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Black Cat, Felicia Hardy

Spider-Friends, 4

7/6

Whenever Black Cat attacks or is attacked, target player puts the top card of his deck into his KO'd pile. If that card has an odd cost, that player discards a card from his hand.

You don't want her to cross your path.

Illus: Adam Hughes

MSM-001

Daredevil, The Man Without Fear

Spider-Friends, 5

9/8

While attacking a character with a cost of 5 or more, Daredevil cannot be stunned.

Whatever the danger, whatever the risk, the Daredevil knows no fear.

Illus: Adam Kubert and Mark Irwin

MSM-002

Madame Web, Cassandra Webb

Spider-Friends, 3

3/1

Whenever a Spider-Friends character you control uses an activated power, gain 2 endurance.   Activate >>> Look at the top two cards of target player's deck. You may put those cards into that player's KO'd pile or return them to the top of his deck in any order.

"The webs of destiny are tangled, but a champion will arise."

Illus: Casey Jones

MSM-003

Prowler, Hobie Brown

Spider-Friends, 1

1/1

Whenever Prowler causes breakthrough, draw a card, then discard a card from your hand.

Hobie began his career as a costumed criminal, but has since become a friend and ally of Spider-Man.

Illus: Randy Green and Steve Bird

MSM-004

Punisher, Vigilante

Spider-Friends, 4

7/5

Activate, discard a Spider-Friends character card from your hand >>> KO target stunned character.

Castle wages a one-man war on crime - a war that takes no prisoners.

Illus: Loren Lorente

MSM-005

Solo, James Bourne

Spider-Friends, 2

4/1

As an additional cost to recruit Solo, reveal another Spider-Friends character card from your hand.

"While Solo lives, terror dies!"

Illus: Andrew Robinson

MSM-006

Spider-Man, Friendly Neighborhood Spider-Man

Spider-Friends, 3

4/5

While Spider-Man is team attacking, attackers you control cannot be stunned.

Spider-Man, Spider-Man

Friendly neighborhood Spider-Man

Wealth and fame, he's ignored

Action is his reward

Illus: Matthew Smith

MSM-007

Spider-Man, The Amazing Spider-Man

Spider-Friends, 7

14/16

Discard a Spider-Friends character card from your hand >>> Exhaust target character if it has a cost less than or equal to the cost of the card you discarded.

With great power comes great responsibility.

Illus: Randy Green and Mark Irwin

MSM-008

Nova, Richard Rider

Spider-Friends, 6

11/12

Whenever Nova attacks, you may discard a Spider-Friends character card from your hand. If you do, Nova gets +X ATK this attack, where X is the cost of the card you discarded.

With superhuman strength and the ability to fly faster than sound, this 'Buckethead' can pack quite a wallop.

Illus: Phil Noto

MSM-009

Daily Bugle

Location, 2

When you flip Daily Bugle, choose a character name.
Whenever a character an opponent controls with the chosen name becomes stunned, if it was stunned by one or more Spider-Friends characters you control, you may turn a face-up resource you control face down.

The Bugle Challenges Spider-Man to Defeat the Lizard!

Illus: Cory Walker

MSM-010

ESU Science Lab

Location, 2

Whenever a defender you control becomes powered-up, it has reinforcement this attack.   Exhaust two Spider-Friends characters you control >>> Draw a card.

In a lab at Empire State University, Peter Parker was bitten by the radioactive spider that turned him into the Amazing Spider-Man.

Illus: Cory Walker

MSM-011

Spider Senses

Plot Twist, 2

Target Spider-Friends defender gets +3 DEF this attack.

Good ol' spider sense! It hasn't failed me yet!

Illus: Fabiano Neves

MSM-012

Twist of Fate

Plot Twist, 1

As an additional cost to play Twist of Fate, discard a Spider-Friends character card from your hand.   Reveal the top four cards of your deck. Choose one character card from among them and put it into your hand. Put the remaining cards on the bottom of your deck in any order.

Illus: Matthew Smith

MSM-013

Dr. Octopus, Doc Ock

Sinister Syndicate, 7

15/15

Sinister Syndicate defenders you control have reinforcement.   Whenever Dr. Octopus stuns a defender, you may stun target support row character.

You fool! You've only got two arms to punch with -- but I've got six!!

Illus: Casey Jones

MSM-014

Dr. Octopus, Otto Octavius

Sinister Syndicate, 4

7/7

Whenever Dr. Octopus attacks, you may exhaust target unprotected character.   Activate >>> Target Sinister Syndicate defender has reinforcement this attack.

Nothing escapes the reach of Dr. Octopus!

Illus: Matthew Smith

MSM-015

Electro, Maxwell Dillon

Sinister Syndicate, 2

2/2

Activate, discard a Sinister Syndicate character card from your hand >>> Stun target character with a cost of 3 or less. Use this power only during your attack step.

Get ready for the shock of your life!

Illus: Fabiano Neves

MSM-016

Green Goblin, Norman Osborn

Sinister Syndicate, 5

9/9

Activate, discard a Sinister Syndicate character card from your hand >>> KO target unprotected support row character. Its controller loses endurance equal to that character's cost. Use this power only during your attack step.

I've got a whole bag-full of new surprises for you, my friend.

Illus: Casey Jones

MSM-017

Kraven the Hunter, Sergei Kravinoff

Sinister Syndicate, 4

6/6

At the start of the combat phase, you may choose a character name.   Kraven the Hunter gets +4 ATK while attacking a character with that name this turn.

To regain a sense of his lost nobility, Kraven hunts the most dangerous game of all.

Illus: Phil Noto

MSM-018

Lizard, Dr. Curtis Connors

Sinister Syndicate, 3

3/4

Pay 4 endurance >>> Lizard gets +2 DEF this attack.

My skin is as hard as armor, and my muscles are equally strong!

Illus: Andrew Robinson

MSM-019

Rhino, Alex O'Hirn

Sinister Syndicate, 3

7/4

At the start of your recruit step, pay 4 endurance or KO Rhino.

Once charging, a rhino cannot easily change direction or halt its advance.

