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Preface
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Wixameret, TAG Fan! You hold in your hands the ultimate reference to the universe of The Atlantis Grail. . . .

Things, places, rules, customs, stats, definitions, explanations, a complete (to-date) Atlanteo language glossary, maps, drawings, schematics, secret nuggets of new information not found anywhere else—it’s all here (or mostly, because this universe is huge)! The only thing missing is dramatis personae—a comprehensive list of characters—a huge topic which will be covered in a different volume of The Atlantis Grail Superfan Series.

And now, prepare to take a deep dive into the universe you love!
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CHAPTER 1 – Qualification
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The grueling process of Qualification on Earth for those eligible (people between the ages of eleven and twenty) consists of five main stages: Preliminary Qualification (also called Pre-Qualification), Training, Semi-Finals, Training Continued, and Finals.

Before the process begins, all young people are allowed only two bags (a duffel or small luggage suitcase and a backpack) packed with a basic change of clothing and personal items. If they Qualify, they will not see their families again but be taken directly to board the Atlantean ark-ships and leave Earth forever. If they do not Qualify (or are variously Disqualified and don’t die in the process), they return home to face the asteroid disaster and certain death with their families and the rest of humanity.

. . . QUALIFY or DIE! . . .
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Preliminary Qualification
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On Qualification Day all eligible teens are taken to the local testing facilities called Pre-Qualification Centers, usually designated schools or other public venues, to take a day-long series of unusual tests.

First comes the written knowledge portion. It is followed by a visual preference test of color-based images, the act of drawing a dodecahedron, and a decision-making choice test of preferred “tool”—all designed to place them in their Color Quadrant. Next comes a crucial voice test using Atlantean equipment to see if they are able to carry a tune (if not, they will never advance to the Training stage, despite passing all other portions of the tests).

Finally, the teens are introduced to hoverboards and have to attempt to ride them across a basic distance in the auditorium space. They are also given color tokens where their ID and test data is recorded.

Pre-Candidates who pass all tests have their tokens turn green and are taken to the Regional Qualification Centers or RQCs. They are now officially Candidates for Qualification (among themselves they use the nickname “Candies”).

[image: image]

Want to find out your own Color Quadrant affiliation?

Take the Color Quadrant Quiz!

https://www.norilana.com/TAG-Quiz.htm
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Training
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In just under a year since they first arrived (and mere months after they revealed themselves to Earth authorities), the Atlanteans quickly erected thousands of training compounds all across the country and the world, to serve as Regional Qualification Centers and National Qualification Centers.

Once Candidates arrive at their designated Regional Qualification Centers or RQCs, they are assigned Dorms based on their Color Quadrant—Red, Blue, Green, or Yellow, then told to follow their Dorm Leaders to their Dorm buildings.

The Pennsylvania RQC-3 where Gwen Lark and her siblings end up houses 6,023 Candidates. The huge compound has Twelve Dorms—three for each Quadrant—administrative office buildings for general Earth staff, and a large Arena Commons superstructure with a running track, pool, cafeteria, other training facilities, rooftop aircraft landing areas, and high-ranking Atlantean offices on upper floors.

Each Dorm building is marked with a solid color square logo of its Quadrant and has five levels—four floors above ground and a basement. First floor ground level contains a Common Area lounge and Cafeteria, second floor is boys’ dormitory, third floor is girls’ dormitory, fourth floor is Classrooms, and basement level (one floor below ground level) has a Physical Training Area or gym.

Candidates arrive late at night and claim beds on their dormitory floor (first come, first served). Next morning, they attend Orientation presented by their Dorm Leaders, and Training officially begins. They are also given the Rules of Conduct, curfew times, and told not to engage in sexual behavior with others, on pain of Disqualification. In addition, for security reasons, they are now completely cut off from the outside world (and the increasingly dangerous public) and all their digital devices are blocked via firewalls and e-dampers.

Every morning, the Candidates have their ID tokens scanned to provide them with a daily class schedule, and they are also scanned during each class to mark attendance. When applicable, demerits and credits are given out by individual Instructors, by scanning their ID tokens. The final tallies of all these will count toward their Standing Scores.

Training lasts for four weeks, and includes various intensive classes and physical basic training to prepare them for the Semi-Final Qualification test.

The classes are taught mostly by Atlantean Instructors, including high ranking Fleet Pilots, astra daimon, and some Earth staff, and consist of four categories of training:


* Agility Training

* Combat Training

* Atlantis Tech

* Atlantis Culture



Agility includes physical exercise, running, strength training, and hoverboards. Combat is Er-Du Martial Arts and specialty weapons training. Atlantis Tech is introductory voice training to manipulate orichalcum objects. Culture is a class in Atlantean social customs, mores and structure, plus some aspects of history, government, physical sciences, and geography of the colony planet Atlantis itself.

