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INTRODUCTION

When Alan Moore and Kevin O’Neill first unleashed The League of Extraordinary Gentlemen upon the
world in 1999, they did more than revive the Victorian adventure story—they rewrote the rulebook
for literary crossovers. By assembling iconic characters from nineteenth-century fiction into a secret
team answerable to  the British crown,  the creators  tapped into a deep vein of  nostalgia  and
intellectual  mischief.  The  first  volume  was  a  resounding  success,  blending  gritty  espionage  with
fantastical elements and a distinctly Moorean cynicism. But the story was far from over. League Of
Extraordinary Gentlemen 2,  released in  2002–2003,  took everything that  made the original
brilliant and expanded it into an even richer, more ambitious narrative. Often referred to simply as
Volume Two (or The New Travellers’ Almanac era), this sequel cemented the series as a landmark in
graphic literature. In this article, we will explore the plot, characters, themes, and lasting impact of
League  Of  Extraordinary  Gentlemen 2,  showing  why  it  remains  a  must-read  for  fans  of
speculative fiction and Victorian pastiche.

THE GENESIS OF A SECOND VOLUME

The  first  League  series  concluded  with  the  team  defeating  Professor  Moriarty  and  preventing  a
catastrophic war through the East End. Yet the very structure of a government-employed league of
“extraordinary gentlemen” hinted at ongoing missions. When the second volume was announced,
readers eagerly anticipated how Moore and O’Neill would top the high-stakes drama of the original.
They  chose  to  take  the  story  in  a  vastly  different  direction—not  merely  a  sequel,  but  a  full-blown
alien invasion narrative. By setting League Of Extraordinary Gentlemen 2 in 1898, just a year
after the first volume, the creators directly referenced H.G. Wells’ The War of the Worlds, but with a
twist: this time the Martians are not facing a random Victorian London; they are facing a team of
extraordinary individuals who have already battled the darkest corners of the human psyche.
Moore and O’Neill also used the second volume to deepen the character arcs. Where Volume One
was  largely  a  team-building  exercise  and a  showcase  of  their  collective  abilities,  League Of
Extraordinary Gentlemen 2 forces the members to confront their own limitations and the moral
ambiguities of their work. The narrative is darker, more complex, and far less forgiving. It also
introduces a crucial storytelling device: the unwritten rules of the league are bent, and the cost of
survival becomes painfully clear.

Plot Overview – The War of the Worlds
The story of League Of Extraordinary Gentlemen 2 opens with the league—now including Mina
Murray, Allan Quatermain, Dr. Jekyll (and Mr. Hyde), Captain Nemo, and the Invisible Man—having
settled into an uneasy routine. But their complacency is shattered when Martian tripods descend
upon  England.  Unlike  Wells’  original  novel,  where  humanity  is  nearly  helpless,  this  league  fights
back. Moore cleverly merges the invasion with the actions of the league, showing how their unique
talents  might  offer  a  glimmer of  hope.  However,  the battle  is  not  a  simple  triumph.  The Martians’
technological superiority and their use of a biological weapon (the “red weed”) push the league to
its limits. Along the way, the reader is treated to a collage of literary references: Sherlock Holmes
makes a cameo, the mysterious “Doctor” from The Time Machine  appears,  and the entire affair  is
documented  through  a  series  of  fictional  letters  and  diary  entries  that  lend  the  story  a  textured
historical feel.

New and Returning Characters
One of the greatest pleasures of League Of Extraordinary Gentlemen 2 is the expanded roster.
While the core team returns, the volume also introduces new allies and antagonists that enrich the
universe.  Notably,  the  character  of  A.J.  Raffles,  the  gentleman  thief  from  E.W.  Hornung’s  stories,
appears as a reluctant ally. The presence of Raffles adds a layer of moral complexity—after all, he is
a criminal, yet he fights alongside the league. Similarly, the return of Henry Jekyll and his monstrous
alter ego is given more screen time, allowing readers to see the psychological toll of his dual nature.
The Invisible Man (Hawley Griffin) becomes increasingly deranged, while Mina Murray evolves from a
victim of vampirism to a hardened leader. Allan Quatermain, now aged and weary, struggles with his
own mortality. And Captain Nemo, ever the brooding prince of the seas, must reconcile his hatred of
imperialism with the necessity of cooperating with the British government. These character arcs are
the emotional core of the sequel.

