
    
      
        
          
        
      

    


Calling all valiant Astra Daimon and brilliant Shoelace Girls!

Ready to learn more about your favorite TAG characters? PEOPLE OF THE ATLANTIS GRAIL is here to guide you by means of Starlight through the expansive cast of thousands of vibrant and unique souls who populate the universe of The Atlantis Grail.

Rediscover beloved characters—real people who reside in your heart as much as they live in your imagination, fill your dreams, and have become your dear friends.

This is our second comprehensive reference book of all things TAG for superfans—that’s all of you awesome readers and lovers of TAG! Published in ebook and handsome paper print editions (hardcover and paperback), it’s a cornucopia of fun personal facts, nitty-gritty details, new material and revelations about every single character mentioned in the original four-book series—human, alien, and even feline—plus, characters from the two Aeson novellas.

Prepare for fun surprises, such as the introduction of the Atlantean Zodiac, and some new, previously unpublished information just for YOU!

So, don’t be shy, open this exciting collector volume and start exploring!

PEOPLE OF THE ATLANTIS GRAIL is a part of The Atlantis Grail Superfan Extras series.

Don’t miss another book by Vera Nazarian!

Subscribe to the mailing list to be notified when the next books by Vera Nazarian are available.

We promise not to spam you or chit-chat, only make occasional book release and news announcements.
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If you have not finished reading the core series:

Qualify, Compete, Win, Survive

and the two novellas:

Aeson: Blue and Aeson: Black...

It is strongly recommended that you avoid this book!

Mysteries, final relationships, and character fates are revealed (but only within the scope of the original series).

Don’t worry, there are no spoilers for the prequel series Dawn of the Atlantis Grail.
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Introduction
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Wixameret, TAG Fan! You hold in your hands the ultimate reference to all the characters of The Atlantis Grail. . . .

In addition to the comprehensive and all-inclusive Dramatis Personae section at the end that presents every character ever referenced in the series in alphabetical order with relevant personal information, there are also various sections of character lists.

Major characters are presented up-front in more detail, followed by simple lists of all people (major, secondary, minor, and fleeting) grouped by theme and category. A general pronunciation guide of the Atlantean names is included, in addition to the pronunciations of each individual name. An asterisk * after names indicates characters who never appear on the scene, are deceased, or are ancient historical figures. In addition, certain family members who are never mentioned in the books at all, are included to fill out the family trees, and are referenced only in this fan guide (but may appear in future stories).

There are major spoilers aplenty, so if you have not finished reading the core series (Qualify, Compete, Win, Survive), and the two novellas Aeson: Blue and Aeson: Black, it is strongly recommended that you avoid this book. Mysteries, final relationships, and character fates are revealed (but only within the scope of the original series—don’t worry, there are no spoilers for the prequel series Dawn of the Atlantis Grail).

A fun surprise section is the Atlantean Zodiac which is introduced here, but the astrological personality types and interpretations will be fully covered in their own dedicated volume of The Atlantis Grail Superfan Series.

And now, prepare to take a deep dive into the universe of the fictional but very real people you love!
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Pronunciation Guide
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The pronunciation of Atlantean names is inspired by many ancient languages including Ancient Egyptian, Ancient Greek, Armenian, Russian, Latin and Romance (Spanish, Italian), plus a sprinkling of other Middle Eastern and Asian linguistic roots.

In general, consonants and vowels are pronounced as written. The vowels “a, e, i, o, u” are pronounced as “ah, eh, ee, oh, oo.”

Diphthongs are not common, and most adjacent vowels are pronounced separately, not blended or run together.

Consonants are usually hard. There are no silent letters—everything is pronounced. The letter “h” is pronounced as “kh” (such as “hot”), but the “th” combination is pronounced as in the word “thought.” Of course, as with any living, natural language, there are occasional exceptions.

The letter “x” is spoken as “ks” but may be substituted with “z” for ease of pronunciation.