Illus: Rob Haynes

MSM-020

Venom, Eddie Brock

Sinister Syndicate, 6

12/12

Whenever Venom stuns a character, KO that character unless its controller pays 6 endurance.

"I want to hear you scream!!!" 

Illus: Ariel Olivetti

MSM-021

Vulture, Adrian Toomes

Sinister Syndicate, 1

2/1

As an additional cost to recruit Vulture, reveal another Sinister Syndicate character card from your hand.   Whenever Vulture causes breakthrough, you gain that much endurance.

Faced with his own failing health, the Vulture uses 'The Juvenator' to drain his opponent's life force.

Illus: Loren Lorente

MSM-022

Doc Ock's Lab

Location, 1

Activate, pay 3 endurance >>> Target Sinister Syndicate attacker gets +3 ATK this attack.

In addition to his four super-strong steel tentacles, Dr. Octopus possesses the mind of a brilliant engineer and inventor.

Illus: Matthew Smith

MSM-023

Osborn Industries

Location, 1

Activate, discard a Sinister Syndicate character card from your hand >>> Draw a card.   Activate, discard two cards from your hand >>> Draw a card.

Norman Osborn gained full control of Oscorp after framing his partner, the creator of the Goblin strength-enhancing formula.

Illus: Cory Walker

MSM-024

Sadistic Choice

Plot Twist, 3

Play Sadistic Choice only if you control a Sinister Syndicate character.   KO target stunned character unless its controller discards two cards from his hand.

"What's it gonna be, hero, capture the villain or save the girl?"

Illus: Dan Brereton

MSM-025

Sinister Salvo

Plot Twist, 1

As an additional cost to play Sinister Salvo, exhaust a Sinister Syndicate character you control.   Target player loses 3 endurance.   Ongoing: Characters you control have range.

"Incoming!"

Illus: Cory Walker

MSM-026

Alley-Oop!

Plot Twist, 1

Target support row defender gets +1 ATK and +2 DEF this attack.

Nobody gives Spider-Man the bum's rush.

Illus: Matthew Smith

MSM-027

Crushing Blow

Plot Twist, 2

Target attacker gets +3 ATK and +3 DEF this attack while attacking an exhausted defender.

"This is what I was afraid of! You're too easy to defeat!" 

Illus: Cory Walker

MSM-028

Jetpack

Equipment, 0

Equipped character gets +2 ATK and has flight.

"Parker! Get this infernal contraption off me!"

Illus: Fabiano Neves

MSM-029

No Fear

Plot Twist, 1

Choose one: Target attacker gets +3 ATK this attack while attacking a character with a higher cost; or target defender gets +3 ATK this attack while defending against a character with a higher cost.

Illus: Eddie Barrows

MSM-030

Smoke Screen

Equipment, 1

KO Smoke Screen >>> Target attacker cannot be stunned this attack.

Where'd that smoke come from?? H-he's disappearing!

Illus: Casey Jones

MSM-031

Aunt May, May Parker

Spider-Friends, 1

0/0

You may discard a Spider-Friends character card from your hand rather than pay Aunt May's recruit cost.   At the start of the recovery phase, gain 1 endurance for each non-stunned Spider-Friends character you control.

Who wants pie?

Illus: Juvaun Kirby

MSM-032

Black Cat, Master Thief

Spider-Friends, 2

2/2

Evasion. Plot twists cost your opponents 2 more to play.

The skills of a cat burglar work just as well in the fight against crime.

Illus: Fabiano Neves

MSM-033

Cardiac, Elias Wirtham

Spider-Friends, 3

3/2

Activate >>> Stun target character with a cost of 2 or less an opponent controls.   Activate >>> Recover target Spider-Friends character with a cost of 2 or less you control.

The beta particle generator that replaced Cardiac's heart is the source of his powers.

Illus: Phil Noto

MSM-034

Cloak, Tyrone Johnson

Spider-Friends, 4

6/6

Loyalty. Whenever Cloak stuns an attacker, return that character to owner's hand.   Boost 4: When Cloak comes into play, return any number of target characters with a cost of 4 or less to owner's hands.

Illus: Andrew Robinson

MSM-035

Dagger, Tandy Bowen

Spider-Friends, 3

4/4

Activate >>> Target player loses 1 endurance for each card in his hand. Use this power only during your attack step.

Dagger is inseparable from her partner Cloak, acting as his light, and ultimately, his salvation.

Illus: Alex Garner

MSM-036

Dusk, Cassie St. Commons

Spider-Friends, 2

2/3

Evasion. Other Spider-Friends characters with evasion you control get +1 DEF.   Boost 3: When Dusk comes into play, search your deck for a character card named Hornet, Prodigy, or Ricochet, reveal it, and put it into your hand. Shuffle your deck. Gain 3 resource points. Spend these points only to recruit a character card named Hornet, Prodigy, or Ricochet.

Illus: Ariel Olivetti

MSM-037

Ezekiel, Spirit of the Spider

Spider-Friends, 7

15/15

When Ezekiel comes into play, draw a card for each Spider-Friends character you control.

Every generation, someone is fated to receive the Gift of the Spider.  You must rise to meet your destiny, Spider-Man, as I rose to mine.

Illus: David Williams

MSM-038

Firestar, Hot Stuff

Spider-Friends, 5

8/8

Loyalty. Activate >>> Stun all characters with a cost of 2 or less. Use this power only during your attack step.

Is it getting hot in here, or is it just me?

Illus: Andrew Robinson

MSM-039

Hornet, Eddie McDonough

Spider-Friends, 2

2/2

Exhaust a Spider-Friends character you control >>> Target player loses 1 endurance.

All it takes to be a super hero is heart, smarts, and a cybernetic exoskeleton.

Illus: Howard Chaykin

MSM-040

Human Torch, Friendly Rival

Spider-Friends, 5

8/9

Whenever Human Torch attacks or is attacked, you may pay 3 endurance. If you do, Human Torch gets +X ATK this attack, where X is the number of other non-stunned Spider-Friends characters you control.

Illus: Matthew Smith

MSM-041

Iceman, Cool Customer

Spider-Friends, 6

12/12

At the start of the recovery phase, each opponent who has three or more cards in his hand discards cards until he has two cards in his hand.

