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Baraka - Lizard OW 1200 45360 60329 63958 1250 96000 127680 135360 1050 39690 42865 975 36855 117936 100 108 att 24884 39816 pwr drain grap 49770 89587 speed 123432 bleed 8% Challenge 8% Faction 8% SP2 8% SP1 8 KO 8 Combo Baraka - Lizard
Lizard Baraka doesn't react to opponent's Basic attacks for 15 seconds after tag-in. In a fight he passively generates power over time and receives 2% Damage boost each time he hits the opponent with additional 1% Damage boost if the 
hit was critical. On tag-out Lizard Baraka loses boost and gains Regeneration for 10 seconds. Active opponent's healing is reduced by 25% for each Lizard character in a team. Outworld teammates have 25% Critical Hit Chance Boost.

Baraka - Scourge OW 1225 46305 61586 65290 1100 84480 112358 119117 1050 39690 42865 1050 39690 127008 100 108 att 25404 40646 pwr drain att 60970 101616 luck 126004 bleed 8% Challenge 8% Faction 8% SP2 8% SP1 8 KO 8 Combo Baraka - Scourge For each Outworld character on his team, Baraka performs an additional Combo Ender attack which applies a bleed DOT with increased duration. Baraka's bleed DOTs can stack.

Bo' Rai Cho - Dragon Breath MA 1175 44415 59072 62625 1200 92160 122573 129946 1150 43470 46948 1000 37800 120960 100 108 att 19493 38987 stun att 48734 77975 weaken 118911 cripple 8% Challenge 8% Faction 8% SP1 8% X-Ray 8 SP2 8 KO Bo' Rai Cho - Dragon Breath Combo enders and critical hits have a 50% Chance to inflict additional damage on one of the tagged-out opponents. +25% critical hit chance for all Martial Artists.

Cassie Cage - Covert Ops SO 1100 41580 55301 58628 1000 76800 102144 108288 1100 41580 44906 990 37422 119750 100 108 att 18249 36498 att 47448 93071 cripple 114970 pwr drn 8% Combo 8% Faction 8% X-Ray 8% SP1 8 KO 8 SP2 Cassie Cage - Covert Ops All Spec Ops teammates have a 25% chance of unblockable attacks.

Cassie Cage - Kombat Cup SO 1200 45360 60329 63958 1150 88320 117466 124531 1100 41580 44906 1150 43470 139104 110 118 att 19907 39816 att 59725 89587 125423 pwr drn 8% Combo 8% Faction 8% X-Ray 8% SP1 8 KO 8 SP2 Cassie Cage - Kombat Cup
On tag-in, Kombat Cup Cassie Cage brands an active opponent as an Outsider for 20 sec. Any attack against the Outsider is unblockable with 50% chance. When an Outsider tries to tag-out, Cassie's drone deals 30% damage to their 
current health. The drone doesn't deal damage to Bosses. All Kombat Cup Characters on the team are immune to Cripple.

Cassie Cage - Strike Force 
(Punk)

SO 1380 52164 69378 73551 1250 96000 127680 135360 1350 51030 55112 1380 52164 166925 100 108 att 22894 45789 att 41420 82421 144236 pwr drn 8% Combo 8% Faction 8% X-Ray 8% SP1 8 KO 8 SP2
Cassie Cage - Strike Force 
(Punk)

Each time Cassie tags-in, she drains 1 bar of POWER from the enemy team, as well as SLOWING the current opponent for 4-16 seconds. Strike Force teammates receive +15-25% more HEALTH and ATTACK. On tag-in Strike Force 
teammates are immune to LETHAL and CRITICAL HITS for 5-7 seconds. Strike Force Characters do 10% more Damage versus Ronin Characters.

Cassie Cage - Undercover SO 900 34020 45247 47968 820 62976 83758 88796 850 32130 34700 900 34020 108864 100 108 att 14931 29863 att 37328 74657 blind 94068 pwr drn 8% Combo 8% Faction 8% X-Ray 8% SP1 8 KO 8 SP2 Cassie Cage - Undercover  +20% to all DAMAGE vs. Netherrealm and Outworld.

D'vorah - Swarm Queen OW 740 27972 37203 39441 720 55296 73544 77967 850 32130 34700 710 26838 85882 100 108 att 12276 24553 att 15346 30692 random 74889 curse 8% Battle 8% Faction 8% SP1 8% Cassie 8 KO 8 Combo D'vorah - Swarm Queen D'Vorah's Vortex Swarm (Special Attack 2) can inflict multiple effects on the opponent. Immune to poison.

