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Abstract

In this short paper, the author has chosen to explore the meta worlds — the mythological Greece, Transylvania where Count Dracul
and the Vampyrs ruled the land by night, and The Northland of the rugged Vikings — of “The Legendeer Trilogy” written by the
Blue Peter Book Awardee, Alan Gibbons. The protagonist, Phoenix Graves, a 14-year-old boy, was eager to be the first person to
play the cyber-game that his father was creating for a company Magna-com International under the directions of a mysterious
person, Glen Reede. With any of the three game softwares, a Parallel Reality suit and a computer, the game that opens the gateway

between this world and the realm of myth and legend, with heroes and monsters, daring deeds and narrow escapes, triumphs and
tragedies, is ready to be played.
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Introduction

Behind every great story is the creator — the author or storyteller. In
this paper, | am interested in the best-selling The Legendeer
Trilogy (TLT) (2008) by the Blue Peter Book Awardee, Alan
Gibbons. It consists of three books — Shadow of the Minotaur
(2000), Vampyr Legion (2000) and Warriors of the Raven (2001) -
brought together in one volume. Unlike J.K. Rowling of the Harry
Potter fantasy series as well as a series of films that has been
produced based on the same book titles with little or no
modification, not much is known about Alan Gibbons. Who is this
author?

Gibbons, 2000 Gibbons, 2000 Gibbons, 2001
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Googling on the Internet, | have managed to find something about
Alan Gibbons on Wikipedia. He is an author as well as co-author
(with his twin daughters Megan and Rachel) of children’s books
and also books for teenagers and young adults. He currently lives
in Liverpool, England, where he used to teach in a primary school.
His father was a farm laborer but was hurt in an accident when
Alan was eight years old. The family had to move to Crewe,
Cheshire, where Alan experienced bullying in school for the first
time.

Trained to become a teacher in his mid-thirties, Alan started
writing short stories for the students he taught but never tried to get
any of his work published. Later, he decided to embark as a
professional writer. In 2000, he won the Blue Peter Book Award in
the category ‘The Book I Couldn’t Put Down’ category for Shadow
of the Minotaur. In the following year, he was appointed as a judge
for the 2001 Blue Peter Book Awards. Alan was shortlisted for the
Carnegie Medal in 2001 and 2003 and shortlisted twice for the
Booktrust Teenage Prize. He has also won the Leicester Book of
the Year, the Stockport Book Award, the Angus Book Award, the
Catalyst Award, the Birmingham Chills Award, the Salford Young
Adult Book Award and the Salford Librarians’ Special Award. In
2008, the three titles — Shadow of the Minotaur (Gibbons, 2000),
Vampyr Legion (Gibbons, 2000) and Warriors of the Raven
(Gibbons, 2001) — were put together into one volume, as already
mentioned earlier: The Legendeer Trilogy (Gibbons, 2008).

Would you,dare to be different?
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Gibbons, 2008 Gibbns, 2014

In March 2014, Alan wrote and published a novel Hate — a
novelization of the real-life murder of Sophie Lancaster, whose
murder took place in 2007 when she and her boyfriend were
attacked by a group of teenage boys in Stubbylee Park. According
to the police report, the attack might be caused by the couple
wearing Gothic fashion and being members of the goth subculture.
As a result of severe head injuries, Sophie went into a coma, never
regained consciousness, and died 13 days later. Hate was covered
extensively by mass media such as BBC, Radio City, The Sunday
Express, Telegraph, Lancashire Evening Telegraph and
Manchester Evening News.

An Interesting Mix of Two Genres

In The Legendeer Trilogy, Alan Gibbons has taken a bold step to
mix the two genres — science fiction and fantasy — and has
incidentally, create an entirely new genre that marries the two
nicely. Perhaps | should coin a new genre by calling it science
fantasy (sci-fan for short) differing from science fiction (sci-fi for

short) or fantasy. In fact, science fiction and fantasy have always
been put together under a catchall genre of speculative fiction.
According to Goldschlager and Eos (1997), the late Isaac Asimov
(b.1920-d.1992), a renowned sci-fi author, once explained the
difference between the two genres: science fiction is grounded in
science and it is possible; fantasy, which has no grounding in
reality, is not possible (see Asimov, 1981, for detail).