Looks like you could use a cold shower.

Illus: Ariel Olivetti

MSM-042

Jessica Drew <> Spider-Woman, Venom Blast

Spider-Friends, 2

3/2

Evasion. Other Spider-Friends characters with evasion you control get +1 ATK.

Stricken with radiation poisoning, Jessica's father injected her with an experimental serum of spider's blood.

Illus: Andrew Robinson

MSM-043

Julia Carpenter <> Spider-Woman, Web Weaver

Spider-Friends, 4

7/7

Evasion. Activate, discard two Spider-Friends character cards from your hand >>> Target character cannot attack this turn unless it team attacks. Use this power only during the build phase.

Illus: Randy Green and Rick Ketcham

MSM-044

Mary Jane Watson, MJ

Spider-Friends, 1

1/1

Protected Spider-Friends defenders you control have reinforcement.   Whenever one or more Spider-Friends team attackers you control stun a defender, draw a card.

"Face it tiger, you just hit the jackpot."

Illus: Alex Garner

MSM-045

Mattie Franklin <> Spider-Woman, Gift of Power

Spider-Friends, 6

11/11

Whenever Mattie Franklin attacks or is attacked, reveal any number of face-down resources you control. Mattie Franklin gets +1 ATK and +1 DEF this attack for each Spider-Friends character card you revealed this way. Then KO all Spider-Friends character cards you revealed, and put the top card of your deck into your resource row for each card KO'd this way.

Illus: Andrew Robinson

MSM-046

Prodigy, Richie Gilmore

Spider-Friends, 3

4/4

Spider-Friends characters with a cost of 3 or less you control get +3 ATK while defending against a character with a higher cost.

All it takes to be a super hero is dedication, discipline, and a bulletproof costume.

Illus: Ariel Olivetti

MSM-047

Puma, Thomas Fireheart

Spider-Friends, 4

7/8

Puma has evasion while attacking.   Boost 3: When Puma comes into play, he gets +7 ATK and +6 DEF this turn.

As CEO of Fireheart Enterprises, Puma protects his tribe and provides them economic security.

Illus: Howard Chaykin

MSM-048

Ricochet, Johnny Gallo

Spider-Friends, 3

3/5

Evasion. Characters with evasion you control cannot be the target of plot twist or payment effects an opponent controls.

Slingers Were Here

Illus: Ariel Olivetti

MSM-049

Rocket Racer, Robert Farrell

Spider-Friends, 1

1/1

Evasion. While a Spider-Friends character is protecting Rocket Racer, that character has reinforcement.   Pay 1 endurance >>> Move Rocket Racer.

"Did you see the sign?"   "What sign?"   "The 'No Skating' sign."   "Yes."

Illus: Andrew Robinson

MSM-050

Scarlet Spider, Ben Reilly

Spider-Friends, 6

10/12

Other Spider-Friends characters you control get +2 ATK while attacking.   Reveal Scarlet Spider from your hand >>> Character cards named Spider-Man are not unique this turn. Use this power only while Scarlet Spider is in your hand.

Illus: Andrew Robinson

MSM-051

Silver Sable, Silver Sablinovia

Spider-Friends, 2

2/2

Characters named Wild Pack you control get +1 ATK and +1 DEF.   Boost 1: When Silver Sable comes into play, search your deck for a character card named Wild Pack and put it into your front row. Shuffle your deck.

. . . No fee too high.

Illus: Randy Green and Rick Ketcham

MSM-052

Spider-Man, Alien Symbiote

Spider-Friends, 5

9/9

Evasion. If Spider-Man would become powered-up, you may put a +1 ATK / +1 DEF counter on him instead.   Whenever Spider-Man becomes stunned by a character an opponent controls, remove all counters from Spider-Man.

Though the strange black costume triggered his spider sense, Peter didn't figure out why until much later.

Illus: Andrew Robinson

MSM-053

Spider-Man, Cosmic Spider-Man

Spider-Friends, 8

17/17

Spider-Friends attackers you control cannot be stunned.   At the start of the combat phase, Spider-Man gets +1 ATK and +1 DEF this turn for each non-stunned character target opponent controls. 

When Earth's need is greatest, the Enigma Force chooses a champion upon which to bestow the power of Captain Universe.

Illus: Andrew Robinson

MSM-054

Wild Pack, Army

Spider-Friends, 1

1/1

Wild Pack gets +1 ATK while team attacking.

No job too small . . .

Illus: Ariel Olivetti

MSM-055

Will O' The Wisp, Jackson Arvad

Spider-Friends, 4

7/7

Evasion. Whenever Will O' The Wisp recovers, put a +1 ATK / +1 DEF counter on him.

A former enemy of Spider-Man, Will O' the Wisp is now one of Spidey's eeriest allies.

Illus: David Williams

MSM-056

Ace Reporter

Plot Twist, 1

As an additional cost to play Ace Reporter, exhaust a Spider-Friends character you control.   Look at the top four cards of target opponent's deck. Put any number of those cards on the bottom of that player's deck in any order and put the rest on top in any order.

Illus: Joaquim Dos Santos

MSM-057

Armored Spider Suit

Equipment, 2

Armored Spider Suit costs 1 less to recruit for each Spider-Friends character you recruited this turn.   Equipped character gets +2 ATK and +2 DEF and has reinforcement.

Illus: Chuck Wojtkiewicz

MSM-058

Costume Change

Plot Twist, 3

You may discard a Spider-Friends character card from your hand. If you do, search your deck for a different version of the discarded card, reveal it, and put it into your hand. Shuffle your deck.

Illus: Fabiano Neves

MSM-059

Fun and Games

Plot Twist, 2

As an additional cost to play Fun and Games, discard a Spider-Friends character card from your hand.   Ongoing: Characters have "Activate >>> Negate target activated effect an opponent controls."

Illus: Dan Panosian

MSM-060

Going My Way?

Plot Twist, 3

Spider-Friends characters you control can attack this turn as though they had flight and range.   Ongoing: Characters named Spider-Man you control get +1 ATK.

