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LOHENGRIN

SCARE SHEET: LOHENGRIN

HISTORY
Lohengrin is a German national from a middle-class farming 
background. He has big blue eyes, pale blond hair, and pinch-
able apple cheeks. He’s kind of pudgy and speaks good English 
with a pronounced German accent.

A member of the Reichsbanner, Lohengrin is disappointed 
that his fellow German aces are more interested in securing 
corporate sponsorships than in righting wrongs or protecting 
the innocent. Over time he begins to follow in their ways, but 
he salves his conscience by only promoting products he him-
self uses and believes in.

While on a world tour to promote a new model of BMW motor-
cycle, Lohengrin signs on as a guest “villain” on the first season 

American Hero Rogue Ace Challenge. He strikes up friendships 
with Jonathan Hive and John Fortune and quickly becomes 
embroiled in Fortune’s problems, being on the drunken jaunt 
that accidentally frees Sekhmet and incidentally burns down 
Peregrine’s Beverly Hills mansion. He and Bugsy are the first 
two aces to join Fortune in Egypt, and he’s a heavy-hitter in 
the battles with the various armies they fight to protect the 
Egyptian jokers. After the aces are victorious in Egypt, he gives 
the Committee an international membership from its founding.

Sir,
It’s only prudent to keep an eye on a foreign national ace, particularly one so powerful, who exerts so 
much influence in both our nation and in the world. Lohengrin was intended as only a sideshow on 
American Hero, scheduled as a guest star in only one episode. However, he quickly insinuated himself 
within the core cadre of the contestants and, in fact, was one of the first to follow John Fortune to 
Egypt.
After Fortune left the Committee, he rose to its leadership, and has overseen many operations, 
including a number on American soil that were probably in contravention of United States law. 
However, he has been careful in his movements and has done nothing he can actually be held 
accountable for.
He is a careful tactician on the world’s political stage and his craftiness should not be underestimated 
because he has such a blunt character and blatantly powerful physical appearance and power. It 
remains to be seen how the recent wound he suffered at the hands of Tom Weathers will permanently 
affect him.
Sincerely,
Jamal Norwood
SCARE operative

Name: Klaus Hausser WC Name: Lohengrin
Occupation: German ace, Committee member/head
Base: Originally Germany, now New York City
WC Status: Ace Ethnicity: Caucasian
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LOHENGRIN

POWERS
Ghost Armor: Protection 9, Impervious Toughness 11 • 20 

points
Ghost Weapons: Damage 10, Penetrating 10, Reach 1 (melee), 

Variable Descriptor: Melee Weapons • 22 points

LOHENGRIN POWER LEVEL 9
STRENGTH STAMINA AGILITY DEXTERITY FIGHTING INTELLECT AWARENESS PRESENCE

2 2 2 2 6 1 1 2

EQUIPMENT 

Motorcycle (Medium size, Str 1, Tou 8, Def 0, Speed 6)

SKILLS 
Athletics 4 (+6), Close Combat: Ghost Weapons 2 (+8), 
Expertise: Knighthood 4 (+5), Insight 2 (+3), Intimidation 2 
(+4), Perception 4 (+5), Persuasion 3 (+5), Technology 2 (+3), 
Vehicles 4 (+6)

ADVANTAGES 
Attractive, Benefit 2 (UN backing), Benefit (Well-off), 
Equipment 2, Improved Smash, Languages (English, German 
native), Leadership, Move-by Action, Power Attack

OFFENSE 

INITIATIVE +2
Ghost Weapons +8 Close, Damage 10, Penetrating 10
Unarmed +6 Close, Damage 2

DEFENSE 

Dodge 6 Fortitude 6
Parry 7 Toughness 11
Will 5

COMPLICATIONS 
Motivation—Doing Good: Klaus couches his moral choices 
in the language of honor and nobility, but in the end, he does 
good because, well, it’s just what one does.

Power Loss: If asleep, unconscious, or taken by complete sur-
prise, Lohengrin’s ghost armor and weapons aren’t present.

Abilities 36 + Powers 42 + Advantages 10 + Skills 14 + 
Defenses 13 = 115

Lohengrin takes over the Committee after the near-disasters 
of New Orleans when Fortune leaves after losing his powers. 
At the same time, Klaus is mortified to discover the long-term 
relationship he’s been having with the mysterious Lilith was 
actually (sort of) an affair with a man. But his bruised emo-
tions aside, Lohengrin still tries to convince Lilith to remain 
in the Committee because they need her abilities.