Goldschlager and Eos (1997) have defined science fiction as the
genre “that extrapolates from current scientific trends. The
technology of a science fiction story may be either the driving
force of the story or merely the setting for a drama, but all science
fiction tends to predict or define the future” (para. 4). On the other
hand, fantasy is defined as “[A] genre not based in reality
presupposing that magic and mythical supernatural creatures exist”
(Goldschlager & Eos, 1997, para. 11). In some way, | personally
feel that fantasy can be grounded in history instead, and it is
possible that the events described did happen in the past but have
been distorted over a long period of time. Hence, we have a genre
of historical fiction overlapping with the genre of mythology. It
can be somewhat like the paleo-mythology (which overlaps with
archaeology, anthropology, and comparative mythology) which |
have described as a specialized “study of ancient myths and
legends that date back to prehistoric times, often reflecting the
interpretations of early human communities about their
environment (nature), origins, and interactions with other human-
like species as well as animals” (Chia, 2025, p. 66).

Two Types of Fantasy with Two Different Metaworlds

It is not easy to describe or define exactly what fantasy is.
According to Chia (1996), “[1]t lacks a clear genesis and historical
development. In broad terms, fantasy is fiction which is not
realistic, of course! It is fiction that could not have taken place in
our world as it is in the present, as we know it to have been in the
past, or we might reasonably suppose it to be in the future” (p. 14).
In a narrower scope of definition, “fantasy is seen to take place in
an invented world or what is known as metaworld. It is a place
where humans co-exist with creatures of myths and legends —
giants and dragons and trolls and dwarves and elves — and where
heroes or heroines with magic talismans save the world from the
dark forces of evil” (Chia, 1996, p. 14).

Chia (1996) has identified two types of fantasy. The first one deals
with a metaworld of improbabilities (i.e., not likely but can
possibly happen), and the second one deals with a metaworld of
impossibilities (i.e., not possible and can never happen). The
former one includes Conan Doyle’s Lost World and Aldous
Huxley’s Brave New World. The latter draws on Frank Baum’s
Land of Oz and Lewis Carroll’s Wonderland, where anything can
happen at any time and has no premises to condition the rest of the
story. In this latter metaworld, carpets fly, a frog turns into a
handsome prince, a rabbit carries a watch in its waistcoat pocket, a
witch flies on her broomstick. There are no maxims, physical or
moral, to govern this metaworld. It is an amora polymorphous
world of a naive child.

In The Legendeer Trilogy, it involves both types of fantasy with
both metaworld types, i.e., the metaworld of improbabilities and
the metaworld of impossibilities. The former is the fictive world of
London, where Phoenix and his parents used to live, before they
moved to Brownleigh, where adults work and children go to school

. very much like our real world. The only thing is that the
characters in the trilogy are non-existent and the events described
never happen in our real world, but they are just as real as if they
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are alive and whatever that happens there is just as real, too, ...
living in what we would have termed as a parallel world (a form of
metaworld). Alan Gibbons has cleverly introduced Parallel Reality
(PR) suit which a cyber-gamer can put on and “[E]very physical
sensation seems to have been incorporated into it” (Gibbons, 2008,
p. 43). The latter is a mix of impossible metaworlds of mythical
Greece, vampire-infested Transylvania and The Northland of the
rugged Vikings who fought with demons and all kinds of
horrifying monsters.

