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“You Have No Choice…But To Enter Heaven’s Feel” 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

 



 
Time 

 
First Grail War 

 
Second Grail War 

 
Origin 

 
Human 

 
Reluctant Master 

You did not set out to be a Master. You are one of the unfortunate souls chosen by the Grail to fill an 
empty slot in the war, and now you must muster your limited power and the strength of your servant to 

save yourself and perhaps get your wish.  
 

Prepared Master 
You were born for this, you are a Skilled Magus who set out to be a Master in the Holy Grail War, your 

strength is at its apex and you have mustered all your possible preparations. Now it is time for you to take 
what you deserve.  

 
Irregular Master 

You’re an oddity in this world of Mages, some form of being that should not exist for some reason or 
another and yet persists and for reasons known only to you has become a Master in the Holy Grail War. 

You will bring down the established order and create a new understanding of reality itself. 
 

Servant (200) 
You are a Legend, a Heroic Spirit called forth by the Grail to do battle once more to achieve your wish. 

Wielding might beyond almost any Mage and experience most lack you are ready to fight through others 
like you in the name of the dreams you hold in your heart.  

 
Perks 

 
General 

 
Magus Potential (Free) 

You’re a Magus with an average amount of Magic Circuits and an element of your choice, if 
properly educated you’d be a decent mage even without a family bloodline.  

 
For they surpass the Mysteries (Free) 

 
Arthur blowing up an entire district of Tokyo just charging a strike from Excalibur、Isemi giving Rider a 
body of flesh and blood with only his Command Spells… We don't know if this was intentional, but is 
clear that the feats in this story are on another level compared to most of the Fate Series. Now you will 

find that all your magical abilities are more powerful altogether. Mystery weakens the more people know 
about it, but it will not be an irreversible process, and now is a lot less susceptible to fade as a 

consequence of civilization advancing. This effect can be toggled on and off to affect settings in future 
Jumps. 

 
(Free) 

 



 
 

(100) 
 

(100) 
 

(100) 
 

(200) 
 

(200) 
 

(200)​
 

(300) 
 

(300) 
 

(300) 
 

Reluctant Master 
 

(100) 

 Never Once Have I Cursed Others (100)​
Even if you were to suffer through the worst life had to offer, a victim of horrific experiments kept alive 
through tubes and machines for the advancement of others you will not grow bitter or hateful. You aren’t 

naive- but there will be nothing stopping you from perceiving goodness and beauty in the world, 
regardless of your trauma.  

(100) 

 

(100) 

 
Dying Wish (200) 

In Aro Isemi’s final moment he achieved a miracle, using all of his Command Spells he managed to grant 
Rider a fully incarnated body- trusting the servant to carry on his will and bring about a happier world. 
You carry a portion of his spirit, now when you entrust your dream to someone else you’ll be able to 

stretch any abilities you may have well beyond their breaking point to grant them a miracle. What this is 
will be dependent on their needs and your abilities but it will always be useful enough to matter. This will 

cost you your life, but will allow you to continue your chain if the beneficiary of this miracle is able to 
succeed in their goal. 

 
(200) 

 

 



 
(200) 

 
 

Hope For A World Without Suffering (400) 
You dream of a world free from suffering, and while the Grail War is naturally an easy way to do so you 

find that all your efforts towards such an end come easier and have a vastly magnified impact. You’ll find 
that even your kind words, and sympathetic ear can have a profound impact on the lives of others, and 

that any more significant contributions can have a much more potent effect even to the point of enacting 
change on a societal level.  

 
(400) 

 
(400) 

 
Fate Worse Than Death (600) 

There are some situations they may befall you that are much worse than simply dying, you could spend 
the rest of your life as a vegetable, living in constant agony, or possessed by some kind of malevolent 

force… you know the one advantage these kinds of situations have? They don’t make you fail your chain 
now whenever you would have died or otherwise Chain Failed you won’t, but your condition will be 

worsened to such an extent you’ll wish you had,  
 

If you have a perk that removes or reduces these consequences this situational invulnerability will fail to 
apply and you’ll be left dying as normal- however Willpower perks can be used to mitigate your suffering 

without compromising this perk’s integrity.  
 