Illus: Zak Plucinski

MSM-061

Midtown High School

Location, 1

Whenever you recruit a non-army Spider-Friends character, you may pay 1 resource point. If you do, draw a card.

Just your average American school-hall passes, super heroes, and homework.

Illus: Eric Canete

MSM-062

My Hero

Plot Twist, 3

Choose a character you control.   Ongoing: While the chosen character is ready and in the front row, support row Spider-Friends characters you control are protected.

This is pretty much Super-Hero procedure 101. Comes with the manual, along with the mask.

Illus: David Williams

MSM-063

Nice Try!

Plot Twist, 2

Negate target plot twist or payment effect that targets a Spider-Friends character you control.

All right, sting head . . . let's dance!

Illus: Rob Haynes

MSM-064

Spider-Tracer

Plot Twist, 1

Play Spider-Tracer only if you control a Spider-Friends character and only during the build phase.   Choose a character an opponent controls.   

Ongoing: The chosen character cannot be the target of plot twist or payment effects its controller controls.

Illus: John Van Fleet

MSM-065

Sticky Situation

Plot Twist, 2

Remove target Spider-Friends defender you control from this attack. (When an attack concludes, if there is no defender, all attackers ready.)

Here's web in your eye!

Illus: Tomm Coker

MSM-066

Tragic Loss

Plot Twist, 3

As an additional cost to play Tragic Loss, KO a stunned character you control.   Choose one: Target Spider-Friends defender gets +5 ATK this attack; or target Spider-Friends defender gets +5 DEF this attack.

I will never ever forget that I could have stopped it.

Illus: Tomm Coker

MSM-067

Unexpected Mutation

Plot Twist, 1

Put the top card of your deck into your KO'd pile. Target Spider-Friends attacker you control gets +X ATK and -X DEF this attack, where X is the cost of the card put into your KO'd pile this way.

Oh boy. How am I going to explain this to MJ?

Illus: Duncan Fegredo

MSM-068

Alistair Smythe, Ultimate Spider Slayer

Sinister Syndicate, 3

3/5

When Alistair Smythe comes into play, choose a character name and an opponent.   The chosen opponent may not play plot twists or flip locations the same turn he recruited a character with the chosen name.

Alistair Smythe advanced his late father's designs for the Spider Slayers, and eventually became one himself.

Illus: Howard Chaykin

MSM-069

Beetle, Abner Jenkins

Character, Sinister Syndicate, 2

2/0

Beetle gets +1 DEF for each resource you control.   Boost 4: When Beetle comes into play, he gets +X ATK and +X DEF this turn, where X is the number of resources you control.

Abner Jenkins is the personification of "Crime Doesn't Pay."

Illus: Jon Meyers

MSM-070

Boomerang, Fred Myers

Sinister Syndicate, 3

4/3

Return Boomerang to owner's hand >>> Return target character with a cost of 2 or less to owner's hand. Use this power only if you control another Sinister Syndicate character.

Welcome to San Diego, Spider-Man . . . It's a great place to DIE!

Illus: Matthew Smith

MSM-071

Carnage, Cletus Kasady

Sinister Syndicate, 5

10/8

Loyalty. Other characters get +2 ATK.   Boost 3: When Carnage comes into play, characters get +3 ATK this turn.

The web-slinger's mine! Every bone and sinew, every drop of blood or bile . . . mine!

Illus: Andrew Robinson

MSM-072

Chameleon, Dmitri Smerdyakov

Sinister Syndicate, 1

1/1

Pay 1 endurance >>> Choose a team affiliation. Chameleon has the chosen team affiliation this turn. Use this power only once per turn and only if you control another Sinister Syndicate character. (This is in addition to Chameleon's other team affiliations.)

Illus: Rob Haynes

MSM-073

Green Goblin, Altered Ego

Sinister Syndicate, 7

17/11

Loyalty. Activate, pay 13 endurance >>> Each other player loses 13 endurance.

What did I do? Oh, nothing much . . . I kidnapped his girlfriend. And killed her. Right in front of him. It was a blast!

Illus: Ariel Olivetti

MSM-074

Hammerhead, Gangster

Sinister Syndicate, 2

3/2

Sinister Syndicate attackers you control get +2 ATK while attacking a player directly.

A modern day gangster, Hammerhead's shattered skull was replaced with a special steel alloy.

Illus: David Williams

MSM-075

Hobgoblin, Roderick Kingsley

Sinister Syndicate, 6

13/10

Loyalty. When Hobgoblin is put into a KO'd pile from play, you may have each player KO a resource he controls.

Dear, dear Norman . . . if only you could've seen how I'd improve on your genius.

Illus: Phil Noto

MSM-076

Hydro-Man, Morris Bench

Sinister Syndicate, 5

7/7

Whenever Hydro-Man becomes stunned, at the start of the recovery phase, recover him.

Immune to physical harm, his few defeats at the hands of Spider-Man were caused by his own evaporation.

Illus: Ariel Olivetti

MSM-077

Jackal, Dr. Miles Warren

Sinister Syndicate, 4

6/6

Activate >>> Put a Sinister Syndicate character card with a cost of 3 or less from your hand into your support row exhausted. Use this power only during the recovery phase.

To destroy Spider-Man, Jackal created a series of Spider-Clones.

Illus: Jon Meyers

MSM-078

Kaine, Imperfect Clone

Sinister Syndicate, 6

12/12

While you control another Spider-Friends character, Kaine has the Spider-Friends team affiliation.   Whenever Kaine stuns a Sinister Syndicate defender, KO that character.

A flawed copy of Spider-Man, Kaine is obsessed with destroying his progenitor.

Illus: Ariel Olivetti

MSM-079

Kingpin, Crime Boss

Sinister Syndicate, 6

7/7

Kingpin gets +1 ATK and +1 DEF for each other Sinister Syndicate character you control.   Exhaust a location you control >>> Target Sinister Syndicate character you control gets +1 ATK and +1 DEF this attack.

