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The Heist is an introductory adventure for the Mutants &
Masterminds Superhero Roleplaying Game designed for 4 PL 10
heroes, although it can be modified for a larger group or for
lower-PL heroes. The heroes must thwart Rant and Rave, a
brother/sister villain duo attempting to rob a bank in Freedom
City with the aid of some hired muscle.

GETTING THE HEROES INVOLVED
There are two simple ways of getting the heroes involved in the
adventure. In the first, some or all of the heroes might be visiting
the bank in their secret identities to conduct some routine busi-
ness. They are there when the villains show up and have to figure
some way to slip away from the action long enough to change
into their superhero identities (assuming that they maintain
secret identities). Having two or more of the heroes duck into the
same storage closet to change into their costumes can make for
an amusing scene and an interesting introduction for heroes who
haven’t met before.

Alternately, the heroes may be patrolling the city, on the look-
out for trouble, or just going about their business in their heroic or
secret identities. They either hear the bank alarm, pick up word of
the robbery on the police band, or are alerted by the authorities
and asked to help out, depending on the heroes’ activities and
relationship with the law.

THE ACTION
Read the following aloud to the players:

The Eastern Seaboard Bank is the largest in Freedom City. Rant
and Rave have eight armed thugs with them, mainly to keep an
eye on the bank patrons and to help carry the loot. Rant tries to
make an example of anyone that defies him or tries to make a
break for it, using his sonic shout to stun or knock that person
unconscious. Heroes who act quickly when the thugs first enter

It’s a fairly ordinary afternoon at the central branch of the
Eastern Seaboard (or E-Sea) Bank in downtown Freedom City.
Suddenly a group of armed men burst through the front
doors of the building into the lobby. They order the bank
patrons to lie on the floor and clear the way for a man and
woman to enter behind them. They’re in their early 20s and
both are dressed in raver-style clothes. There’s a definite fam-
ily resemblance. The woman’s hair is long and flowing and
the man’s short and spiky.

“Rant and Rave are in the house!” the man says with a
smirk. “Nobody messes with us, nobody gets hurt. Got it?” For
emphasis he turns toward the bank guard edging toward the
alarm and gives a loud shout. The man slams up against the
wall and slumps to the floor, unconscious.
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the bank may be able to slip out of sight before Rant and Rave
enter, otherwise they’ll have to come up with some sort of distrac-
tion to get away unnoticed. Clever uses of powers and the Bluff
skill are encouraged here. If the players really seem stuck for an
opportunity, let one of them spend a Hero Point to get a suitable
distraction, such as a foolhardy bank guard trying to shoot the vil-
lains. They take him out easily, but it provides the heroes with the
distraction that the heroes need.

If unopposed, the thugs begin forcing the bank tellers to put
money into bags while Rant and Rave use their combined powers
to dissolve the bank vault door, literally melting it into a puddle of
liquid metal. Then the thugs also begin to loot the vault. A couple
minutes later, the villains flee the bank with their ill-gotten gains,
getting into two vans waiting outside and driving off.

THE FIGHT
Of course, the heroes may want to intervene before that happens.
When a hero takes action, roll initiative. A hero or heroes who
manage to sneak up on the villains (successful Hide check vs.
their Spot checks) may get the drop on them. Otherwise, everyone
acts in order of initiative, with no surprise round.

Rave uses her powers to distort the heroes’ perceptions, making
it more difficult for them to act, while her brother strikes with his
sonic blasts. Rave’s Obscure power effectively gives the villains
and their minions total concealment from the heroes, meaning
that the heroes’ attacks have a 50% miss chance and the villains
have a +2 bonus to hit them. Heroes with the True Sight feat are
unaffected. The thugs open fire on any heroes as well. Although
Rant and Rave aren’t expert strategists by any means, they work
well together. Rant may use his sonic blasts to try to bring the
ceiling down on one or more of the heroes, making a surprise area
attack (good for potentially nailing high-Defense but low-
Damage save heroes). Rave may distort things so that some of the
heroes look like her and her brother, causing the heroes to hit
each other.

THE ESCAPE
If things start to go badly for the villains, they’re likely to either
try taking the bank patrons and employees hostage or creating a
distraction for the heroes so they can escape. If Rant or Rave (or
both) are incapacitated, the thugs may try taking hostages or
they may simply flee, splitting up in hopes of some of them get-

ting away. If Rant and Rave are still conscious, they combine
their powers and damage the structural supports of the building,
making it start to collapse. Then they make a run for it. It
requires a carrying capacity of at least 200 tons to hold up the
damaged building, and 10 rounds to evacuate all the people (5
if the heroes have some way of moving people outside faster).
Heroes can use Super-Strength, Telekinesis, or similar powers to
hold off the building’s collapse while the civilians escape (possi-
bly with the aid of the other heroes). Heroes working together
combine their carrying capacities. Keep in mind that a player can
use extra effort to double a hero’s carrying capacity for one
round, and can spend a Hero Point to ignore the fatigue of using
extra effort, possibly allowing a single weaker hero to hold up
the building long enough.