D'vorah - Venomous OW 1050 39690 52788 55963 1025 78720 104698 110995 1125 42525 45927 1000 37800 120960 110 118 att 17420 34840 poison att 43550 87100 poison 106262 curse 8% Battle 8% Faction 8% SP1 8% Cassie 8 KO 8 Combo D'vorah - Venomous D'Vorah's basic attacks do +100% damage per negative effect on the opponent. D'Vorah's poison can stack 2 times.

D'vorah - Wretch OW 1350 51030 67870 71952 1350 103680 137894 146189 1325 50085 54092 1125 42525 136080 120 128 grap 22397 44794 poison att 55992 111985 snare 136622 curse 8% Battle 8% Faction 8% SP1 8% Cassie 8 KO 8 Combo D'vorah - Wretch When D'Vorah defeats an opponent, she applies a low/medium/high damage, infinite POISON DOT to the opposing team. Her teammates do +10-30% critical damage against poisoned opponents.

Ermac - Klassic OW 1250 47250 62843 66623 1125 86400 114912 121824 1050 39690 42865 1100 41580 133056 110 118 att 22812 43550 grap 48734 97469 snare 126502 shield 8% Johnny 8% Faction 8% Battle 8% SP2 8 Combo 8 SP1 Ermac - Klassic
Opponents start the fight with Soul Siphon DOT, that takes 10% of their health and prevents recovery over 30 seconds (even if Ermac is tagged-out or defeated). Soul Siphon DOT is not affected by any modifiers or resistances. When 
Ermac is defeated (and is not the last one on his team) he explodes dealing massive damage to an active opponent.

Ermac - Master of Souls OW 940 35532 47258 50100 850 65280 86822 92045 950 35910 38783 1100 41580 133056 100 108 att 17154 32749 att 38987 77975 snare 95130 shield 8% Johnny 8% Faction 8% Battle 8% SP2 8 Combo 8 SP1 Ermac - Master of Souls Starts with +1 bar of power for each Outworld teammate.

Ermac - Pharaoh OW 1225 46305 61586 65290 980 75264 100101 106122 1025 38745 41845 1050 39690 127008 110 118 att 20323 40646 stun att 54873 105681 curse 123972 shield 8% Johnny 8% Faction 8% Battle 8% SP2 8 Combo 8 SP1 Ermac - Pharaoh For every Character that is defeated. and for each opponent that resurrects; your team takes less damage and gains increasing critical hit chance. These effects stack.

Ermac - Spectral OW 890 33642 44744 47435 790 60672 80694 85548 840 31752 34292 900 34020 108864 100 108 att 16242 31007 att 36913 73827 fear 90069 shield 8% Johnny 8% Faction 8% Battle 8% SP2 8 Combo 8 SP1 Ermac - Spectral When a teammate is defeated, gain 50% of their attack and toughness. Max once per match.

Erron Black - Black Dragon 
(Bounty Hunter)

NO 1325 50085 66613 70620 1300 99480 132308 140267 1300 49140 53071 1100 41580 133056 130 138 att 21982 43964 cripple att 54955 109911 131893 luck 8% SP1 8% Faction 8% SP2 8% Challenge 8 KO 8 Johnny
Erron Black - Black Dragon 
(Bounty Hunter)

Erron Black has a 30-50% chance to give covering fire to his teammate when he tags out, and to support a teammate when an opponent tags in. When tagged out, Erron Black provides cover fire for his Black Dragon teammates every 20-
12 seconds. Cover fire has 35% chance to stun, Achieving 90%+ on Special Attack 1 makes it Unblockable. Erron Black can join any class.

Erron Black - Day of the Dead OW 1380 52164 69378 73551 1310 100608 133809 141857 1500 56700 61236 1380 52164 166925 110 118 att 22894 45789
(pwr 
drain)

att 57236 114473 blind 137368 luck 8% SP1 8% Faction 8% SP2 8% Challenge 8 KO 8 Johnny Erron Black - Day of the Dead
When using special attacks, Day of the Dead Erron Black has a 20-40% chance to get them for free and POWER DRAIN the opponent. When this happens, 30% of the time he will POWER DRAIN the whole opponent team. When defeated, 
Erron Black's ghost has a 20-50% chance to assist Day of the Dead characters on combo enders and special attacks. Opponent Assassin Characters have dodge chance reduced by 10%

Erron Black - Gunslinger OW 1060 40068 53290 56496 950 72960 97037 102874 850 32130 34700 1000 37800 120960 100 108 att 17585 35171 att 43964 87928 shield break 105514 luck 8% SP1 8% Faction 8% SP2 8% Challenge 8 KO 8 Johnny Erron Black - Gunslinger  +30% attack vs Spec Ops. Achieving 80%+ on Stand Off (Special Attack 2) makes it unblockable and a critical hit.