Illus: Andrew Robinson

MSM-080

Man-Wolf, John Jameson

Sinister Syndicate, 3

3/4

Man-Wolf gets +3 ATK while you control the initiative.   Boost 2: When Man-Wolf comes into play, he gets +X ATK this turn, where X is the number of resources you control.

"Awroooooo!"

Illus: Ariel Olivetti

MSM-081

Morbius, Dr. Michael Morbius

Sinister Syndicate, 5

8/8

Whenever Morbius stuns a character, gain endurance equal to that character's cost.

In the process of curing his rare blood disorder, Dr. Michael Morbius inadvertently transformed himself into a living vampire.

Illus: Fabiano Neves

MSM-082

Mysterio, Quentin Beck

Sinister Syndicate, 3

4/2

Evasion. Boost 1: When Mysterio comes into play, search your deck for a character card named Mysterio and put it into your front row. Shuffle your deck.

The master of confusion and illusion, even his costume is bewildering.

Illus: Dave Johnson

MSM-083

Sandman, William Baker

Sinister Syndicate, 6

8/8

When Sandman comes into play, put six +1 ATK / +1 DEF counters on him.   Whenever Sandman becomes stunned, remove all counters from him.

Nice try Spider-Man, but I'm made of sand!

Illus: Loren Lorente

MSM-084

Scorpion, MacDonald Gargan

Sinister Syndicate, 5

9/8

Pay 2 endurance >>> Exhausted characters your opponents control lose reinforcement this turn.   Boost 2: When Scorpion comes into play, exhaust any number of target characters with a combined cost of 5 or less.

Once a pawn of J. Jonah Jameson, the Scorpion turned on him, resulting in the publisher's humiliating rescue at the hands of Spider-Man.

Illus: Casey Jones

MSM-085

Shocker, Herman Schultz

Sinister Syndicate, 4

7/6

Activate >>> Target opponent exhausts a front row character he controls and a support row character he controls. Use this power only during your attack step.

Generated by wrist-mounted vibro-shock units, Shocker's powers are sonic, not electrical, in origin.

Illus: Duncan Fegredo

MSM-086

Shriek, Frances Barrison

Sinister Syndicate, 2

2/1

Other characters get +1 ATK.

I'll bring out the worst in you.

Illus: Phil Noto

MSM-087

Silvermane, Silvio Manfredi

Sinister Syndicate, 2

0/2

Silvermane gets +1 ATK for each resource you control.   Boost 5: When Silvermane comes into play, he gets +1 ATK this turn for each resource controlled by target opponent.

Obsessed with longevity, Silvio Manfredi had his head transferred to a robotic body.

Illus: Howard Chaykin

MSM-088

Speed Demon, James Sanders

Sinister Syndicate, 1

1/1

Evasion.  Speed Demon cannot be equipped.  Pay 1 endurance >>> Ready Speed Demon. He cannot attack this turn. Use this power only once per turn.

Illus: Doug Alexander

MSM-089

The Rose, Richard Fisk

Sinister Syndicate, 2

2/3

Locations cost your opponents 3 more to flip.

Unbeknownst to the Kingpin, his most trusted lieutenant is also his son.

Illus: Howard Chaykin

MSM-090

Tinkerer, Phineas Mason

Sinister Syndicate, 1

1/1

At the start of the recovery phase, if you control more non-stunned characters than each of your opponents, put a +1 ATK / +1 DEF counter on target character you control.

Arguably the world's greatest inventor, the Tinkerer creates his devices for financial gain, rather than a higher calling.

Illus: Ariel Olivetti

MSM-091

Tombstone, Lonnie Lincoln

Sinister Syndicate, 1

3/4

At the start of the your recruit step, KO Tombstone unless you discard a Sinister Syndicate character card from your hand.

It's your funeral, Spider-Man. I'm just here to mark the occasion.

Illus: Ariel Olivetti

MSM-092

Venom, Alien Symbiote

Sinister Syndicate, 4

7/7

Evasion. When Venom comes into play, you may KO a Sinister Syndicate character you control. If you do, put X +1 ATK / +1 DEF counters on Venom, where X is the cost of the character you KO'd.

Two fractured minds. One monstrous killer.

Illus: Matthew Smith

MSM-093

Dangerous Experiment

Plot Twist, 4

As an additional cost to play Dangerous Experiment, exhaust a Sinister Syndicate character you control.   Choose a plot twist name. Reveal cards from the top of your deck until you reveal a plot twist with the chosen name. Put that plot twist into your hand and shuffle the revealed cards into your deck. Lose 1 endurance for each card revealed this way.

Illus: Joaquim Dos Santos

MSM-094

Fisk Towers

Location, 2

Whenever you recruit a Sinister Syndicate character card with a cost of 4 or more, you may put a Sinister Syndicate character card with a cost of 1 or less from your hand into your front row.

Illus: Matthew Smith

MSM-095

Get Him My Petsss

Plot Twist, 4

Play Get Him My Petsss only during the combat phase. 

As an additional cost to play Get Him My Petsss, exhaust five Sinister Syndicate characters you control.   Target opponent KO's a non-stunned character he controls.

Dessstroy him!

Illus: Steve Rude

MSM-096

Goblin Glider

Equipment, 2

Goblin Glider costs 1 less to recruit for each Sinister Syndicate character you recruited this turn.   Equipped character gets +4 ATK, has flight, and has range.

A perfect combination of technology and insanity.

Illus: Chuck Wojtkiewicz

MSM-097

Hired Goons

Plot Twist, 2

Characters you control that came into play this turn get +1 ATK this turn.   Sinister Syndicate characters you control that came into play this turn get an additional +1 ATK this turn.

On the street they're goons, but with a good suit and a pair of sunglasses they're "bodyguards."

Illus: Scott Kolins

MSM-098

Lion's Den

Location, 2

Pay 1 resource point >>> Target Sinister Syndicate character gets +4 ATK this turn. Use this power only once per turn.

A place for predators.

Illus: John Van Fleet

MSM-099

Oscorp Board Room

Location, 3

Activate, KO a Sinister Syndicate character you control >>> Target player discards a card from his hand. Use this power only during the combat phase.

Your services at Oscorp are no longer necessary.