Candidate learning progress and behavior is closely monitored. Instructor recommendations are added to the Standing Scores that everyone is assigned at the end of their training.


Candidate Daily Training Schedule



7:00 AM – wake-up claxon, bathrooms, and breakfast.

8:00 AM – first two classes.

12:00 noon – lunch.

1:00 PM – two more classes.

6:00 PM – dinner.

7:00 PM – rest hour.

8:00 PM – homework or practice.

10:00 PM – lights out, and curfew begins.



At the end of four weeks, the Standing Scores are derived from the following categories, using Gwen’s AT scores as an example:


Achievement Total – Score Breakdown – (1-10)



Agility – 3

Voice – 10

Forms – 6

Weapons – 5

Culture – 7



Creativity – 7

Intelligence – 7

Strength – 3

Speed – 4

Flexibility – 4



Balance – 4

Cooperation – 6

Assertion – 5

Endurance – 3

Leadership – 3



Average: 5.13




––––––––
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FINALIZED STANDING Scores determine the order that each Candidate enters the Semi-Finals. After that, having served their purpose, they become meaningless. Gwen’s score #4796 determines her place in line for the Semi-Finals, with #1 being best, and #6023 being last place in the RQC.

At the end of training, the Candidates are presented for the first time their Color Quadrant armbands to wear on their left upper arm around their sleeve, to show their Quadrant pride.
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Semi-Finals
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The Semi-Finals are televised world-wide. On the fateful day, Candidates line up according to their Standing score order and enter the Arena Commons where they must race around the track and then choose one of five possible city locations for their grueling ordeal:


New York

Chicago

Dallas

Denver

Los Angeles



Note that these city choices are for the United States Candidates, while other countries have their own local sites.

Once their choice is made, each Candidate is assigned a weapon and, in some cases, a hoverboard. Finally, they proceed to the roof of the building where they board Atlantean transport shuttles that take them to their chosen locations.

Gwen picks Los Angeles.

On board their shuttles, instructions are given.

The Semi-Finals is a race, with obstacles customized to take advantage of various local features specific to each city and its surrounding region. In Los Angeles, Candidates are deposited thirty miles from the city center downtown. The task is to get to the city center either on foot or by hoverboard, with no other methods permitted, as quickly as possible. They are not allowed to contact with any residents, and may not accept help, including medical or transportation.

During the event there are no Rules of Conduct, and anything goes, including violence and murder. Candidates can choose to cooperate with their fellow Candidates and work together in teams, or they can fight each other, using all their skills and training to gain an advantage and get ahead. Meanwhile, everything they do during the Semi-Finals is filmed, and the whole televised event is broadcast locally and worldwide.

The city is divided into hot zones and safe zones, like concentric circles, separated by fence boundaries marked by four-color beacons, and as Candidates pass each, they are faced with unknown hazards—fire, snipers, killer drones, explosives, booby traps. Their ID tokens act like GPS trackers to register their progress in the race. A hot zone is designated by a red stripe painted on the interior of the fence boundary.

If at any point a Candidate has had enough—is either too hurt to continue or just decides to give up—they can Self-Disqualify by taking off the ID token and pressing the recessed button on the back. It will transmit a signal and mark the Candidate as Disqualified, and send a request for help including an ambulance if needed (and sadly, probably a bus to take them home).

Once Candidates reach the city center downtown, their final task is to find a large artificial water reservoir filled with hundreds of orichalcum batons (enough for only 20% of the Candidates), and deliver a baton—either by means of hoverboard or voice-keying and levitating it while holding on to it—up to any of the low-hovering Atlantean transport shuttles that wait for them, and they will have passed Semi-Finals. The shuttles leave at 5:00 PM sharp, so Candidates who miss the shuttles are Disqualified.

The shuttles then take the successful Candidates directly to the National Qualification Center for the next stage of training followed by Finals.
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Training Continued
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Those who pass the Semi-Finals without being eliminated advance to the National Qualification Centers (NQCs) in their respective country and train for another four weeks for the Finals.

The United States NQC is located somewhere in the Eastern Plains of Colorado, its exact location undisclosed to the public to keep the Finalists safe from the turbulent world outside. It’s an immense compound, the size of a city—a self-sustaining fortress, enclosed from all sides with seventy-five-foot tall, impenetrable steel and concrete walls.