Freddy Krueger - Nightmare NR 1500 56700 75411 79947 1380 105984 140959 149437 1380 52164 56337 1320 49896 159667 120 128 att 24885 49771 snare att 62214 124428 shield 149313 fire 8% Combo 8% Faction 8% SP2 8% Sonya 8 SP1 8 KO Freddy Krueger - Nightmare
One of Freddy's opponents is trapped in a Nightmare. Freddy has a 30-50% chance for lethal damage to that opponent. Lethal: +300% damage. If Freddy Krueger has 2 Nightmare teammates, he can trap an additional opponent in the 
Nightmare. Nightmare teammates gain +10% CRITICAL HIT CHANCE on basic attacks.

Fujin - MK11 EG 1500 56700 75411 79947 1400 107520 143002 151603 1380 52164 56337 1460 55188 176602 120 128 att 27374 47282 att 74657 124428 stun 151802 weaken 8% Challenge 8% Faction 8% Battle 8% Shinnok 8 Fatal 8 Combo Fujin - MK11
Fujin has increased Combo Ender chance. Performing a Combo Ender triggers a chain of three challenges. Achieving 80% on the challenge inflicts the Hurricane effect on the enemy for 20 seconds. The first Hurricane increases all 
incoming damage to the enemy by 10/15/30%. The second slows the enemy down by 10/20/40%. The third Hurricane disables enemy's Special Attacks. If the opponent is already inflicted with Hurricane the chain of challenges will not 
start. Lightning hitting the Hurricane strikes the enemy three more times. All MK11 and Elder God teammates have a 50% chance to apply Dispel after any SP.

Fujin - Onslaught EG 1290 48762 64853 68754 1210 92928 123594 131028 1000 37800 40824 1330 50274 160877 110 118 att 23541 40662 weaken att 42802 85605 shield 130549 weaken 8% Challenge 8% Faction 8% Battle 8% Shinnok 8 Fatal 8 Combo Fujin - Onslaught

Goro - Klassic OW 1400 52920 70384 74617 1400 107520 143002 151603 1417 53563 57848 1105 41769 133661 130 138 grap 23226 46453 strength att 58066 116133 weaken 139360 power 8% SP1 8% Faction 8% X-Ray 8% Johnny 8 SP2 8 Challenge Goro - Klassic Once per match, 10-8 seconds after Goro is defeated, Goro comes back into the fight with 25-50% health and with a devastating stomp. All characters on Goro's team do +10-20% attack.

Goro - Tigrar Fury OW 1200 45360 60329 63958 1200 92160 122573 129946 1150 43470 46948 1000 37800 120960 105 113 att 19908 39817 att 49771 99542 119451 power 8% SP1 8% Faction 8% X-Ray 8% Johnny 8 SP2 8 Challenge Goro - Tigrar Fury Combo enders and special attacks have a chance of a fire DOT effect. All characters that do fire attacks on Goro's team have a 25% chance of causing fire DOT to enemy upon tagging-in.

Jacqui Briggs - Cybernetic SO 800 30240 40219 42638 900 69120 91930 97459 990 37422 40416 800 30240 96768 100 108 grap 7963 14599 att 33180 53089 fire 79633 cripple 8% Battle 8% Faction 8% KO 8% X-Ray 8 Challenge 8 Combo Jacqui Briggs - Cybernetic Takes 30% less damage vs. Netherrealm and Outworld.

Jacqui Briggs - High Tech SO 850 32130 42733 45303 1100 84480 112358 119117 1100 41580 44906 1020 38556 123379 100 108 att 14101 28203 pwr drn att 35254 70509 power 84611 cripple 8% Battle 8% Faction 8% KO 8% X-Ray 8 Challenge 8 Combo Jacqui Briggs - High Tech All Spec Ops teammates have +20% increased power generation

Jacqui Briggs - Kosplay SO/MA 1250 47250 62843 66623 1150 88320 117466 124531 1075 40635 43886 1050 39690 127008 100 108 att 10369 20738 att 51845 82952 124429 cripple 8% Battle 8% Faction 8% KO 8% X-Ray 8 Challenge 8 Combo Jacqui Briggs - Kosplay Jacqui can change into different ninjas, each giving her a unique combat effect and VERY HIGH bonuses against a Character Type.