Illus: Eric Canete

MSM-100

Rejuvenation

Plot Twist, 4

As an additional cost to play Rejuvenation, exhaust a Sinister Syndicate character you control.   Gain 1 endurance for each character card in target opponent's KO'd pile.

The Vulture retards his aging by using his Rejuvenator to steal the life force of others.

Illus: Steve Rude

MSM-101

Spider Slayers

Plot Twist, 2

Choose a character name.  Sinister Syndicate characters you control get +2 ATK while attacking a character with that name this turn.   

Ongoing: At the start of your resource step, you may pay 4 endurance. If you do, turn Spider Slayers face down.

Illus: Andrew Robinson

MSM-102

Archangel, Angel of Death

X-Men, 5

10/7

X-Men attackers with flight you control cannot be stunned while attacking a defender without flight or range.

The Marauder Harpoon took his wings. Apocalypse took his soul.

Illus: Cully Hamner

MSM-103

Emma Frost, Headmistress of Xavier's Academy

X-Men, 6

12/10

Loyalty. Activate >>> Target opponent discards a card from his hand. Draw a card. Use this power only during the combat phase.   Activate >>> Emma Frost gets +3 DEF this attack.

Illus: Alex Garner

MSM-104

John Proudstar <> Thunderbird, Apache Warrior

X-Men, 4

9/8

Whenever John Proudstar becomes stunned, at the start of the recovery phase, if he is stunned, KO him.

Desperate to prove his worth, Thunderbird lost his life on only his second mission.

Illus: Alex Garner

MSM-105

Shadowcat, Pride of the X-Men

X-Men, 3

3/5

Evasion. Activate >>> Return target X-Men character you control to owner's hand.

Kitty's phasing powers allow her to carry anything-or anyone-through solid objects.

Illus: Cully Hamner

MSM-106

Sunfire, Shiro Yoshida

X-Men, 5

8/7

Activate, discard an X-Men character card from your hand >>> Stun any number of target characters with a combined cost of 3 or less.

Sunfire stayed with the X-Men for only one mission before his national pride compelled him to return to Japan.

Illus: Alex Garner

MSM-107

Aerial Supremacy

Plot Twist, 1

Ongoing: Characters with flight you control get +1 DEF while defending against characters without flight or range.   X-Men characters with flight you control get +1 DEF while defending against characters without flight or range.

Illus: Dan Panosian

MSM-108

Bamf!

Plot Twist, 3

X-Men characters you control cannot be stunned while attacking this turn.

You'd think that being everywhere at once would make you easier to hit.

Illus: Scott Kolins

MSM-109

Madripoor

Location, 1

Front row X-Men characters you control get +1 DEF.   Support row X-Men characters you control get +1 ATK.

A lawless island full of danger, room for the world's wanted and unwanted.

Illus: Eric Canete

MSM-110

Power Nexus

Plot Twist, 4

As an additional cost to play Power Nexus, exhaust any number of X-Men characters you control.   Stun target character if its cost is less than the number of X-Men characters you exhausted this way.

It's our only chance. Give me everything you've got!

Illus: Tomm Coker

MSM-111

Siege Perilous

Location, 1

Whenever an X-Men character you control recovers, put a rebirth counter on Siege Perilous.   Remove three rebirth counters from Siege Perilous >>> Recover target character. Use this power only during the combat phase.

Those who pass through the Siege Perilous are judged by higher powers to be reborn in new bodies.

Illus: Zak Plucinski

MSM-112

Ultimate Sacrifice

Plot Twist, 2

Play Ultimate Sacrifice only during the recovery phase. 

As an additional cost to play Ultimate Sacrifice, KO an X-Men character you control.   Recover each stunned X-Men character you control.

Peter Rasputin gave his life to cure the Legacy Virus. He died as he lived, a hero.

Illus: Adam Kubert and Mark Irwin

MSM-113

Silver Surfer, Norrin Radd

Fantastic Four, 8

19/19

At the start of the combat phase, you may discard a Fantastic Four character card from your hand. If you do, gain control of the initiative.

You might have power, but I am power!

Illus: Dan Panosian

MSM-114

Wyatt Wingfoot, Keewazi Adventurer

Fantastic Four, 1

1/1

Activate, return Wyatt Wingfoot to owner's hand >>> Target defender you control has reinforcement this attack.   Discard Wyatt Wingfoot from your hand >>> Target Fantastic Four character gains +1 DEF this attack. Use this power only while Wyatt Wingfoot is in your hand.

Illus: Adam Kubert and Mark Irwin

MSM-115

Marvel's First Family

Plot Twist, 3

If you control Thing, characters you control get +1 ATK this turn. If you control Invisible Woman, characters you control get +1 DEF this turn. If you control Mr. Fantastic, return target equipment card from your KO'd pile to your hand. If you control Human Torch, characters you control have flight and range this turn.

Illus: Duncan Fegredo

MSM-116

Pier 4

Location, 1

Each Fantastic Four character you control can be equipped with up to two equipment.

After the Baxter building was blasted into outer space, the Fantastic Four established a new base at the New York riverside.

Illus: Eric Canete

MSM-117

Supernova

Plot Twist, 3

As an additional cost to play Supernova, discard two cards from your hand unless you discard a Fantastic Four character card from your hand.   Target character you control gets +6 ATK and -6 DEF and causes no breakthrough this attack.

Illus: Juvaun Kirby

MSM-118

Mimic, Calvin Rankin

Brotherhood, 6

12/12

While another character has flight, Mimic has flight.   While another character has range, Mimic has range.   At the start of the combat phase, Mimic gains target character's activated powers this turn. (If any of the powers use that character's name, use this character's name instead.)

Illus: Matthew Smith

MSM-119

Post, Kevin Tremain

Brotherhood, 5

10/10

When Post comes into play, stun a Brotherhood character you control.   Post gets +2 DEF while defending.

Post briefly served as a Herald of Onslaught, and fought Cyclops, Iceman, Storm, and Wolverine to see if they were worthy.

Illus: Doug Alexander

MSM-120

Thornn, Feral Hunter

Brotherhood, 1

1/1

Discard a card from your hand >>> Thornn gets +2 ATK this attack. Use this power only once per turn.