Unlike the RQC, there are only Four Dorms, one for each Quadrant (indicated by a solid color square logo). Each one is a huge and long rectangle, similar to an enclosed mall, and stretches for approximately two miles. The buildings are laid out like stripes—between every two Dorms there is another similarly shaped structure designated as a Common Area that is marked with a four-color square logo.

The three Common Area buildings contain a hospital, more cafeterias, training gyms, classrooms, an arena stadium with track and sports training equipment in each, including an immense competition-length swimming pool, administrative offices, and more.

The Dorms resemble airport terminals on the inside and are divided into Sections, with each Section housing Candidates from a specific RQC, and their designated Section Leaders. There are female and male dormitory areas, Section cafeterias, lounges, small practice pools, and more.

On one side of the complex has a huge airfield for Atlantean shuttles.

There are five categories of training for the Finals.


* Agility Training

* Combat Training

* Atlantis Tech

* Atlantis Culture

* Water Survival and Swimming (Water SAS)



Each morning everyone’s ID tokens are scanned and their daily class schedule provided. Unlike the Semi-Finals training, all Candidates are also expected to work in teams, and there are individual and team scores that will be counted toward their Finals score. Each Section is now considered a Team. For example, Gwen is in Section Fourteen, so she is on the Yellow Quadrant Team Fourteen.

Candidates are assigned one hundred starting points at the beginning of training. In order to pass the Finals, Candidates will need to have more than one hundred points at the end of the Finals Day.

Instructors can issue demerits or credits throughout the four weeks of training which the Candidates can see when their ID tokens are scanned. They take the sum total of points on the last day of training into the Finals and these accumulated points become the individual’s personal property.

They can keep them all or share them with others. A portion of each Candidate’s points, or the entirety, can be transferred to the team as a whole or to other individual team members. A poor team score will reduce the final points total for all the Candidates on that team, regardless of individual high scores.
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Finals
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Finals Day takes place on the last day of the four intensive weeks of training. Candidates are given instructions the day before, by their Section Leaders.

Candidates must arrive in the Section lobby by 6:30 AM. Their ID tokens are scanned, final points tallied and announced, and they receive their final Team assignments. For example, Gwen has 185 Final Points and is on Team USA Fourteen-C. They have less than fifteen minutes to eat, then at 6:45 AM they exit their dorms and go directly to the airfield.

No later than 7:00 AM, Candidates must board the Atlantean shuttles assigned to their team.

Once the shuttles are in flight, final instructions are given by the Atlantean shuttle pilots including the following explanation.


Thousands of years ago during the time of the original Atlantis on Earth, ancient Atlanteans built a major transportation network between the continent of Atlantis and the other continents bordering the Atlantic Ocean—a complex system of subterranean caves and tunnels, allowing secret travel underneath the ocean from Atlantis to other lands.

The tunnels connect a series of sunken chambers that get flooded and drained by means of locks and floodgates. In order to avoid cave-ins, only a few chambers are filled with air at a time. The mass of water in all the rest keeps the tunnels and caverns intact under the immense weight of the earth and the ocean.

The entry points to these tunnels are located at numerous places all around the shores of the Atlantic. And they all connect in the center, right underneath Ancient Atlantis itself—the modern-day area spanning Bermuda and the Bahamas.


On Finals Day, Candidates all around the world are taken to various entry points along the shores of the Atlantic.

Gwen is taken somewhere off-shore between Jacksonville, Florida and the former location of the long-flooded Florida Keys.

The exact starting times at all points around the Atlantic are synchronized, so that every entry-point site gets 34 hours to complete the task.

Shuttles dive underneath the ocean and emerge in subterranean caverns drained of water and filled with air, initiating the ancient transport system of locks and floodgates.

Once inside the first cavern, each Candidate in the shuttle is faced with the point of no return. As soon as they step outside, they commit to participating in the Finals competition and forfeit their lives and their choice in the matter. Unlike the Semi-Finals, there are no means of rescuing people from the middle of the tunnel system once its sequence is activated.

This is the last chance to Self-Disqualify. Candidates can remove their ID tokens, press the recessed button on the back, remain in their seats and wait. They will be returned back to the National Qualification Center and discharged to go home.

Candidates who bravely choose to proceed with the Finals are provided with a hoverboard, a single weapon of their Quadrant, a flashlight, two flares, and a small pack containing food and water for one day.

They also receive full control of their final points, to be used at their discretion. The owner initiates the transfer—pressing their ID token and that of the other person, and announcing the number of points to be granted. Candidates cannot take points from others, only receive them.

From that moment on, Candidates act both as an individual and as a team.

