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RYAN MCLELLAND: At what point were you approached to become Acclaim's new EIC?  

FABIAN NICIEZA: Opportunities at Acclaim were first broached in 1995, but the fit wasn’t comfortable at that time. A year later we were able to work things out, so I started in 1996.

RM: Was it before the cancellation of the older titles or did you come on to help segue into the Valiant Heroes 2 era?

FN: The decisions on how to approach the titles were pretty open. It wasn’t an autocratic decision-making system. I presented my thoughts on relaunching the “new universe” for a variety of reasons. For every argument I had in favor of doing that, of course there were equally valid arguments against. It wasn’t an ego-thing, it was a business decision. How can we make the most noise? How can we get fresh creative voices on our books? How can we best reposition our properties for the marketplace and for the needs of our parent company (i.e. video game development)? 

Ultimately, the three decision-makers – Steve Massarsky, Jon Hartz and myself – with input from editors, etc., agreed to proceed with VH2.

 

RM: What were some of the titles you thought worked very well?  

FN: I think Quantum & Woody was our A+ book, head and shoulders above not just our publishing line, but those of most other companies as well. I thought the Turok Quarterly book was some of the best work I’ve ever done. I loved working with Rafael Kayanan and that title remains one of my absolute favorites in terms of character, scope and potential.

Troublemakers was hit and miss. A tough book to do, but when it clicked, the self-contained stories were very strong.

I thought the first four issues and the last four issues of X-O were really, really fun comics.

Magnus and Shadowman all had some good very moments. I think Ninjak was underrated, probably because it was such a radical departure from the previous incarnation, but also because it was intended as an “all-ages” “constructive” comic book at the dawn of a period when if you weren’t deconstructing superheroes, then obviously you just weren’t cool.

Darque Passages had better art than any Vertigo title being done at that time. Geez, I’m forgetting titles already.

RM: Were there any concepts that you thought didn't translate well from the older Valiant characters to the newer series?

FN: Sure. I think Magnus was conceptually sound, but it didn’t “gel” as well as it could have. Eternal Warriors never came together. Though Shadowman and X-O were very radical departures, but both still had a very solid spin on their original concepts. Even Turok, although maintaining much of the “surface” of the original concept, became much more of a family drama than a “John Carter, Warlord of Mars” adventure book.

 

RM: Media coverage seemed slim to nil for Acclaim's relaunch, it seemed that most comic book media venues didn't bother to cover Acclaim at all (except for some Quantum and Woody mentions here and there).  What is your take on this lack of coverage?

FN: I think the company had burned a lot of bridges with fans, retailers and the comics press. I honestly, probably stupidly, wasn’t aware of how scorched that Earth was. There was less web-site outlets available at that time for the kind of daily publicity you see now aimed at a hardcore target audience. 

Wizard was the big comic book publicity machine back then and we were pretty much gum under their shoes at that time.

I think if we’d had as many on-line publicity outlets available as there are now, we might have had a better chance of building more word of mouth on some of our titles. 

Ultimately, the simple truth is we were good, but not good enough. In order to reclaim lost readers, lost retailers and new readers, we had to be GREAT, and we weren’t. Not even close.

At that time, and in hindsight, I wished we could have had a much smaller rollout. Work with just two to four titles over six to twelve months, build credibility and word of mouth, but the budgeting realities of larger companies’ superceded common sense, as they so often do.

 

RM: Positive moments:  What were some of the great things to come out of your tenure as EIC and writer for VH2?

FN: The people I worked with on a daily basis. Pure and simple. We still have “reunions” every couple of years and I love seeing them. When you’re in the foxhole with people and you know chances are pretty good you’re going to die, it can forge some strong relationships. 

And we made a star out of a goat with a cape. Not a bad combination of positives, huh?

 

RM: Did you leave Valiant when they ceased publishing the first time or did you leave before that?

 

FN: I initiated the cessation of our NYC operations. I probably could have worked to massage the budgets and maybe gotten another year out of the publishing program, but then I wouldn’t have been honest to my responsibilities. I basically went to the officers of our parent company and said, “We can’t keep going like this anymore.” 

We had to reduce the staff from 24 to 7 and relocate our operations to Glen Cove, Long Island which is where Acclaim Entertainment is. I knew that I wouldn’t stay long after that, since it was a 3 hour commute each way from my home, I had just had my second child and I was pretty burned out by the failure of it all. I hoped the relocated employees would have an opportunity to acclimate themselves to their new surroundings, see if things would work out for them, then have the chance to make decisions on their own.

I resigned four months after the relocation.

RM: Lastly, anything else about your time at Valiant you would like to add?

 

FN: I’ll always disappointed it didn’t work out, but I wouldn’t exchange the experience for anything. I worked with some great people, we put out some good comics and we had fun swimming up Niagara Falls together. 

 

 