Thornn's search for her parents' killer led her to a stunning revelation: Feral, her own sister, murdered them.

Illus: Brian Stelfreeze

MSM-121

Insignificant Threat

Plot Twist, 3

As an additional cost to play Insignificant Threat, exhaust a Brotherhood defender you control.   Stun target attacker if its cost is less than the cost of the Brotherhood character you exhausted.

Illus: Alex Garner

MSM-122

Misappropriation

Plot Twist, 1

Choose one: KO target equipment an opponent controls; or transfer target equipment to target unequipped Brotherhood character you control.

Power belongs in the hands of those with the conviction to use it.

Illus: Cully Hamner

MSM-123

Rise to Power

Plot Twist, 6

As an additional cost to play Rise to Power, discard a Brotherhood character card with a cost of 3 or less from your hand.   Search your deck for a Brotherhood character card with a cost of 6 or more, reveal it, and put it into your hand. Shuffle your deck.

Illus: Adam Kubert and Mark Irwin

MSM-124

Volcanic Base

Location, 1

At the start of the recovery phase, if you have no cards in hand, draw a card. If you control a Brotherhood character, draw an additional card, then discard a card from your hand.

Illus: Chuck Wojtkiewicz

MSM-125

Dr. Hauptmann, Diabolic Inventor

Doom, 1

1/1

You may discard an army Doom character card from your hand rather than pay Dr. Hauptmann's recruit cost.   Activate >>> Target army Doom attacker you control gets +X ATK this attack, where X is equal to the cost of that attacker.

A brilliant scientist and inventor, Hauptmann helped create Doom's robot army.

Illus: Doug Alexander

MSM-126

Purple Man, Zebediah Killgrave

Doom, 3

4/4

Activate >>> KO a resource you control. Move target face-down resource an opponent controls to your resource row. That opponent puts the top card of his deck into his resource row.

"It's simply no fun anymore! Total power over all who live is a beastly bore." 

Illus: Ariel Olivetti

MSM-127

Terrax, Tyros

Doom, 8

19/19

At the start of the combat phase, each player KO's all locations he controls. Then, each player puts the top card of his deck into his resource row for each location he KO'd this way. KO all characters in play with a cost less than or equal to the number of locations KO'd this way.

Illus: Phil Noto

MSM-128

Decoy Program

Equipment, 0

Unique. Equip only to an army Doom character you control.   Equipped character loses all names and gains the name Dr. Doom.

Fools! Did you think Doom could be defeated so easily?

Illus: Chuck Wojtkiewicz

MSM-129

Devil's Due

Plot Twist, 2

Ongoing: KO a character you control >>> Put a +1 ATK / +1 DEF counter on target Doom character you control.

"I want that power. By right, it is mine. For ultimate power is the ultimate destiny of Doom!"

Illus: Alex Garner

MSM-130

Latverian Embassy

Location, 2

When you flip Latverian Embassy, discard a card from your hand unless you control Dr. Doom.   Each of your opponents may not play a plot twist with the same name as a plot twist in his resource row.

Illus: Eric Canete

MSM-131

Mark II, Number II, Leader Unit

Sentinel, 3

4/4

Sentinel characters you control cannot be stunned or KO'd by non-ongoing plot twist effects your opponents control.

Tricked by Cyclops, Number II led the Sentinels on a deadly mission to destroy the sun.

Illus: Steve Rude

MSM-132

Sentinel Mark V, Army

Sentinel, 4

7/7

While Sentinel Mark V is ready, army Sentinel characters you control have reinforcement.   Boost 1: When Sentinel Mark V comes into play, put two +1 ATK / +1 DEF counters on it.

Illus: Matthew Smith

MSM-133

Sentinel Mark III, Army

Sentinel, 2

1/2

Army Sentinel characters you control get +1 ATK while attacking.

The first of Steven Lang's creations, the Mark III was a step backward in Sentinel design.

Illus: Matthew Smith

MSM-134

Tri-Sentinel, Super Sentinel

Sentinel, 7

13/13

Whenever an army Sentinel character you control becomes stunned, target opponent loses endurance equal to that character's cost.   Boost 1: When Tri-Sentinel comes into play, return all army Sentinel character cards in your KO'd pile to your hand.

Illus: Ariel Olivetti

MSM-135

Next Generation Technology

Plot Twist, 2

KO any number of ready Sentinel characters you control. You may put an army Sentinel character card with a cost of X from your hand into your front row, where X is the number of Sentinel characters you KO'd this way.

Illus: Chuck Wojtkiewicz

MSM-136

Termination Sequence

Plot Twist, 2

Play Termination Sequence only during your attack step.   KO a non-stunned army Sentinel character you control. If you do, KO target character if its cost is less than the cost of the army Sentinel character you KO'd this way.

Illus: Tomm Coker

MSM-137

Wave of Sentinels

Plot Twist, 3

Army Sentinel characters you control get +3 ATK and +3 DEF this turn while attacking a character that has already been attacked this turn.

The Epsilons always lead the Alpha strike.

Illus: Doug Alexander

MSM-138

Lyja, The Lazerfist

Skrull, 3

4/3

While you control another Fantastic Four character, Lyja has the Fantastic Four team affiliation.   KO Lyja >>> Recover target stunned Fantastic Four character you control.

After assuming the identity of Alicia Masters, Lyja fell in love with Johnny Storm, eventually sacrificing herself to save him.

Illus: Phil Noto

MSM-139

Deathlok, Luther Manning

5

7/7

KO an equipment equipped to Deathlok >>> Ready Deathlok. Use this power only once per turn.

Turned into a cyber-soldier in an alternate future after being critically injured, Deathlok was thrown into time by Godwulf's time machine in the New York City subway system, where he remained until captured by the Fixer.

Illus: Andrew Robinson

MSM-140

J. Jonah Jameson, Sensationalist

1

1/1

If you win the game, you choose who starts with the initiative the next time you play against the same opponent or opponents.

"I can see the headlines now . . . 'Heroic Publisher Squashes Spider-Man!'"