All Sections are divided into four Teams, A, B, C, and D, in order of achievement, as measured by points. This determines their time of entry into the cavern system—first, second, third, or last. Team A has a 1.5-hour advantage, Team B has a one-hour advantage, and Team C has a half-hour advantage over Team D. Every Team must wait for its turn.

Candidates have approximately 33.3 hours to cross the distance of 1,000 miles underneath the ocean floor, on hoverboards. The task is achievable if they maintain a minimum rate of 30 miles an hour.

Every half hour, the locks and floodgates activate, starting a new “lockout wave”—water begins flooding the chamber the Candidates are in from the next chamber in the sequence. At that time the gates between the two adjacent chambers are open, allowing passage from one to the other, while the water drains. Candidates must pace themselves to always stay ahead of the floodgates, else the gates close with them inside, the chamber floods, and they drown.

The floodgates are marked with four-color beacons, and Candidate ID tokens are scanned as they pass. All team members must work together since the number of surviving members positively contributes to the individual’s cumulative score—an incentive to help keep their teammates alive.

Once Candidates reach the final cavern chamber—the immense central hub underneath Ancient Atlantis, somewhere around present-day Bermuda—they must to rise to the surface through a wide tunnel carved out of an underwater mountain. Every Candidate team from everywhere around the world converges into the same single cavern for the final sprint race for the Qualification spots.

The original tunnel opening, many feet underwater, has been retrofitted to extend to the surface of the Atlantic Ocean. Only half of the remaining Candidates can Qualify.

Candidates who reach the shuttles on time need to have a minimum of 100 individual points plus a minimum team average number for their entire team. The number of missing or dead members is subtracted from the team average number.

As soon as the last shuttle is filled to capacity, the doors close. Anyone not onboard does not Qualify.

The next day, at 8:00 PM exactly, the shuttles depart Earth.

––––––––
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Fun Fact: The explosion that rocks the central hub cavern—attributed for most of the story to Earth terrorist group Terra Patria (and possibly the Sunset Alliance, or other chaotic rebel group)—is in fact caused by the Atlanteans themselves who use the opportunity of general mayhem to make another attempt at closing the ancient quantum dimensional rift that is located near that spot.
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CHAPTER 2 – Atlantean Society
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All aspects of society on Imperial Atlantida, the oldest nation on the colony planet, are deeply rooted in class hierarchy.

Below nobility (designated by numbered generations of noble rank), the general population consists of commoners—referred to either as Civilians (non-military), or military Fleet personnel—and elevated Citizens who have earned the right to vote and hold higher social positions of power and distinction. All Nobility are Citizens, but not all Citizens are Nobles.

Over time, the three major divisions of society into nobility, citizens, and commoners, have produced insurmountable differences in lifestyle aspirations, achievements, and possible choices for individuals.

In order to break out of their static social castes, and achieve their life goals, some commoners take an extreme risk and put their lives on the line by entering the Games of the Atlantis Grail as a Contender. Surviving the Four Stages of competition and becoming a Champion in one of the Ten Categories is the only sure way of attaining Citizenship.
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Nobility and Rules of Title Inheritance
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	All original members of Ancient Atlantean nobility that fled from Earth are Citizens.

	All newly designated members of nobility are Citizens.

	Children of nobility inherit titles from their noble parents.

	When both parents are Citizens but not nobility, children inherit the Citizenship from their parents.

	When one parent is a Citizen and the other a commoner, their children do not inherit Citizenship.

	When a Citizen or commoner marries a noble, they gain the equivalent rank of nobility by marriage, unless they remarry (this does not affect the rank standing of their children through the original marriage).

	Members of all the Priesthoods come from all walks of life and their official standing is unaffected by their sacred rank. While some might advance by other means, even the First Priests with significant influence may remain commoners without the right to vote.

	Nobility rank begins with “first generation.”

	Nobility may be granted to deserving individuals by the Imperator for extraordinary service to the country or other accomplishments and distinctions. This is done very infrequently.

	If a commoner marries into the Imperial Kassiopei Family, they automatically become a Citizen and the Imperial Consort (which comes with automatic nobility), and all members of their immediate family (parents and siblings) become Citizens. The immediate family is also granted the first rank of nobility.
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The Four Cornerstones of Atlantis
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The four divisions of labor on the ancient ark-ships fleeing Earth 12,500 years ago evolve over the centuries into four unique social allegiances of personal dignity and pride.