A Brief Introduction to The Legendeer Trilogy

Before | delve into the metaworlds of The Legendeer Trilogy any
further, it is good to understand the trilogy. Each book in The
Legendeer Trilogy is set in a different mythical world where the
main protagonist, Phoenix Graves, our modern-day teenage hero
gets sucked into the virtual world of ‘The Legendeer’ a computer
game along with his classmate, Laura Osibona (whom Phoenix
acknowledges her as his heroine) and the class bully, Steven
Adams (Phoenix’s nemesis). ‘The Legendeer’ is different from the
normal kind of computer games: it becomes alive and entices
players (or gamers) from our world through its portal to enter the
metaworlds created by Magna-com International under a
mysterious person, Glen Reede, for whom Phoenix’s father (John)
is working to create the game. Phoenix was first ‘sucked into’ the
virtual reality world of the mythological Greece; next, he was in
the virtual land of Transylvania fighting wolvers (werewolves) and
vampyrs (vampires); and lastly, he was in The Northland where he
met Halidan Forkbeard, Jarl of Skaldheim, and led the Berserkers
to fight the evil Loki the Mischief-Maker and his army of demons
near Bifrost, the rainbow bridge, joining to Asgard — one of the
Nine Worlds and home to the Zsir tribe of gods — where Odin and
his wife Frigg ruled the land. In the last book of the trilogy,
Phoenix learns that Adams’ body is just a vehicle possessed and
used by the Gamesmaster — a spirit of some kind for he has no
physical body — in his attempt to conquer the worlds. Phoenix
describes about these metaworlds nicely: “So many worlds, they
just go on and on. Every myth, every legend, every strange story
that has haunted the human imagination, they exist. Anything can
happen, any dream can come true. It isn’t just nightmares any
more” (Gibbons, 2008, p. 569).

The Metaworlds in The Legendeer Trilogy

In recreational reading, readers need to perform something more
than just barking at print or deciphering with meaning to
comprehend. They need to translate written language or print into
metaworlds (or realms of fantasy) — what Roloff (1973) has
describe as “worlds within worlds whose reality is primarily in the
mind” (p. 10). According to Chia (1991), the metaworld is only
real within the mental boundaries of mind, the existence of such
realms can be readily accepted by most readers. In spite “of how
strange or remote it seems to be, readers should be sufficiently
convinced that a metaworld really exists: they must believe in it —
they need to suspend their disbelief” (Chia, 1991, p. 22).

In The Legendeer Trilogy, there are four metaworlds in all. The
first one is where Phoenix, his parents, his friends and all the other
characters are living in a world like ours. We know that the fictive
Brownleigh and London described in the trilogy are mirrored on
the real places in our world, yet they differ from the real London or
Brownleigh in our world. Gibbons (2008) has described it as

“Parallel Reality (PR)?, that’s what Magna-com calls it. It’s a step
beyond Virtual Reality. You’re not just seeing your surroundings.
This is a complete multisensory experience. You touch your
surroundings, smell them, taste them. This thing you’re wearing is
a PR suit. It makes the illusion possible” (p. 413). When the
Physical Reality of our primary world overlaps with the Virtual
Reality (VR)?, we have what is known as Augmented Reality
(AR)®. Hypothetically speaking, Parallel Reality can overlap with
Augmented Reality (see Figure 1 below). In fact, the Gamesmaster
would enter Phoenix’s world through the gateway of the computer
screen when it starts “to fill with a myriad of numbers, the familiar
maelstrom of threes, sixes and nines” in an attempt to destroy “the
wall between my world and yours ... and we shall meet” (Gibbons,
2008, p. 521).