Jade - Assassin OW/MA 1440 54432 72395 76749 1440 110592 147087 155935 1500 56700 61236 1320 49896 159667 100 108 att 23890 47780
shield 
break

att 59725 119451 blind 143342 blind 8% Battle 8% Faction 8% Kitana 8% KO 8 Challenge 8 Combo Jade - Assassin
Assassin Characters on the team have 20-40% chance to dodge any special attack or combo ender. Jade retaliates with an unblockable, crippling attack that deals low/medium/high damage. Assassins do 10% more damage versus Circle 
of Shadow.

Jade - Day of the Dead OW 1280 48384 64351 68221 1500 115200 153216 162432 1440 54432 58787 1310 49518 158458 100 108 att 21235 42471
shield 
break

att 53089 106179 blind 127414 blind 8% Battle 8% Faction 8% Kitana 8% KO 8 Challenge 8 Combo Jade - Day of the Dead
After using Evocation (Special attack 2) and after tagging out, Day of the Dead Jade has a 20-40% chance to give all Day of the Dead Characters GHOST SHIELD that reflects all damage at the enemy for 5-7 seconds. Opponent Assassin 
Characters have dodge chance reduced by 10%.

Jade - Klassic OW 1270 48006 63848 67688 1100 84480 112358 119117 1150 43470 46948 1150 43470 139104 100 108 att 21069 42138 snare att 63208 94813 cripple 126418 luck 8% Battle 8% Faction 8% Kitana 8% KO 8 Challenge 8 Combo Jade - Klassic
Klassic Jade has 80% chance to apply Blind on any Special Attack. Every time an opponent misses an attack, Klassic Jade gains 10% Speed increase for 15 seconds, stacking up to 50%. Klassic teammates are immune to Snare. Klassic 
teammates are immune to Snare.

Jade - Lizard OW 1290 48760 64851 68752 1080 82944 110316 116951 1150 43470 46948 1000 37800 120960 110 118 att 21401 42802 snare att 53503 107007 stun 130549 luck 8% Battle 8% Faction 8% Kitana 8% KO 8 Challenge 8 Combo Jade - Lizard
For every debuff that Lizard Jade or her teammates apply to the active opponent, her whole team gains the Team Thrill effect for 20 seconds (stacks up to 5 times). Each of the Team Thrill effects buffs all of Lizard Jade's Basic and Special 
attacks to additionally deal 10% of its damage to all of the opponents. Lizard Jade's Combo Enders have 50% chance to apply Curse. With each Team Thrill effect, Lizard Jade's team intimidates the active opponent into their Power 
generation being reduced by 10%. Lizard teammates have a 30% chance to reflect any debuff.

Jade - MK11 NR 1250 47250 62843 66623 1200 92160 122573 129946 975 36855 39803 1200 45360 145152 100 108 att 20738 41476 snare grap 51845 103690 blind 124429 luck 8% Battle 8% Faction 8% Kitana 8% KO 8 Challenge 8 Combo Jade - MK11 Jade has a 25% chance to dodge basic attacks, leaving the opponent slowed and open to counter attack for a brief time. MK11 teammates are healed by fire/bleed/poison.

Jason Voorhees - Nightmare 
(Relentless)

NR 1310 49518 65859 69820 1310 100608 133809 141857 1270 48006 51846 1270 48006 153619 100 108 att 21733 43466 luck att 54333 108667 bleed 130400 bleed 8% Combo 8% Faction 8% SP2 8% Cassie 8 X-Ray 8 KO
Jason Voorhees - Nightmare 
(Relentless)

Jason has 30-50% chance to evade all SPECIAL ATTACKS. After evading, Jason attacks and stuns his opponent. Nightmare teammates' special attack 2 have 20-30% chance of being unblockable.

Jason Voorhees - Slasher (V) NR 1081 40844 54323 57590 1081 82985 110370 117009 1081 40844 44112 1081 40844 130701 100 108 grap 17926 35853 bleed grap 44816 67225 bleed 107559 bleed 8% Combo 8% Faction 8% SP2 8% Cassie 8 X-Ray 8 KO Jason Voorhees - Slasher Even when defeated, Jason rises again with increased DAMAGE and one additional bar of POWER...twice.

Jason Voorhees - Unstoppable NR 913 34511 45900 48661 913 70118 93257 98866 1013 38291 41354 1013 38291 122531 100 108 att 15147 30294 strength att 37867 75735 regen 90882 bleed 8% Combo 8% Faction 8% SP2 8% Cassie 8 X-Ray 8 KO Jason Voorhees - Unstoppable Even when defeated, Jason rises again with increased DAMAGE and one additional bar of POWER.