PURSUIT
Rather than confronting the villains inside the bank, the heroes
may choose to wait until they leave, then pursue them.
Overtaking the villains’ two escape vans isn’t difficult for a hero
with 4 or more ranks of a movement power and the super-move-
ment power stunt. The vans are hardness 10, but their tires are
only hardness 3 and taking one or more of them out stops a van.
The thugs shoot at any pursuing heroes and Rave may use her
powers to cause heroes to careen off into buildings or to crash
into the street (where they may get run over, DC 15 Reflex save to
avoid, DC 25 Damage save if that fails). If a van is stopped, the
villains try to flee on foot, although Rant and Rave will stand and
fight if the heroes confront them.

Finally, the heroes may try to follow the villains to their lair, an
old warehouse building in the Greenbank neighborhood of the
city. This requires three successful Spot checks (DC 13, though you
may modify this up or down to reflect traffic at your option) to
keep the vans in sight or the use of appropriate powers (or per-
haps a means of tracking the villains at a later time, like a tracer
planted on one of their vans). The heroes can then confront the
villains in the warehouse without any civilians around.

MODIFYING THE ADVENTURE
The Heist is designed as a simple adventure for a group of four
10th-level heroes. You can modify the adventure to suit a larger
group of heroes or a different style of play, if desired.

For larger hero groups, add another super-villain for each addi-
tional hero above four. You can simply take one of the archetypes
from the Mutants & Masterminds core book, give the new villain a
name and description, and assume that Rant and Rave have
formed their own gang of super-criminals. The Battlesuit, Martial
Artist, and Powerhouse archetypes are particularly appropriate,
but any of them are suitable.

Alternately, rather than adding more villains, you can make
Rant and Rave’s thugs more effective. Supply them with high-tech
blaster rifles (+8 stun damage) and body armor (+4 Armor) and
use the Combined Fire rules from Chapter Eight of Mutants &
Masterminds to their advantage.

For a group of low-powered heroes (power level 8 or lower)
either reduce Rant and Rave’s power levels accordingly (so they’re

MINOR LEAGUE
Gamemasters planning on running the Major League adventure from
the Mutants & Masterminds core rulebook may want to use The Heist
as a lead-in or add-on to that adventure. It’s an excellent opportunity
for the heroes to warm up and get a feel for the game system with a
simple encounter before getting into a full-length adventure. In that
case, The Heist can take place before the heroes arrive at Freedom
Hall at the beginning of Major League or the heroes can hear the
alarm from the bank while they’re at Freedom Hall and Scene 2 of
that adventure (Breaking News) can take place at the bank rather
than at Freedom Hall itself.
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equal with the heroes), or eliminate one or both of them, leaving
just the thugs for the heroes to deal with.

For a somewhat different challenge, you can have the villains
take the people in the bank hostage and have the heroes arrive on
the scene afterward. They have to figure out how to get at the vil-
lains without risking the lives of the people in the bank, which calls
for at least some amount of subtlety on the part of the heroes.

FURTHER ADVENTURES
While it’s possible (indeed likely) that The Heist is a simple case of
a super-criminal bank robbery, you can also make it into the intro-
duction of a longer and more involved adventure, if desired.

Rant and Rave may be robbing banks to collect money for some
other scheme, either of their own or for a master criminal working
behind the scenes. Perhaps various other heists take place in
other parts of the city, maybe even at the same time so that the
heroes and the authorities cannot respond to all of them at once.

The money from the robberies might be going into the coffers
of a criminal organization or a master villain. It might be used to
buy weapons or technology on the black market or further
research into creating superhumans. 

Rant and Rave are likely to hold a grudge against the heroes
responsible for busting up their plan and putting them away. They
might come looking for payback at some point in the future.

Lobby

New
Accounts

Manager

Office

Office

Office

Office
Vestibule

WaitingVault

Drive Up
Teller

Work
Area

Tellers

Lounge
Mech/Elec

Storage
Toilet Toilet

Conference Room

Freedom City Eastern Seaboard Bank

1 square = 5 feet



THE VILLAINS
Rant and Rave are a brother and sister duo of super-criminals. They
were exposed to an experimental designer drug that triggered
latent genetic mutations in each of them. The drug also may have
made them mentally unstable, or they may have always been that
way. Now the pair wants nothing more than to enjoy the high
lifestyle they’ve become accustomed to through theft and hiring
out their services to anyone willing to meet their price.

Rant is 22 years old and his sister is 20. They’re both tall and
thin and always dressed in candy-raver style clothing, including
baggy pants and large amounts of multicolored beaded jewelry.
Rave’s hair is magenta and straight, worn past her shoulders. Her
brother’s is short and spiky with blue highlights.