Parallel
Reality

Physical
Reality

Augmented Virtual
Reality Reality

Figure 1. The Overlapping of Different Realities

The second metaworld is the mythological Greece where Phoenix
and Laura went in and met several mythological creatures, such as
Pan the faun, the Gorgons, Medusa and people like King
Polydectes of Seriphos, King Minos of Crete and Queen Danaé.
The third metaworld is the dark treacherous Transylvania where
the notorious Dracul (also spelled as ‘Dracula’ in our world) lived
with the wolvers and vampyrs. In that world, Phoenix met several
vampyr-hunters like Foxton, Bradshaw and Dimitrescu, but among
them were the famed Ann and Robert (also known as Bird’s Eye
with a special gift of premonition) who were wife and son,
respectively, of the deceased Professor Van Helsing. In the fourth
and last metaworld that Phoenix went is The Northland that is
supposedly situated close to Asgard, where Odin and his wife
Frigg ruled the land. There the protagonist met Loki where he had
a duel in an attempt to defeat the Gamesmaster, who tried to
dominate the metaworlds and was creating havocs everywhere he
went.

Each time when someone from Phoenix’s world goes into the
virtual world of ‘The Legendeer’, “[A]ll around them, the world
was caught in freeze-frame. There was only one time now; the
game’s time” (Gibbons, 2008, p. 293). However, the person who
enters into the metaworld would continue to grow as in the case of
Phoenix when he was in The Northland ... “Laura watched him

! PR, according to Wikipedia, is a hypothetical self-contained
alternative reality that co-exists with our Primary Reality but has
branched off due to a quantum-level event.

2 VR is an artificial 3-D environment that is created with software
and presented to the user in such a way that the user suspends
belief and accepts it as a real environment (Rouse, 2015).

® AR is the integration of digital information with the user’s
environment in real time. It uses the existing environment and
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(Phoenix) striding the length of the hall, darting accusing glances
at the frowning warriors. He had shrugged off all thoughts of
defeat. The boy was growing into a man before her eyes”
(Gibbons, 2008, p. 503). It is the same happening in The Lion, the
Witch and the Wardrobe (Lewis, 1950), when the four Pevensie
children — Peter, Susan, Edmund and Lucy (in that order of ages
with Peter being the oldest) — entered Narnia through the wardrobe
and stayed there until they grew up into young adults. However,
when they returned to their world, they got back to their respective
ages when they first entered Narnia. In other words, the time
remains the same here in this Primary Reality or we can explain
that the difference between the time here and in that metaworld is
negligible. This can lead to the Extended Reality (encompassing
Virtual Reality, Augmented Reality and Mixed Reality), which
blends both the physical and digital worlds into one to create
immersive ‘timeless’ experiences. Whether it is timeless here or in
other metaworlds or that time is suspended between the worlds
does not come within the scope of this paper, but | have already
discussed it somewhere else in another paper (see Chia, 2014).

When Phantasmagoria creeps into the Mind

There are two levels of disbelief when we come face to face with
something that is unreal to us. The first level is what we often hear
... the suspension of disbelief. For instance, if a child plays with
others in a fantasy game, or reads a fantasy book, or is involved in
some fantasy role-play (or any fantasy-based activities), s/he
allows her/his mind to enter the metaworld of fantasy. Once in that
world or metaworld, what the child mentally sees or perceives is
‘true’ and ‘real’; it accords with the laws of that world. The child
believes it as it were. The moment disbelief arises, the spell is
broken; the magic has vanished. “The child is thrown back into this
primary world of reality again. The child now looks at the world of
fantasy from the outside. If the child is obliged to stay, then
disbelief must be suspended or stifled, otherwise reading or role-
playing would become intolerable” (Chia, 1996, p. 14). However,
this suspension of disbelief is a temporary substitute for the
genuine thing — “a subterfuge (more or less willingly) to find what
virtue we can in the work of an art that has us failed,” to quote
from J.R.R. Tolkien’s own words in his letter addressed to his
publisher, Stanley Unwin, in 1958 (cited in Carpenter, 1981, p.
295), sharing his personal opinion on literary criticism and the
reception of his work The Lord of the Ring.