For example, Xelio is pronounced as “KSEH-lee-oh” on Atlantis, but for the English-speaking Earth natives he is “ZEH-lee-oh.”

Similarly, Aeson is “Ah-eh-SOHN” on Atlantis, but on Earth he is “AY-sun” or Jason without the “J.”

The stress falls on the syllable that is printed in UPPERCASE.

See the Dramatis Personae section in this book for the correct pronunciation listed directly after each Atlantean character’s name.

In addition, the official YouTube Channel has several pronunciation videos. Be sure to check it out!
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YouTube Channel:

https://www.youtube.com/veranazarian-tag/
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Major Characters
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The Lark Family
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Gwenevere “Gwen” Athena Lark (later, Gwenevere Kassiopei)
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	Role

	Main Character, POV Narrator




	Eye Color

	Blue




	Hair Color

	Dark Brown




	Height

	5’9”




	Nickname

	Shoelace Girl




	Family Nickname

	Gee Two




	Color Quadrant

	Yellow




	Qualification Semi-Finals Dorm

	Yellow Quadrant Dorm Eight 




	Qualification Finals 

	Team USA 14C




	RQC-3 Rank (out of 6,023)

	#4,796




	Games of the Atlantis Grail Contender Category / Score

	
White Vocalist / #6 Champion,

3,972 AG Points





	Pilot Call Sign

	Lark




	Birthdate

	
May 25, 2030

(Green Amrevet 9, 9757)





	Zodiac Sign

	Gemini




	Home Planet

	Earth




	Physical Appearance

	Tall and slim but with curves, long, wavy dark brown hair, expressive eyes, stooping posture.




	Personality Characteristics

	Inquisitive, chatty, talkative in classes, hopeful, inspired, uses creative intelligence, dreamer.




	Strength

	Logos voice, original thinking, bringing people together. Hopeful persistence. Motto: “I do not accept [that/this/it].”




	Weakness

	Physically insecure and awkward, bully victim, fear of heights, know-it-all tendencies, relentlessly argumentative.




	Family Members

	
Father: Charles Lark

Mother: Margot Lark

Brother (older): George Lark

Brother (younger): Gordon Lark

Sister (younger): Grace Lark

Spouse: Aeson Kassiopei

Daughter (1st child): Margot Arlenari Kassiopei

Son (2nd child): Romhutat “Rommi” Charles Kassiopei (twin)

Son (3rd child):

Suval “Suvi” Gordon Kassiopei (twin)

Daughter (4th child): Oalla Ann Kassiopei

Daughter (5th child): Erita Hasmik Kassiopei





	Introduced in

	Qualify




	Appears in

	All novels, Aeson: Black.





Profile and Facts

Gwen Lark is the main character and first-person narrator of this book series. When the story begins, she is a sixteen-year-old high school junior in Vermont, USA, a self-proclaimed nerd, smart, studious, and creative, but physically awkward and bullied by her peers. In the course of the series, she grows into a confident and powerful young woman, finds true love, reunites her family, and saves two worlds—Earth and Atlantis.

But first, when an asteroid apocalypse threatens Earth, Gwen must Qualify for interplanetary rescue to the colony planet Atlantis, against impossible odds and deadly competition. Saying goodbye to her Classics professor father and former opera diva mother (who is dying from cancer), Gwen is taken to the Qualification compound along with her siblings and other eligible teens. Here she undergoes merciless physical training taught by athletic and intimidating astra daimon Atlanteans, and receives acoustic (sound) technology training, in preparation for deadly competition in the form of Semi-Finals and Finals. All along, she must also worry about and care for her three siblings, form friendships and alliances, deal with her sexy first crush Logan Sangre, discover another intriguing and complicated relationship, and eventually learn to lead with compassion and a purpose.