Rant: PL 10; Init +2 (Dex); Defense 20 (18 flat-footed); Spd 30 ft.;
Atk +5 melee (+1S, punch), +6 ranged (+10S, sonic blast); SV
Dmg +3 (+12 with Evasion), Fort +3, Ref +12, Will +1; Str 12,
Dex 14, Con 12, Int 10, Wis 13, Cha 12.

Skills: Bluff +8, Drive +7, Intimidate +8, Listen +6, Spot +6,
Taunt +9.

Feats: All-Out Attack, Blind-Fight, Blindsight, Dodge, Evasion,
Great Fortitude, Lightning Reflexes, Point Blank Shot, Power
Attack, Ricochet Attack, Toughness, Ultra-Hearing.

Powers: Amazing Save (Reflex) +8 [Source: Mutation; Cost: 1 pp;
Total: 8 pp], Disintegration +10 [Flaw: Only when in contact with Rave;
Source: Mutation; Cost: 1 pp; Total: 10 pp], Energy Control (sonic) +10
[Extra: Energy Blast; Source: Mutation; Cost: 3 pp; Total: 30 pp].

Rave: PL10; Init +3 (Dex); Defense 20 (18 flat-footed); Spd 30 ft.;
Atk +4 melee (+0S, punch); SV Dmg +3 (+13 with Evasion), Fort +3,
Ref +13, Will +9; Str 10, Dex 16, Con 12, Int 10, Wis 13, Cha 15.

Skills: Bluff +8, Drive +5, Listen +6, Spot +6, Taunt +8.
Feats: Blind-Fight, Blindsight, Dodge, Evasion, Great Fortitude,

Lightning Reflexes, Toughness, Ultra-Hearing.
Powers: Amazing Save (Reflex, Will) +8 [Source: Mutation;

Cost: 2 pp; Total: 16 pp], Disintegration +10 [Flaw: Only when in
contact with Rant; Source: Mutation; Cost: 1 pp; Total: 10 pp],
Illusion +10 [Extras: Area, Obscure, Selective; Flaw: Can only cre-
ate illusions of twisted and skewed perceptions; Source: Mutation;
Cost: 4 pp; Total: 40 pp].

THUGS
Rant and Rave’s henchmen are modestly capable, but no real
match for a group of superheroes. There are eight of them, how-
ever, and they try to use their superior numbers to their
advantage (using flanking and combined fire attacks).

Thug (8): PL 2; Init +1 (Dex); Defense 13 (12 flat-footed); Spd 30 ft.;
Atk +3 melee (+1S, punch), +3 ranged (+3L, pistol); SV Dmg +1, Fort
+1, Ref +1, Will +0; Str 12, Dex 12, Con 12, Int 10, Wis 10, Cha 10.

Skills: Listen +3, Spot +3, and one of the following at +3:
Bluff, Climb, Drive, Forgery, Hide, Open Lock, or Repair (two of the
thugs have Drive)

Feats: Point Blank Shot or Power Attack.
Equipment: Pistol (+3L).
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“Derivative Material” means copyrighted
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translations (including into other computer
languages), potation, modification, correc-
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ment, compilation, abridgment or other form
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or effects, logos, symbols, or graphic
designs; and any other trademark or regis-
tered trademark clearly identified as Product
identity by the owner of the Product Identity,
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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 associated products con-
tributed 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 distrib-
uted 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 consider-
ation for agreeing to use this License, the
Contributors grant You a perpetual, world-
wide, 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 repre-
sent 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 dis-
tributing, and You must add the title, the
copyright date, and the copyright holder'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 indi-
cation as to compatibility, except as express-
ly licensed in another, independent
Agreement with the owner of each element
of that Product Identity. You agree not to indi-
cate compatibility or co-adaptability with any
Trademark or Registered Trademark in con-
junction 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 dis-
tributing are Open Game Content.

9. Updating the License: Wizards or its des-
ignated Agents may publish updated ver-
sions of this License. You may use any
authorized version of this License to copy,
modify and distribute any Open Game
Content originally distributed under any ver-
sion 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 comply 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 sublicenses shall survive the ter-
mination of this License.

14. Reformation: If any provision of this
License is held to be unenforceable, such pro-
vision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE

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.

Mutants & Masterminds Gamemaster
Screen, Copyright 2003, Green Ronin
Publishing; Author Steve Kenson.

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

‘d20 System’ and the ‘d20 System’ logo are
Trademarks owned by Wizards of the Coast
and are used according to the terms of the
d20 System License version 1.0. A copy of
this License can be found at
www.wizards.com.

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

Freedom City, Copyright 2003, Green Ronin
Publishing; Author Steve Kenson

The Heist, Copyright 2003, Green Ronin
Publishing; Author Steve Kenson.

Green Ronin Publishing

PO Box 1723

Renton, WA 98057-1723

www.greenronin.com

custserv@greenronin.com

Super Unicorn a design studio

12819 SE 38th St. #319

Bellevue, WA 98006-1395

www.superunicorn.com