(600) 
​

(600) 
 

 

 



Prepared Master 
 

Knowledge is Power (100) 
The mark of a truly powerful person is knowledge and influence. And now you will be swimming in 

information. With this perk, each time you come into a new Jump you will have some prodigious 
knowledge of the overall setting, the power structures, the hierarchy and whatever known intrigues and 
plots going on. Your starting amount of knowledge is equivalent to someone who has spent the last 10 

years gathering each little bit of information your character would have been searching for before the start 
of the Jump. Eventually, this base would allow you to create your own information network 

 
Formalities (100) 

Formalcraft is considered by many Magi as the Lowest Form of Magecraft, a method used by weak Magi 
to compensate for their lack of ability through primitive ritualism. This is perhaps true, but no one can 

deny that the greatest examples of Formalcraft have rocked the Moonlit World to the core, with Heaven's 
Feel being a prime example. You are familiar with the Methods of Formalcraft capable of adding 

elements of ritual such as incantations or material components to reduce Prana Costs and allow your 
Mysteries to reach new levels of power.  

 
(100) 

Finance Wizard (200) 
Seems that magecraft and the arcane arts is not your only talent. You have a natural instinct to know how 
to handle any amount of money, an intuitive understanding of any business, economic system or capital 
exchange. These skills are perfectly extrapolatable to any kind of economic activity: you're the perfect 

deal-cutter, business manager, door-to-door salesman, or even a pawn shop owner. When making any kind 
of personal investment, you can feel what kind of enterprises will give you the most return and when 

you're being scammed or cheated out of your benefits in any kind of transaction. If given enough time, 
you would take a candle shop and turn it in a true financial colossus 

 
Inherited Legacy (200) 

It is the Lot of a Modern Magus to spend their whole life slaving away so that their successors can build 
upon their efforts on the path to glory. You may not appreciate this fate, but it's one that you take to with 

gusto. You’ll find that when you pass down something you have created the greater the effort you 
invested the more prosperous it will become in its new owner's hand. A branch of Magecraft Study finds 

its way into the hands of dozens of prodigies once you pass it to an heir, a major corporation will only 
expand once you’re ousted as CEO. You will never see the benefits of this growth personally but your 

dreams and will just might.  
 

(200) 
 

Money opens all the doors (400) 
Now we are talking some major words. First, you're rich. No ifs or buts on that, now you have some 

incredible amount of capital, making you one of the richest persons in the setting, maybe with the only 
exception of the King of Heroes with his legendary Vault. 

 
And what is money worth if there is nothing you can buy, create or change with this. Besides the evident 

benefits of such affluence, you will see that, the more capital you have, the more opportunities, 
advantages and benefits you will stumble upon. People will become more aggregable to your wants and 
goals, and even some hermetic organizations would find themselves including you in their secrets and 

intrigues for nothing but such a big... bank account. This sure will be useful to buy some cushy seat in the 
highest rank of the Clocktower 

(400) 

 



(400) 
Better than (Para)Celsus (600) 

Well, well, it seems that you are more than a big back account and some knack for money managing. 
When all that falls short, you're still a master of your craft, your thaumaturgic thesis: Alchemy. The 

transmutation of matter, energy and in some higher levels, the soul itself. Now all those things are open to 
you. 

Now you have the equivalent to 20 years worth of in-depth study from all the alchemical arts, handling, 
and use of alchemical tools and natural compression of the alchemical nature of different materials. If you 

have a Magus-related Origin or background, your family's thaumaturgical thesis is now perfectly 
compatible with alchemical studies. So long as you have the willingness to learn, eventually all rituals and 
alchemical processes will be understandable for you, including the esoteric even for fellow Mages, ritual 

of the Heaven's Feel and any other thaumaturgical thesis that can be connected to some alchemical 
process. Turn lead to gold? Behold as the flesh open to give way to the pure, untainted soul 

 
(600) 

 
(600) 

 
Irregular Master 

 
Monstrous Innocence (100) 

That doll-like face, the pious, wise tone, that beautiful glint in the eyes when your eyes meet… Oh, yeah, 
you are a monster. Sure, no ifs or buts about that, but you are charming. Who said monsters wouldn’t be 
charismatic? You have a gift for always presenting yourself in the best light possible, to know the best, 
gentlest way to phrase your not-so-good plans to your allies, getting them onboard. It has a paradoxical 

effect: the most one should ‘know better’ about your darker side, the most flagrant will be the things you 
can get them to agree with. It’s not magical so can’t be resisted by magical resistance or counterspells, but 

one with stronger charisma or arguments can break your influence. The only limits are if you ask 
someone to break their principles. To ask the honorable knight to fight enemies who are after your head? 