Typical of her Yellow Quadrant affiliation, Gwen is curious, inquisitive, creative, and able to think outside the box. Presented with four unique items during a Pre-Qualification personality test (sword, pen, shield, map), she chooses the map, and is assigned to Yellow Quadrant Dorm Eight at the Pennsylvania Regional Qualification Center Three (RQC-3).

Gwen earns the nickname “Shoelace Girl” in a moment of wildly creative thinking. During Combat class, she ends up last, without a practice weapon, and makes her own “weapon” on the spot by pulling out her shoelaces and tying them together to form a cord (Nets and Cords are the Yellow Quadrant weapons), thereby impressing her Atlantean Instructor, Xelio Vekahat.

Gwen also stands up to some of her bullies including Claudia Grito whom she defeats in a sparring match in Combat class. She also befriends the wheelchair-bound Blayne Dubois, whom she later assists in his training in Limited Mobility (LM) Forms Combat.

When Atlantean shuttles crash in a tragic incident of terrorist sabotage, Gwen “sings down” one falling shuttle using a voice command, and rescues an enigmatic Atlantean VIP, an injured high-ranking Fleet officer, Aeson Kass. In doing so, she discovers her own rare talent, the Logos voice—an ability to super-focus at the quantum level, and interact directly with the fabric of the universe.

The Logos Voice is a power voice recognized by Atlanteans since ancient times. Known as the Voice of Creation, logos anima mundi, the “soul of the world,” it puts Gwen into a rare category of humans who are able to “perceive” quantum entanglement, negate immense distances, and teleport-travel by means of Starlight. Like the ancient Atlantean princess Arlenari Kassiopei, Gwen is a “Starlight Sorceress.”

Gwen keeps her actions a secret, but instead of getting credit for rescuing Aeson Kass, she is instead blamed for the sabotage—until she proves her innocence and reveals her remarkable voice by levitating another shuttle in front of witnesses and Aeson himself (whom she finds insufferable, arrogant, dangerous, and attractive). Kass declares her an important asset for Atlantis and takes charge of her voice training.

After a month of rigorous physical training, Gwen makes some athletic progress, but barely enough. Going into Semi-Finals, she has below-average stats, while her voice earns extraordinary marks:



	
Achievement Score

(AT Score) 


	
Sum: 77

Average: 5.13





	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





Ending up in Los Angeles for her Semi-Finals, Gwen and her peers have to run a terrifying obstacle course through the sprawling streets of L.A. toward the city center downtown, and perform outrageous tasks that get many of the teens killed.

Gwen is wounded, commandeers a hoverboard, gains a team of allies, witnesses many deaths, uses her brains and creativity to solve problems, and saves her younger sister Gracie—all before accomplishing the required goals and making it up to one of the Atlantean shuttles waiting in the skies over the city. The last thing Gwen sees before losing consciousness, is Aeson Kass pulling her inside the shuttle.

Gwen wakes up at the National Qualification Center (NQC) in Colorado, her injuries miraculously healed by Atlantean technology, and all three of her siblings at her side, having passed the grueling Semi-Finals.

For those who remain in the running, the training continues. Difficulty is amped up to the next level, and the deadly Finals loom. It is revealed that Gwen’s impulsive little sister Gracie made an emotional and foolish error of judgement back at the RQC-3, and was peripherally involved in the shuttle sabotage, so she is about to be Disqualified. However, Gwen intervenes by pleading Gracie’s case before Aeson Kass himself, who relents—since Gwen claims he owes her his life—or maybe it is for some other inexplicable reason that Gwen just cannot grasp.

Gracie Lark is reinstated, and everyone focuses on getting those important points. Gwen earns 185 Final Points at NQC, and is assigned to Team USA 14C in the Finals. Teamwork plays a major role in the Finals and, this time around, points and scores are a combination of individual and team efforts.

Just before the Finals, Gwen finds out a shocking secret—Aeson Kass is not merely a high-ranking Fleet officer, but he is, in fact, Aeson Kassiopei, son of the Imperator, member of the ancient Imperial Kassiopei Dynasty, and the Crown Prince of the biggest nation on the colony planet Atlantis.