His leadership of the Committee comes at a time of increas-
ing politicalization and bureaucratic strangling of the 
Committee’s effectiveness, and Lohengrin spends more time 
behind a desk than on the field of battle. He does fight Tom 
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LOHENGRIN

POWERS & ABILITIES
With but a thought Lohengrin can conjure up armor and 
weapons of hardened ectoplasm—what he calls “ghost steel”—
white, shining metallic plate with the Holy Grail pictured on 
the breastplate and swan wings on his war helm. He carries 
a shield on his left arm and wields a broadsword, although 
he can call up any knightly weapon. The armor is impervi-
ous to knives, axes, bullets, flame throwers, acid, shrapnel, 
and lightning bolts. Not even Tom Weathers could break 
through it (though he did discover one of its few weak points). 
Lohengrin’s weapons can cut through almost any material.

ALLIES
Every member of the Committee would come to Klaus’s 
aid, especially Jonathan Hive or (when he had powers) John 
Fortune. Lohengrin’s old teammates in the Reichsbanner 
might be persuaded to join him for the right cause.

ENEMIES
Much of the Muslim world hates Lohengrin, but bureaucrats 
are the bane of Klaus’s daily existence now.

Weathers to a draw in the battle of the Paris Peace Conference, 
but is wounded during the melee and loses an eye.

PERSONALITY
Somewhat naive, but with a good heart, Lohengrin believes 
that as an ace his actions should always be guided by what is 
right and noble. He is honorable and chivalrous and is a good 
friend and a bad enemy. He actively strives to help the weak 
and innocent, but soon discovers it’s not always as easy as it 
should be, given the complexity of world politics. He still gen-
erally finds a way to do what is right, using his guileless image 
to back up assertions such as “acting for humanitarian rea-
sons” that would be questioned if they’d come from someone 
known to be devious.

Of a somewhat religious bent (taking the motto “Deus volt!” 
(“As God wills!”) as his personal battle cry), his Muslim oppo-
nents in Egypt and Kuwait call him “The Crusader,” and he 
doesn’t realize how much hatred there is behind the word.

He has a weakness for vintage motorcycles, good-tasting beer, 
and good-looking women.
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LOHENGRIN

CREDITS & LICENSE

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the 

Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc 
(“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright 
and/or trademark owners who have contributed Open Game 
Content; (b)”Derivative Material” means copyrighted material 
including derivative works and translations (including into 
other computer languages), potation, modification, correc-
tion, addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may 
be recast, transformed or adapted; (c) “Distribute” means to 
reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)”Open Game Content” 
means the game mechanic and includes the methods, proce-
dures, processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement over 
the prior art and any additional content clearly identified as 
Open Game Content by the Contributor, and means any work 
covered by this License, including translations and derivative 
works under copyright law, but specifically excludes Product 
Identity. (e) “Product Identity” means product and prod-
uct line names, logos and identifying marks including trade 
dress; artifacts; creatures characters; stories, storylines, plots, 
thematic elements, dialogue, incidents, language, artwork, 
symbols, designs, depictions, likenesses, formats, poses, con-
cepts, themes and graphic, photographic and other visual or 
audio representations; names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, likenesses 
and special abilities; places, locations, environments, crea-
tures, equipment, magical or supernatural abilities or effects, 
logos, symbols, or graphic designs; and any other trademark 
or registered trademark clearly identified as Product identity 
by the owner of the Product Identity, and which specifically 
excludes the Open Game Content; (f) “Trademark” means 
the logos, names, mark, sign, motto, designs that are used 
by a Contributor to identify itself or its products or the asso-
ciated products contributed to the Open Game License by 
the Contributor (g) “Use”, “Used” or “Using” means to use, 
Distribute, copy, edit, format, modify, translate and otherwise 
create Derivative Material of Open Game Content. (h) “You” or 
“Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open Game 
Content may only be Used under and in terms of this License. 
You must affix such a notice to any Open Game Content that 
you Use. No terms may be added to or subtracted from this 

License except as described by the License itself. No other terms 
or conditions may be applied to any Open Game Content dis-
tributed using this License.

3. Offer and Acceptance: By Using the Open Game Content 
You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing 
to use this License, the Contributors grant You a perpetual, 
worldwide, royalty-free, non-exclusive license with the exact 
terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You rep-
resent that Your Contributions are Your original creation and/
or You have sufficient rights to grant the rights conveyed by this 
License.

6. Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include the 
exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright hold-
er’s name to the COPYRIGHT NOTICE of any original Open 
Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any 
Product Identity, including as an indication as to compatibility, 
except as expressly licensed in another, independent Agreement 
with the owner of each element of that Product Identity. You 
agree not to indicate compatibility or co-adaptability with 
any Trademark or Registered Trademark in conjunction with 
a work containing Open Game Content except as expressly 
licensed in another, independent Agreement with the owner 
of such Trademark or Registered Trademark. The use of any 
Product Identity in Open Game Content does not constitute a 
challenge to the ownership of that Product Identity. The owner 
of any Product Identity used in Open Game Content shall 
retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you are 
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents 
may publish updated versions of this License. You may use any 
authorized version of this License to copy, modify and distrib-
ute any Open Game Content originally distributed under any 
version of this License.

10. Copy of this License: You MUST include a copy of 
this License with every copy of the Open Game Content You 
Distribute.

11. Use of Contributor Credits: You may not market or 
advertise the Open Game Content using the name of any 

Contributor unless You have written permission from the 
Contributor to do so.

12. Inability to Comply: If it is impossible for You to com-
ply with any of the terms of this License with respect to some 
or all of the Open Game Content due to statute, judicial order, 
or governmental regulation then You may not Use any Open 
Game Material so affected.

13. Termination: This License will terminate automatically 
if You fail to comply with all terms herein and fail to cure such 
breach within 30 days of becoming aware of the breach. All sub-
licenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to 
be unenforceable, such provision shall be reformed only to the 
extent necessary to make it enforceable.
15. COPYRIGHT NOTICE 
Open Game License v 1.0 Copyright 2000, Wizards of the 

Coast, Inc. 
System Reference Document, Copyright 2000, Wizards of the 

Coast, Inc., Authors Jonathan Tweet, Monte Cook, Skip 
Williams, based on original material by E. Gary Gygax 
and Dave Arneson. 

Modern System Reference Document, Copyright 2002-2004, 
Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff 
Grubb, Rich Redman, Charles Ryan, Eric Cagle, David 
Noonan, Stan!, Christopher Perkins, Rodney Thompson, 
and JD Wiker, based on material by Jonathan Tweet, 
Monte Cook, Skip Williams, Richard Baker, Peter 
Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and 
JD Wiker. 

Mutants & Masterminds, Copyright 2002, Green Ronin 
Publishing; Author Steve Kenson. 

Advanced Player’s Manual, Copyright 2005, Green Ronin 
Publishing, LLC; Author Skip Williams. 

Silver Age Sentinels d20, Copyright 2002, Guardians of Order, 
Inc.; Authors Stephen Kenson, Mark C. Mackinnon, Jeff 
Mackintosh, Jesse Scoble. 

Mutants & Masterminds, Second Edition, Copyright 2005, 
Green Ronin Publishing, LLC; Author Steve Kenson. 

DC Adventures Hero’s Handbook, Copyright 2010, Green 
Ronin Publishing, LLC; Author Steve Kenson. 

Mutants & Masterminds Hero’s Handbook, Copyright 2011, 
Green Ronin Publishing, LLC; Author Steve Kenson.

Wild Cards Campaign Setting, Copyright 2008, Green Ronin 
Publishing; Authors John Jos. Miller and Steve Kenson.

Wildcards SCARE Sheet #14: Lohengrin, Copyright 2013, 
Green Ronin Publishing; Authors John Jos. Miller and 
Steve Kenson.

Wild Cards - SCARE Sheets #14: Lohengrin
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Kenson, Jon Leitheusser, Nicole Lindroos, Hal Mangold, Jack Norris, 
Chris Pramas, Donna Prior, Evan Sass, Marc Schmalz

Wildcards SCARE Sheet #14: Lohengrin is ©2013 Green Ronin 
Publishing, LLC. All rights reserved. References to other copyrighted 
material in no way constitute a challenge to the respective copyright 

holders of that material. Mutants & Masterminds, Super-powered by 
M&M, Green Ronin, and their associated logos are trademarks of 
Green Ronin Publishing, LLC.

The following is designated as Product Identity, in accordance with 
Section 1(e) of the Open Game License, Version 1.0a: hero points, power 
points. All characters and their associated images, descriptions, back-
grounds, and related information are declared Product Identity.

The following text is Open Gaming Content: all game system rules and 
material not previously declared Product Identity.
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