply with players, inspiring thought similar to traditional epic legends.?®

Structurally, the narrative model successfully harmonizes gacha necessity with plot progression.
The gacha system requires a massive ensemble cast °, and Ritsuka Fujimaru’s design as a
resilient, self-sacrificial emotional catalyst provides the essential justification for why the world's


https://sensortower.com/blog/fate-grand-order-revenue-4-billion

most powerful heroes would serve them.*

The narrative successfully converts the financial requirement of maintaining a large roster into a
justifiable, high-stakes plot dynamic. Finally, the consistent, escalating exploration of core
Type-Moon cosmological themes—the struggle against deterministic forces and divine
judgment “*—provides a crucial layer of thematic consistency that overrides the inherent
commercialism of the mobile game format.

V.B. Lessons for Live-Service RPGs

Based on the analysis of FGO's architecture, three critical recommendations emerge for the
development of sustainable, narrative-driven live-service RPGs:

1. Prioritize Cohesive Linearity: The focus must remain on producing a cohesive,
well-written linear narrative of grand scope.’ Attempting to incorporate complex,
branching player choices in a live-service environment is structurally unsustainable given
the requirement for content velocity and long-term continuity management. Emotional
impact should be derived from the inherent tragedy of predetermined events and
imposed moral costs (the Lostbelt model), rather than arbitrary player choices.

2. Institutionalize Moral Escalation: Development teams must engineer structural
distinctions, such as the shift from Singularities to Lostbelts, that fundamentally and
irreversibly raise the moral and existential stakes for the protagonist. The narrative must
continuously justify increased player power and time investment by demanding greater
personal sacrifice and moral debt from the core cast.

3. Implement Strategic Lore Gating: Auxiliary content (events, Interludes, pseudo-main
chapters) should be designated as essential knowledge gates rather than optional filler.
This technique allows the main story to maintain tight pacing and focus, while pushing
backstories, lore expansion, and niche character resolutions into required side content
that simultaneously boosts player engagement and optimizes resource usage.*®

V.C. Future Sustainability Challenges

FGO faces a significant long-term challenge concerning its narrative momentum post-Lostbelt
Part 2. By establishing the erasure of entire timelines as the baseline stakes, the narrative must
now identify new thematic conflicts capable of maintaining "story hype" without escalating the
cosmic scale into thematic absurdity.**

Furthermore, the design team must navigate the evolving characterization of Ritsuka Fujimaru
with extreme caution. While narrative maturity demands organic growth beyond the "shallow



insert," any attempt to drastically alter Ritsuka’s personality or introduce highly exclusive
relationship dynamics carries the inherent risk of violating the established "parasocial self-insert
headcanons" that drive the high-spending consumer base.*

Sustainable narrative development requires carefully balancing the needs of high-quality,
emotionally demanding storytelling against the critical financial necessity of maintaining the
player's privileged access to the entire Servant roster.

V.D. Conclusion

The key takeaway from dissecting Fate/Grand Order is that its success is not accidental, but the
result of a deliberate, calculated narrative trade-off. It chooses intellectual depth over visual
spectacle and writer autonomy over rigid scheduling, making it an anomaly in the mobile
market that provides vital lessons for any studio aiming for long-term narrative engagement.

The central mechanism of FGO’s narrative triumph is the successful alignment of character
growth with the monetization model. By making the protagonist, Ritsuka, the Emotional
Receptacle rather than the power fantasy, the game justifies why the most potent beings in
history and myth flock to their cause. ' This narrative framing transforms the act of acquiring new
characters via the gacha from a purely transactional impulse into an emotional investment, a
desire to protect the collective survival of the cast through the Master’s relentless endurance.

For aspiring live-service narratives, FGO offers a blueprint:

1. Weaponize Moral Consequence: The transition from Singularities (restoration) to
Lostbelts (existential erasure) proved that the most effective way to raise stakes
long-term is not by increasing the size of the monster, but by increasing the moral debt
placed on the player. Future narratives should be designed to structurally force the
protagonist to make increasingly profound sacrifices that elevate their characterization
from passive observer to traumatized, enduring hero.

2. Embrace the Hybrid Medium: Do not shy away from text density if the writing is
exceptional. FGO proves that a commitment to high-quality storytelling—even within the
technical limitations of a simple visual novel format—can override the demand for
cutting-edge graphics and full voice acting, establishing narrative sophistication as the
game's core value proposition.

3. Validate the Entire Cast: The game's use of optional content like Interludes,
Pseudo-Singularities, and Events is essential, transforming every Servant into a fully
developed character with "main character syndrome". This ensures that the time and
money spent acquiring a character are validated by their continuous, canonical presence
in the lore, guaranteeing narrative longevity for a roster that is required to be massive.

In essence, Fate/Grand Order functions as a multi-volume epic disguised as a mobile
application. Its success confirms that authenticity, structural narrative evolution, and a profound
commitment to character depth are the true drivers of long-term sustainability in the live-service
RPG market.


https://www.reddit.com/r/CharacterRant/comments/1ldgidy/fategrand_order_fujimaru_ritsuka_power_fantasy/
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