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The Unseen Gentlemen, Volume 11

Masterpiece: _
For fans of literary mash-ups and

ReViSiting The League dark, deconstructive adventure, few
of Extraordinary titles resonate as powerfully as Alan
Moore and Kevin O'Neill's
masterwork, The League of
Extraordinary Gentlemen. While
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the 2003 film adaptation remains a
cult curiosity, the true heart and soul
of the franchise live on in the pages
of the graphic novels. After the
critical and commercial success of
the first volume, readers were eager
to see what impossible adventure
awaited Mina Harker, Allan
Quatermain, Dr. Jekyll, and the
invisible man, Griffin. The answer
came in the form of A League Of
Extraordinary Gentlemen 2, a
sequel that did not simply rehash the
formula but rather exploded it,
creating a narrative of breathtaking
scope, literary audacity, and
profound thematic weight. This is not
just a comic book; it is a watershed

moment in sequential art, a dense,
rewarding text that demands—and
deserves—multiple readings.

From the Skies to the
Depths: The Scope of the
Sequel

Volume I introduced a Victorian
England teeming with hidden
wonders and horrors, where the
government assembled a team of
misfit literary figures to combat a
mysterious threat. It was a tight,
effective thriller. A League Of
Extraordinary Gentlemen 2,
however, shatters any expectation of
a similar narrative structure. Where
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the first book was a mystery, the
second is an epic. The story leaps
from the clouds above London to the
deepest reaches of the ocean, and
even ventures into the realm of pure
fantasy. The central conflict pits the
League against a terrifying new
adversary: the Martians, pulled
directly from H.G. Wells' The War of
the Worlds. This choice of antagonist
is a stroke of genius. It instantly
raises the stakes from a single villain
to an existential, species-ending
threat, forcing the team to confront
not just a physical enemy, but the
very limitations of their own abilities
and the fragile nature of the British
Empire itself.

A Deeper Dive into a Broken
Team

The true genius of any League story
lies in its characters, and Volume II
delivers its most profound character
work. The core cast returns, but they
are irrevocably changed by the
events of the first volume. The
narrative does not shy away from the
trauma of their previous mission.

e Mina Murray (formerly
Harker): The leader of the
group, Mina has grown into a
confident and ruthless
commander. Her vampiric
nature is no longer a source of
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shame but a tool to be wielded.
She is the team's strategist, its
moral compass, and its most
dangerous weapon. Her
relationship with Quatermain is
a central pillar of the story, a
quiet romance blooming amidst
the apocalypse.

e Allan Quatermain: The aging
adventurer, previously a
reluctant and cynical
participant, finds a renewed
purpose, not in England, but in

his bond with Mina. His arc in A

League Of Extraordinary
Gentlemen 2 is one of
redemption and acceptance of
mortality.

e Dr. Henry Jekyll / Mr.

Edward Hyde: This volume
explores the duality of Jekyll
and Hyde more brutally than
ever. Hyde is not just a brute;
he is a monstrous id, capable of
horrific violence but also a
terrifying, primal cunning. His
role in the story's climax is
unforgettable and
heartbreaking.

Griffin, the Invisible Man:
The unreliable, sadistic wild
card. His presence is a constant
source of tension. Can a man
without a conscience be a hero,
even when his survival depends
on it? This volume provides a
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definitive, chilling answer.

The Art of Kevin O'Neill: A
Visual Cataclysm

No discussion of A League Of
Extraordinary Gentlemen 2 is
complete without celebrating Kevin
O'Neill's artwork. While Alan Moore
provides the intricate, literary
narrative engine, O'Neill is the
engine's terrifying, beautiful, and
chaotic reactor core. His style is
instantly recognizable: a cluttered,
exaggerated, almost caricatured
portrayal of the Victorian world that
is simultaneously ugly and sublime.
Every panel is bursting with detail.

The architecture is baroque and
threatening, the costumes are
meticulously researched, and the
character expressions are wildly
expressive, often veering into
grotesque comedy or stark horror.

For the Martian invasion, O'Neill
unleashes his most spectacular work.
The tripods are not the simple
mechanical legs of the 1953 film;
they are towering, alien things of
impossible geometry, trailing clouds
of black smoke and red weed. The
heat-rays slice through London's
skyline with a devastating finality.
The artwork effectively conveys the
sheer scale of the invasion, making
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the reader feel as small and helpless
as the characters on the page. The
violence is not glamorous; it is
messy, sudden, and often shocking,
perfectly complementing Moore's
cynical view of imperialism and
conflict.

Literary Allusions and The
Blazing World

One of the great joys of the League
series is the game of spotting literary
and historical cameos. Volume II is
an absolute treasure trove. From a
cameo by a young Bertie Wooster to
the appearance of the Martians, the
narrative is a dense tapestry of

references. However, the most
significant departure is the inclusion
of the third chapter, "And So, To the
Blazing World."