Gwen’s mind is blown, her world turned upside-down, but there is no time to process, only persevere. After a grueling and terrifying hoverboard race through deadly subterranean tunnels and caverns underneath the Atlantic Ocean, from the coast of Florida to the site of the ancient Earth continent Atlantis (somewhere near the Bermuda Triangle), Gwen, her teammates, and siblings, barely escape drowning in the tunnel network, and arrive at the finish line. Their final destination is the immense cavern underneath Ancient Atlantis where they converge together with millions of other Earth teenagers from all across the globe, and from where they have to fly through a volcanic chute up into the sky and waiting shuttles—in order to Qualify.

The four Lark siblings and their peers make a valiant last-second push to the ultimate finish, as an explosion rocks the cavern. At the doors of the waiting shuttle, an Atlantean officer checks their scores, and admits Gwen, Gracie, Gordie, Logan, and many others. Unfortunately, Gwen’s older brother George does not Qualify, due to his low team score (most of his team perished).

George puts on a brave front, sings his Shakespearean goodbye, and flies off into the sunset—while his siblings join him in harmony for the Fool’s Song. He must remain on the doomed home planet with the rest of the unlucky billions, and die when the doomsday asteroid hits Earth.

With George no longer with them, a sudden burden of additional responsibility for her family falls upon Gwen.

Gwen and the rest of the Qualified are taken on board the 2,000 great Atlantean Fleet ark-ships, commencing their escape toward the colony planet Atlantis and a new life.

The lucky Earth refugees embark on an amazing journey through the solar system and beyond, while the Fleet accelerates into the Quantum Stream (a special force field bubble), in which it will remain for many months until reaching the extreme velocity necessary to make a Jump across the universe to a distant galaxy where the planet Atlantis is located.

In the early days, Gwen and her two remaining siblings start out on Ark-Ship 1109 (AS-1109), until Decision Day when Gwen refuses to choose between becoming a Cadet or a Civilian, stating that she wants to become a Citizen. As a Citizen of Imperial Atlantida, Gwen is convinced that she would have the means to rescue the rest of her family on Earth, and obtain access to the high-end medical care that would cure her mother’s cancer. But first, in order to earn her Citizenship, Gwen Lark, the awkward klutz, would have to enter the deadly Games of the Atlantis Grail as soon as she arrives on Atlantis. And that’s infinitely worse than Qualification.

Because her file was flagged for transfer (on Aeson’s direct orders) she is immediately reassigned and transferred to Imperial Command Ship 2 (ICS-2), under the command of Command Pilot Aeson Kassiopei, and appointed to work for him as an Imperial Aide.

In addition, Gwen is given the formal task of being a records keeper for the Central Command Office (CCO), keeping an impartial journal that will serve as a historical record of the journey from Earth to Atlantis.

On ICS-2, she is assigned to the Yellow Quadrant, Navigation and Guidance section. Now that she’s an Imperial Aide, instead of living in the barracks or dormitories with other Cadets or Civilians, she is housed in Yellow Quadrant Command Deck Four, Cabin 28.

Aeson, her direct commanding officer, refuses to accept her nonsensical decision of becoming a Citizen, or humor her unrealistic aspirations of entering the Games. He gives her until the end of the journey to make her life choice of becoming a Cadet or Civilian. As a result, Gwen is uniquely permitted to take both Civilian and Cadet classes. Furthermore, as an Imperial Aide, she is also tutored in Imperial Court Protocol so that she can serve the Prince properly, while her private voice lessons from Aeson also continue.