Illus: Fabiano Neves, MSM-141

Mole Man, Leader of the Moloids

2

2/2

Mole Man gets +1 ATK and +1 DEF for each ongoing plot twist you control.

The First Family's first foe.

Illus: Matthew Smith

MSM-142

Bad Press

Plot Twist, 1

Ongoing: Locations cost your opponents 1 more to flip.   Plot twists cost your opponents 1 more to play.

No such thing as bad publicity? You gotta be kidding me.

Illus: Zak Plucinski

MSM-143

Big Bully

Plot Twist, 1

Target attacker gets +X ATK this attack while attacking a character with a lower cost, where X is the difference between the attacker's cost and the defender's cost.

"You oughtta what, weakling?" -Flash Thompson, The Amazing Spider-Man #8

Illus: Duncan Fegredo

MSM-144

Breaking Story

Plot Twist, 0

Reveal the top card of your deck. If its cost is less than the number of resources you control, put it into your hand.

Because of the quality of reporters like Robbie Robertson, the Daily Bugle is the best paper on the planet.

Illus: Joaquim Dos Santos

MSM-145

Clone Saga

Plot Twist, 2

Play Clone Saga only if you control a Spider-Friends character.   

Ongoing: Affiliated characters you control, as well as affiliated cards in your deck, hand, and KO’d pile have the Spider-Friends team affiliation.

Illus: Cully Hamner

MSM-146

Com Link

Equipment, 0

You may propose a team attack with equipped character as though it had all team affiliations.   Equipped character has "Activate >>> Target defender has reinforcement this attack."

"Hey honey, the Fantasticar is on the fritz, Nyglar just escaped from the Negative Zone, and I think Franklin may have changed reality again. Oh, and remember to pick up some milk on the way home tonight."

Illus: Dan Norton

MSM-147

Crowd Control

Plot Twist, 2

As an additional cost to play Crowd Control, discard a card from your hand.   Support row characters you control have reinforcement this turn.

Illus: Juvaun Kirby

MSM-148

Fight to the Finish

Plot Twist, 1

Choose an attacker an opponent controls and a defender you control. Whenever the chosen attacker stuns the chosen defender this attack, KO that defender. Whenever the chosen defender stuns the chosen attacker this attack, KO that attacker.

You're in way over your head, bub! Go home.

Illus: Alex Garner

MSM-149

Flamethrower

Equipment, 1

Equipped character gets +5 ATK.   Whenever equipped character becomes stunned, KO equipped character.   Exhaust equipped character >>> Target player loses 5 endurance. Use this power only once per turn.

Illus: Randy Green and Clayton Brown

MSM-150

Forced Allegiance

Plot Twist, 2

Choose a team affiliation from among characters you control.   

Ongoing: If you chose a team affiliation, affiliated characters you control lose all team affiliations and gain the chosen team affiliation.

All will serve Doom.

Illus: Zak Plucinski

MSM-151

Grounded

Plot Twist, 1

Target character loses flight and gets -1 ATK this turn.

You're not getting away this time, Goblin.

Illus: Fabiano Neves

MSM-152

Mojoverse

Location, 1

Attackers with no team affiliation get +1 ATK and +1 DEF.   Activate >>> Target character you control loses all team affiliations this turn.

All the world's a stage. Literally.

Illus: Randy Green and Mark Irwin

MSM-153

Murderworld

Location, 1

Flip Murderworld only during the build phase. 

As an additional cost to flip Murderworld, discard a card from your hand.   Characters have "Activate, discard a card from your hand >>> KO target stunned affiliated character".

Illus: Scott Kolins

MSM-154

Pinned

Plot Twist, 2

Whenever target attacker readies during the combat phase this turn, exhaust it unless its controller discards a card from his hand.

I appear to have the upper hands.

Illus: Rob Haynes

MSM-155

Pleasant Distraction

Plot Twist, 2

Play Pleasant Distraction only during your attack step.   Target character cannot attack this turn.

Can Peter come out and play?

Illus: Adam Kubert and Mark Irwin

MSM-156

Rapier

Equipment, 0

Equipped character gets +3 ATK while attacking a front row character or defending against a front row character.

It's all about the riposte, really.

Illus: Randy Green and John Wycough

MSM-157

Rise from the Grave

Plot Twist, 2

As an additional cost to play Rise from the Grave, pay 5 endurance.   Recover target stunned character and move it to your support row. Lose endurance equal to that character's cost.

Illus: Adam Kubert and Mark Irwin

MSM-158

Sinister Six

Plot Twist, 2

Play Sinister Six only if you control a Sinister Syndicate character.   

Ongoing: Affiliated characters you control, as well as affiliated cards in your deck, hand, and KO’d pile have the Sinister Syndicate team affiliation.

Illus: Andrew Robinson

MSM-159

Sonic Gun

Equipment, 0

Whenever equipped character attacks a defender, exhaust that defender.   Equipped character has "Activate >>> Remove all +1 ATK / +1 DEF counters from target character."

Illus: Scott Kolins

MSM-160

Sucker Punch

Plot Twist, 1

Characters you control cannot be stunned while attacking exhausted defenders this turn.

It's Cl - OOF!

Illus: Matthew Smith

MSM-161

Surrounded

Plot Twist, 2

Target attacker you control gets +X ATK and +X DEF this attack, where X is the number of characters you recruited this turn.

When evening the odds just isn't enough.

Illus: Steve Rude

MSM-162

Thinking Outside the Box

Plot Twist, 1

Ongoing: You draw cards from the bottom of your deck.

Reed Richards understands that the laws of physics are really just guidelines.

Illus: Scott Kolins

MSM-163

Time Platform

Equipment, 2

Unique. Transferable. KO Time Platform >>> Negate target non-ongoing plot twist effect.

With a turn of this dial, I shall destroy the four of you forever!

Illus: Steve Rude

MSM-164

Unmasked

Plot Twist, 1

Characters cannot become powered-up this turn.   Ongoing: At the start of your resource step you may pay 2 endurance. If you do, turn Unmasked face down.

In this moment-your last moment-let's see who you really are.

Illus: Tomm Coker

MSM-165