After the harrowing events of the
main Martian narrative, the story
takes a sharp, surreal turn. The
surviving Leaguers find themselves
transported to the fantastical world
created by Margaret Cavendish in
her 1666 novel, The Description of a
New World, Called The Blazing-
World. This is not a mere side-quest.
It is the thematic and philosophical
heart of the volume. In this pristine,
magical world of talking animals and
alchemical science, the characters
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are forced to confront the ugliness
they carry within themselves. The
contrast between the brutal,
industrial, dying world of the Martian
invasion and the serene, intellectual
paradise of the Blazing World is stark
and deliberate. This section is less
about action and more about
meditation, exploring themes of
creation, destruction, and the
possibility of a better world. It is a
bold, experimental narrative choice
that elevates A League Of
Extraordinary Gentlemen 2 from a
great adventure story to a work of
art.

Thematic Heft: Imperialism,
Identity, and Endings

Beneath the surface of this genre-
bending adventure lies a powerful
critique of British imperialism. The
Martian invasion is a direct mirror of
the colonial expeditions the British
Empire had been conducting for
centuries. The Martians see the
British as a lesser species to be
exterminated or farmed for food, just
as the British saw the peoples of
Africa, Asia, and the Americas. This
is the empire's chickens coming
home to roost. The heroes, who are
themselves products of that empire,
are forced to fight for a country that

Downloaded from tracker.dreammachineusa.org by Jesus & Morrow ¢ Every book is a new
adventure. ¢ Page 7



has often used and discarded them.
This moral complexity is what makes
the story resonate long after the final
page is turned.

Furthermore, the volume is
obsessively concerned with endings.
The title of its first chapter, "All
Creatures Great and Small," hints at
the cosmic scale of the conflict, but
the subtitle of the entire volume
could easily be "The End." This is the
final adventure for several key
characters. The book is not afraid to
kill its darlings, offering a sense of
finality that is rare in modern,
serialized storytelling. The
conclusion is not triumphant in the

traditional sense. It is bittersweet,
elegiac, and deeply satisfying. It
respects the journey the characters
have taken and gives them an ending
that feels both earned and inevitable.

Why No Movie Sequel? The
Legend of the Failed
Adaptation

Given the scope and ambition of the
source material, it's worth pondering
why a film adaptation of A League
Of Extraordinary Gentlemen 2
never materialized. The 2003 film,
directed by Stephen Norrington and
starring Sean Connery, was a
troubled production. It was plagued



A League Of Extraordinary Gentlemen 2

by script rewrites, on-set conflicts,
and a general sense of creative
dissonance. Norrington and Connery
reportedly clashed, and the film's
final cut was a messy, albeit
occasionally fun, shadow of the
comic's intellectual depth. The movie
was a commercial disappointment
and marked the end of Connery's
acting career. A sequel was briefly
discussed but quickly abandoned, as
the negative experience left a bitter
taste in everyone's mouths.

In a way, the absence of a film sequel
has only increased the legendary
status of the comic book A League
Of Extraordinary Gentlemen 2.

Freed from the constraints of
blockbuster filmmaking, the graphic
novel remains a pure,
uncompromised vision. It is a story
that could only be told in its own
medium, where the density of
O'Neill's art and the complexity of
Moore's narrative can be fully
appreciated at the reader's own
pace. The failure of the film is a
testament to the unadaptable
brilliance of the source material.

Legacy and Influence on
Modern Comics

The impact of A League Of
Extraordinary Gentlemen 2 on the

Downloaded from tracker.dreammachineusa.org by Jesus & Morrow ¢ Every book is a new
adventure. ¢ Page 9



comic book industry is immense. It
helped to cement the idea of the
"literary graphic novel" as a vehicle
for serious, complex storytelling. Its
use of public domain characters to
create new, adult-oriented narratives
paved the way for series like Fables,
Once & Future, and countless
superhero deconstructions. It proved
that a comic book could be both a
thrilling genre romp and a dense,
intellectual treatise on history,
culture, and literature. The sheer
density of its world-building set a
new standard for ambitious
sequential art.

Conclusion: A Journey
Worth Taking

A League Of Extraordinary
Gentlemen 2 is more than just a
sequel. It is a culmination, a
deconstruction, and a beautiful,
terrifying send-off. It takes the seeds
planted in the first volume and grows
them into a twisted, magnificent tree
whose branches reach into the
darkest corners of Victorian fiction
and the human soul. For those who
have only seen the film, the graphic
novel is an essential corrective—a
reminder of what the story was
always meant to be. It is a
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challenging, rewarding, and
ultimately profound work that stands
as one of the high-water marks of
20th-century comics. Whether you
are a seasoned literary scholar or a
casual fan of adventure, this is a

league you desperately want to join.
It is a journey to the heart of
darkness, to the edge of the world,
and into the blazing light of
imagination.

Downloaded from tracker.dreammachineusa.org by Jesus & Morrow ¢ Every book is a new
adventure. ¢ Page 11