Throughout the ensuing months of the journey, Gwen takes various required classes including shuttle Pilot Training classes and Atlantean Language, Culture, and Technology. At the same time, she works closely with the other two Aides at the CCO, and with Aeson himself. She survives a disturbing hostage situation in which factions of Earth terrorist organization Terra Patria take over and threaten the Atlantean High Command across the four Imperial Command ships, and many Earth refugees are killed before the situation is resolved. That’s when she discovers that Aeson Kassiopei is an exemplary commander, an amazing marksman, and a very interesting person—there are so many more layers to his complex personality that she is just starting to fathom.

She also participates in various social and training activities such as the Zero Gravity Dances and Quantum Stream Cadet Pilot Shuttle Races.

Gwen ranks a below-average #547 for her ark-ship at the beginning of the first Cadet Quantum Stream Race, mostly because of her rude and overbearing Pilot Partner Hugo Moreno. During that QS Race, their shuttle Breaches out of the Quantum Stream and into ordinary space in the middle of nowhere (normally a death sentence), but miraculously re-enters the QS when Gwen uses her Logos voice, out of desperation, to key the Quantum Stream to herself.

Their shuttle returns last, and earns a dismal 23% Fleet Score in this first Cadet QS Race, placing their Pilot Pair Score at #624 (in last place of all the Pilot Pairs from their ark-ship), and earning a stern (and oddly emotional) reprimand from Aeson for almost getting killed.

Everyone is permitted to switch partners, so this time Gwen pairs up with a much more compatible Pilot Partner Chiyoko Sato. Gwen ranks #314 at beginning of the second QS Race. This time, their Pilot Pair earns an excellent 96% Fleet Score and ranks #5 for their ark-ship at the end of the Final QS Race.

Never giving up her dream of attaining Citizenship, Gwen enlists the aid of devilishly attractive Atlantean officer Pilot Xelio Vekahat to help her work out and train for the Games of the Atlantis Grail.

Midway through the journey, the Fleet undergoes the Quantum Jump that propels them across the universe into the galactic neighborhood of Atlantis. During this critical time, Gwen undergoes a shocking intimate experience in close quarters with her commanding officer Aeson Kassiopei. It reveals that there is a powerful connection between them, no matter how repressed and forbidden such a thing might be to the Imperial Crown Prince.

As far as social interactions, Gwen continues to be open to people around her. She maintains her friendships with Laronda Aimes, Dawn Williams, Hasmik Tigranian, Blayne Dubois and others. She also experiences a breakup with Logan Sangre (her first boyfriend) during the Blue Zero-G Dance where, for the first time, Gwen realizes she might indeed have intense feelings for someone else—Aeson Kassiopei. The time has come to be honest with herself.

Emotionally sunk, Gwen does not attend the Green Zero-G Dance. However, she goes to the Red Zero-G Dance as Xelio Vekahat’s date, even while her mind is set on Aeson. In order to make an impression on Kassiopei, Gwen chooses the perfect red dress and enlists the aid of her Court Protocol Instructor Consul Denu and his assistant Kem to help her with her hair and makeup. Attired as the seductress Carmen during the Red Zero-G Dance, Gwen sings the Habanera from the opera, directing all her passion at one man, and makes certain that Aeson Kassiopei sees her as a woman. In that moment it becomes clear the Prince desires her, but he remains bound by duty. Outwardly, nothing changes between them—he maintains his distance, and their working relationship continues as before.

During the Yellow Zero G-Dance, Gwen and Aeson dance together in a bittersweet romantic gesture of final parting, and certain emotional truths are revealed.

Soon after, however, Aeson Kassiopei breaks Gwen’s heart, coldly informing her that there can be nothing between them once they arrive on Atlantis.

Immediately upon landing, by order of the Imperator, Gwen has to make herself presentable and attend the Imperial Court Assembly. There, in an impossible moment of shocking wonder, Aeson Kassiopei chooses her as his Imperial Bride and Consort, against the wishes of his Father, before the entire Imperial Court.