They have now become the cornerstones of all aspects of Atlantean culture, personal dignity, and achievement. Each one is associated with a Color, and in social situations is referred to as a Quadrant.
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Red Cornerstone (Quadrant)
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Passion – Aggression – Anger – Force

Musical Key – Major

Pilot Role – Drive/Propulsion

Symbol – Sword

Weapons – Blade, Edge
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Blue Cornerstone (Quadrant)
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Leadership – Control – Reason – Analysis

Musical Key – Minor

Pilot Role – Organizational Balance, Command Center

Symbol – Pen

Weapons – Firearms
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Green Cornerstone (Quadrant)
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Endurance – Patience – Resistance – Strength

Musical Key – Flat

Pilot Role – Brake

Symbol – Shield

Weapons – Armor
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Yellow Cornerstone (Quadrant)
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Creativity – Originality – Curiosity – Inspiration

Musical Key – Sharp

Pilot Role – Navigation/Guidance

Symbol – Map

Weapons – Nets and Cords

First Year Cadets in Fleet School, and civilian children in other schools, are known as kefarai. All are required to choose their Quadrant affiliation by the end of their First Year which culminates in the Quadrant Choosing Ceremony.

On that memorable evening, before the First-Year pins are handed out, the whole kefarai class gathers in the school courtyard or assembly hall. All students are given blank orbs to hold, which then are lit on cue with their chosen color of internal flame.

As soon as the individual flames are lit, students are permitted to put on their new color armbands. The Quadrant affiliation armband goes on the left upper arm, and the folds keeping the fabric in place are clever and simple.

Everyone’s Quadrant choices are usually anticipated in advance, reflecting their personality, spirit, and tendencies.
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Want to find out your own Color Quadrant affiliation?

Take the Color Quadrant Quiz!

https://www.norilana.com/TAG-Quiz.htm
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Astroctadra Ghost Moon Alignment
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Astroctadra
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The astroctadra is an ancient four-point star symbol that is a common traditional design element permeating all aspects of Atlantean culture. The Cadet pins worn by the Qualified Earth teens are their first example of this classic shape.

The astroctadra can be a flat two-dimensional shape or a three-dimensional object. It is reminiscent of the Great Square, the cube geometric shape, and even the Four Quadrants.

When modeled in 3D, it’s fundamentally a distorted cube—a type of polygon that is an octahedron, a 3D shape with six vertices and eight sides. This shape is also known as a square bipyramid.

From another perspective, the astroctadra shape is a molecule of sulfur hexafluoride (greenhouse gas, electrical insulator).

Various astroctadra-shaped alignments and physical objects such as windows and keys play a vital role in the series.


Find the moon around a star,

Ride the Pegasus too far.



Find the star around a moon,

Meet your love by afternoon.
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Astroctadra Helios System Planetary Alignment
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The Atlantis Grail and the Ra Disk
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The Atlantis Grail is a mysterious monumental object on display in Poseidon, the capital city of Imperial Atlantida, in the arena of the Atlantis Grail Stadium downtown. It is shaped like an immense shallow goblet, stands more than two hundred meters tall, and marks the first Landing Site of the oldest colony on the surface of the planet Atlantis.

The popular notion is that the Atlantis Grail is a national symbol of everything the Atlantean society stands for—both ancient tradition and new modern innovation. It embodies the spirit of the New World which the Atlanteans now inhabit. Initially, not much is known about its origins, only that it has a “sibling” monument in the form of the Ra Disk located on the opposite side of the globe in the capital city of New Deshret. The ancient symbol of New Deshret, the Ra Disk is a huge golden disk carved from the slope of Dubutaat Mountain and plated in gold, as big as the Atlantis Grail.


“The Ra Disk, stupid Earth girl. It’s New Deshret’s equivalent of our Atlantis Grail. It’s a big-ass monument in their capital city.”

—Anu Vei


During various ceremonies held in the Stadium, the Grail “sings”—usually at the command of the Imperator who voice-keys it and issues ceremonial sequences to it. The monument resonates with a powerful sound that is heard for miles in the surrounding neighborhoods. In reality this ceremonial showmanship is a disguise for the annual maintenance of the Great Quantum Shield, an ancient duty of the Kassiopei rulers who do this to protect the planet from the threat of the ancient alien enemy, “They.”

Eventually it is revealed that the Atlantis Grail monument is not a monument at all, but the uppermost section of a very ancient, very deeply buried ark-ship (the Vimana) that brought the original Atlanteans to the colony planet and landed in the middle of what is now downtown Poseidon. The bulk of the ship extends far underneath the Stadion which marks the Landing Site of the first Colony.

The Ra Disk is not a carving but a portion of that same ship. It fits precisely over the top of the Grail to create a great golden sphere—a resonance chamber.

More is revealed once the Ghost Moon is added in the mix—they are all one set of quantum-entangled structures.
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Ancient Ark-Ship Vimana
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