There is another level of disbelief, which is subtle and sublime in
nature — in which a child has to be a character (either protagonist or
antagonist) in a fantasy gamebook or fantasy card game, and
eventually becomes completely or deeply engaged in the chosen
character’s actions, habits and behavior. An example of such an
activity is cosplay. That deeper state of mind is what Chia (1996)
has termed it as a subconscious immersion of disbelief which is
very different from the willing suspension of disbelief. In The
Legendeer Trilogy, for instance, Phoenix took the character or
avatar of Heimdall (protagonist) the watchman of Asgard, while
Adams took that of Loki (antagonist).

Chia (1996) went on to describe what happens during the
subconscious immersion of disbelief: a child comes to a point
where s/he is dissatisfied with reality, and becomes dominated by
fantasy to escape. It is like Walter Mitty, a salary working man,
who is daydream-prone to escape his mundane life through vivid
fantasies of adventure and heroism (see Thurber, 1939). There is
no clear discernment between good and evil. It has become non-
existent. A child becomes ‘hooked’ in the metaworld of fantasy

through fantasy activities such as gamebooks, cards and/or even
cyber-games. This is here the real danger exists when that line of
demarcation between reality and fantasy becomes blurred and
fades away gradually. Chia (1996) describes “this extreme state of
mind as phantasmagoric” (p. 14) (see Figure 2). This confused
state of mind may be wrongly mistaken for demon possession.

PHANTASMAGORIA

Figure 2. Phantasmagoria — the overlapping between realms of
reality and fantasy.

Children and youth who are cyber-addicts often display a
disturbing virtual state of mind. An individual, for example, “who
is always engaged in cyber- or video games, can become addicted
to them such that s/he can be described as having an obsessive
virtual mental state of mind” (Chia, 2010, p. 67). Even when the
individual is not on the computer — “the machine that brought us
here (virtual world)” (Gibbons, 2008, p. 332), they might be
probably going through the game in the mind (i.e., the historical
state of mind, especially in the subconscious state of past
experience) or mentally replaying it. A cyber-addict might end up
living in the metaworld we call cyber-world, which they perceive
as real, or, perhaps, even more real than this primary world, always
engaging in the virtual state of mind (Chia, 2005). This person has
gone into phantasmagoria (i.e., the surrealistic state of mind) (see
Chia, 1996).

There are many interesting cases reported in the mass media. In
one special news report, Davie (2008) reported that more and more
people are trading their real-life relationships for pixelated ones. In
such an instance, a person takes on an avatar or a doppelganger
(i.e., a digital representation of oneself) and enters into the online
fantasy game in real-time where they can interact with other
avatars or internet bots in that cyber-world and even commit cyber-
marital affair or cyber-adultery, i.e., engaging the virtual,
surrealistic, affective and sexual states of mind all at the same time.

In a more recent case, Teo (2009) reported a close-knit group of
teenage boys who dabbled in some religious rituals (spiritual state
of mind) and online computer games (virtual state of mind) that led
the leader of the group, a self-professed Taoist medium, to
formulate “religious theories or his talk about the end of the world
and their calling as slayers of demons (surrealistic state of mind)”
(p- 8) and “to suggest a suicide pact as part of a grand plan to
‘sacrifice’ themselves in order to save the world from demons” (p.
8; also see Chong, 2009; Quek & Spykerman, 2009). Eventually,
the leader and one of his group members jumped to their death
from the flat, where the former resided. In this instance, the virtual,
surrealistic and spiritual states of mind interact with one another
clouding the rational thinking of some of these boys and creating a
distorted perception (or mis-perception) and to some extent, putting
them in the state of immersion of disbelief or what is also termed
as phantasy (see Chia, 1996), not to be confused with fantasy,
which is to do with the state of suspension of disbelief.