Now that Gwen is the Bride of the Imperial Crown Prince, with the honorific title of “Imperial Lady” and various privileges, it would seem that her future is bright, since she will automatically become a Citizen upon marriage, and her wishes on behalf of her Earth family will be granted. But Gwen has to deal with a malicious and terrifying future Father-in-Law—the Imperator himself.

Romhutat Kassiopei punishes his son Aeson in the most exquisite manner imaginable—by ensuring that his Bride becomes a Contender in the annual Games of the Atlantis Grail. This death sentence comes in the guise of a favor—an Imperial Gift to the Bride by the Imperator during a celebratory Court Ceremony.

Unable to refuse the Imperial “favor,” Gwen officially enters the Games in the Vocalist Category. But first she receives a crash course—the best physical training, incredible support, and advice—from many experts, friends, and loved ones, with Aeson resolved to keep his beloved safe.

The Games happen, like a whirlwind nightmare, with Four Stages of mounting difficulty and unbelievable obstacles and tasks—while Aeson is forced by his cruel Imperial Father to watch every moment of it (and he does, literally, not sleeping for days).

At first the Imperial Bride is universally mocked. Everyone bets against her, and she even becomes the first Contender to be “awarded” the dubious honor of Audience Top Choice for a “Favorite Kill.”

But then, slowly, something changes, and her genuine personality emerges under the harsh scrutiny of the public. Somehow, Gwen not only survives, but forms her own loyal Team Lark, attracting many worthy Contender teammates—such as the intriguing and unpredictable Brie Walton, who has been planted in the Games by Aeson in order to help Gwen. This is where Gwen’s leadership skills finally shine—quiet, unassuming, and compassionate. And then her vocalist abilities come out, impressing the audience and all of Atlantis.

Gwen manages to survive without killing anyone, for the vast majority of the Games. She uses her wits, her creativity, and sometimes her own ridiculous shortcomings to get things done—such as accidentally pulling down the pants of a dangerous Contender during a mass skirmish.

In Red Stage One, Gwen amazingly escapes being slaughtered in the arena, and starts to make personal connections with other Contenders, as well as gain the attention of dangerous enemies.

During Blue Stage Two, forced to climb the random levitating blocks of the Great Pyramid of Giza (brought to Atlantis as part of the Earth Mission), Gwen hallucinates seeing Ancient Egyptian gods, her brothers, her parents, and Aeson. Are these merely drug-induced visions or something more? The vision of her mother, in particular, seems to be meaningful.

In Green Stage Three, Gwen and Team Lark have to cross concentric hell-circles of ocean and land, while fighting off other treacherous Contenders and discovering their personal limits of endurance.

And in the final stage, Yellow Stage Four, Gwen not only wins the deadly Triathlon Race (and hence, Stage Four), but makes a profound connection to an amazing alien life form, the pegasei, who figure strongly in the fateful events to come.

During a final tie-breaker event at the grand stadium, Gwen uses her Logos voice to perform what she thinks is a dramatic feat of levitation, by raising the ancient national monument of the Atlantis Grail. Instead, she unearths more than she bargained for—an ancient secret that sets the final events in motion.

At this point it becomes evident that Gwen is a powerful player in the political sense as well, and a worthy future Imperatris.

The Imperator grudgingly relents, and Gwen officially earns her Atlantis Citizenship by becoming Top Ten Champion #6 and the winner of the Vocalist Category.

She is the Imperial Bride of Aeson Kassiopei, “Shoelace Girl,” Grail Games Champion, Logos voice wielder, “Gebi Goddess,” and a force to be reckoned with. In the process of her final act in the Games, Gwen has unwittingly broken an ancient Quantum Shield that has held various cosmic elements together for thousands of years since Atlanteans arrived on the colony planet.

And now the unearthed ancient ark-ship Vimana (whose top portion is none other than the Atlantis Grail “monument”) is once more broadcasting a signal across the universe. The ancient alien enemy is on its way, and humanity everywhere is in danger.
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