THEMES AND LITERARY REFERENCES

If the first volume was a commentary on the cracks in Victorian society, League Of Extraordinary
Gentlemen 2 broadens that critique to encompass imperialism, scientific hubris, and colonial guilt.
The  Martian  invasion  can  be  read  as  a  reversal  of  European  colonization—a  superior  power
descending on a weaker one. Moore, never one to shy away from political commentary, uses the
story to question the very idea of “extraordinary” men. Are they saviors or just another tool of the
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empire? The league’s internal conflicts mirror the external chaos. Moreover, the volume is a treasure
trove for literary scholars. Moore weaves in references to works by H.G. Wells, Arthur Conan Doyle,
Bram Stoker, Robert Louis Stevenson, and dozens of lesser-known authors. The intertextuality is not
merely decorative; it serves to create a cohesive alternate history where all these stories coexist.
For example, the presence of the Time Traveller from The Time Machine hints at a multiverse of
possibilities,  and  the  inclusion  of  “The  New  Travellers’  Almanac”  sections  provides  a  mock-
encyclopedic commentary on this shared world.

ARTWORK AND VISUAL STORYTELLING

Kevin O’Neill’s art is indispensable to the success of League Of Extraordinary Gentlemen 2. His
style—detailed, cluttered, expressionistic—perfectly captures the grimy, gaslit atmosphere of late
Victorian London and the alien horror of the Martians. O’Neill  uses meticulous panel layouts to
convey the chaos of battle, and his character designs are distinct and memorable. The Martians
themselves are rendered with a mixture of the grotesque and the scientific, owing as much to Wells’
descriptions as to O’Neill’s own imagination. The color palette, handled by Ben Dimagmaliw and
later by other colorists, shifts from the drab browns and grays of the city to the sickly green of the
Martian machinery.  The visual  storytelling is  kinetic  and often claustrophobic;  readers feel  the
weight of the invasion as panels overflow with tentacles, tripod legs, and terrified civilians. O’Neill’s
ability to pack each page with narrative detail rewards repeat readings.

CRITICAL RECEPTION AND LEGACY

Upon release, League Of Extraordinary Gentlemen 2 was met with widespread acclaim. Critics
praised its ambition, its tight plotting, and the way it honored its source material while subverting
expectations. Many noted that the sequel was even more mature and thematically rich than the first
volume. It won several awards and is frequently cited as one of the best graphic novels of the 2000s.
Its influence can be seen in later cross-media projects, from the Penny Dreadful television series to
various  steampunk  novels  and  comics.  The  volume also  sparked  debate  about  the  nature  of

adaptation and intellectual property, as Moore included characters that were still under copyright
(though he argued they existed in the public domain through fair use and parody). This legal gray
area only added to the mystique of the series. For fans, League Of Extraordinary Gentlemen 2
remains the high point of the entire saga, balancing spectacle with intimacy in a way that later
volumes (such as Black Dossier and Century) could not fully replicate.

WHY THE SEQUEL RESONATES WITH MODERN READERS

In an era of endless reboots and cinematic universes, League Of Extraordinary Gentlemen 2
feels remarkably fresh. It does not rely on cheap nostalgia; instead, it asks readers to engage with
classic  literature  on  a  deeper  level.  The  story’s  critique  of  imperialism and its  exploration  of
identity—especially through characters like Jekyll/Hyde and Mina—speak to contemporary concerns
about diversity, mental health, and the consequences of power. Moreover, the volume’s pacing is
relentless.  From  the  first  tripod  crash  to  the  final  confrontation,  Moore  and  O’Neill  never  let  the
tension sag. The inclusion of the “Almanac” sections also adds a layer of world-building that rewards
obsessive fans. For newcomers, the sequel can be read as a standalone story, although familiarity
with  the first  volume enriches the experience.  It  is  a  graphic  novel  that  demands intelligence and
offers deep satisfaction in return.

CONCLUSION

League Of Extraordinary Gentlemen 2 is more than a sequel; it is a masterclass in literary
mashup and a testament to the creative synergy between Alan Moore and Kevin O’Neill. By taking
the  familiar  tropes  of  the  first  volume  and  injecting  them  with  the  existential  threat  of  a  Martian
invasion,  the  creators  delivered a  story  that  is  both  epic  and intimate,  thrilling  and thought-
provoking. The volume expanded the lore of the League, deepened its characters, and raised the
stakes to planetary levels. For anyone interested in the evolution of the graphic novel, the Victorian
era,  or  the  art  of  crossover  fiction,  League  Of  Extraordinary  Gentlemen  2  remains  essential
reading. It stands as a shining example of how to honor the past while forging something entirely
new.