Fine. Ask him to behead innocents as sacrifices for a dark ritual? Not so fine. That and getting your 
unsavory being revealed by circumstances beyond your control. There is just so much charisma to talk 

your way out when your hands are very literally drenched in the blood of your last sacrifices.​
 

Clairvoyance (100) 
The key and value of each Magus lies in their ability to understand whatever comes in their sight: and to 

shape it into something that benefits you. Any Magus can do it but you’re a cut above. Your natural 
connection to the Origin of all Magic allowing you to see any event of the past, present and future, 

ignoring all kind of barriers. Nothing is beyond your perception if you put your mind to it. Only limit 
seems to be when seeking for things or individuals of great magical power, and even then, it just takes 

more time to go through those restrictions. 
 

Prodigious gifts (100) 
Your body may be human in the physical sense, but your magical nature is not. Your natural talent for 
magecraft is unmatched not only by Mages of this Age but even for fellow Mages of the Age of Gods. 
Your control and shaping of magical energy, drawing and changing Thaumaturgical Foundations to fit 

your needs is unrivaled. You would start whole magical systems in your own if you give it enough time 
and, with enough time and resources, even build Foundations equal to millennia old traditions. The only 
limit seems to be in how much mana you can channel in your magic circuits, and even then, a relatively 

poor set of them would make you a force to reckon. You have been given a timeless power as your 
birthright. Now, what you will do with it? 

 

 



I am Irregular! (200) 
In a war the surprise factor is an undeniable advantage: the biggest task at any Grail War seems to be the 
fighters trying to figure out each other identities and abilities to plan the right counter. And here your role 
as an unexpected part of this battle plays in your favor: now you have the power to hide any sign that may 

give off your identity: a particular presence, a mana signature, a command spell… In other Jumps, this 
will become an ability to hide identifying traits that may be used to hunt you down. It has limits, though: 
showing supernatural abilities in front of an enemy, or going out your way to reveal your identity are not 

covered, as people simply figuring out your identity by logical reasoning. 
 

By default, it also gives you the option to hide your command spell in your tongue and similar places for 
other telling signs in future Jumps. Can be toggled off. 

 
(200) 
(200) 

Mad Love (400) 
You have the capacity to love, truly and deeply. In fact you could fall deeply enough in love within days 

that you’d be willing to murder your own family! Though you may of course toggle this if you don’t want 
to go that far. The benefit? Love is a very powerful motivator, and in your case you’ll find it can allow 
you to far surpass your natural limits. And the Limits of Magecraft as a whole. If you loved someone 

deeply enough your magecraft could reach the level of a Caster Servant… or even beyond 
(400) 
(400) 
(600) 
(600) 
(600) 

 
Servants 

 
Monstrous Innocence (100) 
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(600) 
 

Items 
 

General 
 

(Free) 
 

(Free) 
 

(Free) 
 

(100) 
 

(100) 
 

(100) 
 

(200) 
 

(200) 
 

(200)​
 

(300) 
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Reluctant Master 
 

(100) 
 

(200) 
 

(400) 
 

(600) 
 

Prepared Master 
 

(100) 
 

(200) 
 

(400) 
 

(600) 
 

 



Companions 
 

Import (Free) 
 

Export (Free) 
 

OC Companion #1 
 

OC Companion #2 
 

OC Companion #3 
 

Manaka Sajyou 
 

Drawbacks 
 

(100) 
 

(100) 
 

(100) 
 

(100) 
 

(200) 
 

(200) 
 

(200) 
 

(200) 
 

(400) 
 

(400) 
 

(400) 
 

(400) 
 

(600) 
 

(600) 
 

(600) 
 

(600) 
 

Go Home 
 

 



Stay Here 
 

Move On 

 