Of course, there is more to the whole unfortunate episode than just
using the varied mental states of one’s mind to analyze the
unfortunate case. The breakdowns in the mesosystems (to use the

Copyright © ISRG Publishers. All rights Reserved. 31
DOI: 10.5281/zenodo.15108215




term found in the ecological systems theory of Bronfenbrenner,
1979, 1986, 1989, 1993) in the deceased leader’s life such as his
parents’ separation and impending divorce” (Chong & Quek, 2009,
p. A4), and peers in his school “gossiped about him being a fake
medium” (Quek & Spykerman, 2009, p. B2) must also be taken
into consideration to obtain a more complete ecosystemic
understanding of the episode with the subsequent events that
followed up to the time when he chose to commit suicide. This
involves what is known as psychological autopsy.

Returning to The Legendeer Trilogy, it is safe to say that Steven
Adams, the arch-enemy of Phoenix Graves also encountered the
same problem in the last book of the trilogy when he died in ‘The
Legendeer’ world, that metaworld of Parallel Reality to his world,
where he was reported missing to the police by his anguished
parents. There is no way Adams could return to his world as if he
wanted to drop out half-way through the cyber-game. In the same
way, if the cyber-gamer chooses to kill himself here in this primary
reality, there is no way he could enter the cyber-world where he
was to fight and defeat the demons. Death is not the portal to
cyber-world or any other metaworld.

Do the Metaworlds in The Legendeer Trilogy matter to Us
Today?

The Legendeer Trilogy is one of those literary media (including
books and movies) that has opened doors to readers unfamiliar to
the concept of Parallel Reality or find it difficult to understand the
theories relating to parallel universes (see Lewis, 1966, for further
detail). For example, in the 2009 movie of Star Trek reboot, Kirk
and Spock portrayed by Chris Pine and Zachary Quinto
respectively are in an alternate timeline (so in another parallel
world or reality) apart from the William Shatner and Leonard
Nimoy versions of the same characters.

Literature such as the genres of science fiction and fantasy (of
science fantasy — a mix between the two genres) can provide us a
channel to explore the novel terrain of digital technology, whose
digital constructs create simulated realities featured in 1999 science
fiction movie like The Matrix. In a simulated reality, it is
hypothesized that reality could be simulated to a degree
indistinguishable from ‘true’ reality. This debatable topic has
resulted in new philosophical discourse and practical applications
in computing, psychology and neuroscience.

Science fantasy (blending the two elements of science fiction and
fantasy) offers us a unique framework for exploring the human
mind, especially, when the focus is on mental disorders (e.g.,
autism spectrum disorder, vascular dementia, and schizophrenia).
By depicting simulated realities and altered perceptions, it reflects
the challenges these individuals with mental issues face in
differentiating between what is real and what is imaginary. The
genre provides us metaphors for understanding the inner worlds of
those with mental health conditions, illustrating how Al-based
technologies (involving Virtual Reality, Augmented Reality, and/or
Extended Reality) or metaworlds (imagined worlds) can shape
cognitive experiences. Moreover, the genre also invites
philosophical and ethical questions about the nature of reality,
consciousness, and the role of Al-based technology in promoting
mental health and wellness today, offering a feasible platform for
expressing empathy and deeper insight into the mysterious
complexities of the human mind.

What is interesting about The Legendeer Trilogy is that it is like a
bridge linking us to the wide possibilities of what digital

technology can offer us today. For instance, the Virtual Reality
technology has been advancing rapidly over the past few years and
today, it has been applied in medicine, education and rehabilitation,
to list just these three examples. With the introduction of 3-D
printing technology, we can toy with the idea of bringing the two
technologies together to create new worlds that we have never
thought of. Another instance is the Augmented Reality technology
that has also begun to introduce location-based augmented reality
game such as Pokémon Go developed by Niantic for iOS and
Android devices.

Finally, the trilogy has offered us new ideas how metaworlds or
parallel worlds co-exist and the possibility of travelling between or
among these worlds. Nobody knows exactly how these ideas may
lead us to new inventions and/or discoveries in the future. Like
Phoenix, we might one day choose to step into the golden portal
and enter another metaworld and are gone.
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