Jax Briggs - Circle of Shadow 
(Revenant)

NR 1350 51030 67870 71952 1230 94464 125637 133194 1250 47250 51030 850 32130 102816 100 108 grap 15677 22397 grap 39194 55992 cripple 136622 power 8% Combo 8% Faction 8% Battle 8% Challenge 8 SP1 8 Kano
Jax Briggs - Circle of Shadow 
(Revenant)

After Jax or his opponent uses a special attack, there is s 30-50% chance Circle of Shadow Jax gains invulnerability for 2-4 seconds. Jax and his team gain +5-15% health for every Circle of Shadow Character on the team.
Circle of Shadow Characters do 10% more damage versus Strike Force Characters.

Jax Briggs - Heavy Weapons 
(V)

SO 928 35078 46654 49460 1120 86015 114400 121281 1280 48384 52255 800 30240 96768 100 108 grap 10103 14433 att 37527 73611 shield break 88044 power 8% KO SO 8% Faction 8% Battle 8% Challenge 8 Combo 8 Kano Jax Briggs - Heavy Weapons All Spec Ops teammates gain +30% toughness. L.A.W. Blast (special attack 2) deals damage to the entire enemy team and breaks shields.

Jax Briggs - Klassic SO 1250 47250 62843 66623 1550 119040 158323 167846 1300 49140 53071 1000 37800 120960 130 138 grap 18664 24885 grap 53919 105764 cripple 126502 power 8% Combo 8% Faction 8% Battle 8% Challenge 8 SP1 8 Kano Jax Briggs - Klassic When blocking, there is 10-20% chance that all damage will be ignored from a Special Attack. Also, when blocking basic attacks, there is 10-20% chance to apply Weaken, Power Drain, or Cripple.

Jax Briggs - Onslaught SO 1130 42714 56810 60227 1400 107520 143002 151603 1450 54810 59195 1400 52920 169344 100 108 att 14997 29994 silence grap 37494 74988 strengthen 114357 shield 8% Combo 8% Faction 8% Battle 8% Challenge 8 SP1 8 Kano Jax Briggs - Onslaught
Johnny Cage - A-list SO 830 31374 41727 44237 890 68352 90908 96376 810 30618 33067 780 29484 94349 100 108 att 13769 27539 pwr drn att 34424 68849 83996 strength 8% Challenge 8% Faction 8% Goro 8% KO 8 SP2 8 SP1 Johnny Cage - A-list  +30% health for Spec Ops teammates.

Johnny Cage - Klassic Movie SO 1505 56889 75662 80213 1440 110592 147087 155935 1500 56700 61236 1500 56700 181440 110 118 att 24968 49936 pwr drn att 74906 112358 stun 152308 strenght 8% Challenge 8% Faction 8% Goro 8% KO 8 SP2 8 SP1 Johnny Cage - Klassic Movie

Along with all the other attacks, Klassic Movie Johnny Cage can perform special Combo Sequences. The Combo Sequences spend a bit of Power and must be performed by heart.

"Caged Rage" - Pierce your enemy with a spear and make them Bleed: Swipe left → Tap → Swipe right

"Exiting the Dragon of Death" - Smash'n'Burn your foe: A Few Taps → Swipe left → Swipe right

"The Gist of my Fist" - Bring down an opponent with a hail of blows:S Swipe right → A Few Taps
Johnny gets a little faster with each Klassic Movie teammate. Spec Ops teammates have a 10 - 50% chance to resist Blind.

Johnny Cage - Kombat Cup (V) SO 1307 49392 65691 69643 1173 90112 119849 127058 1280 48384 52255 1120 42336 135475 110 118 att 21678 43356 pwr drn att 54195 108390 fire 132235 strength 8% Challenge 8% Faction 8% Goro 8% KO 8 SP2 8 SP1 Johnny Cage - Kombat Cup  +15% to attack, health, toughness and recovery for all Kombat Cup characters on the team. When the opponent tries to tag-out, there is a 50% chance they get stunned by an incoming football instead.

Johnny Cage - Strike Force 
(Undead Hunter)

SO 1230 46494 61837 65557 1230 94464 125637 133194 1320 49896 53888 1320 49896 159667 100 108 att 20406 40812 pwr drn att 51015 102031 snare 124477 strength 8% Challenge 8% Faction 8% Goro 8% KO 8 SP2 8 SP1
Johnny Cage - Strike Force 
(Undead Hunter)

If an opponent resurrects, Johnny instantly gains 1 bar of power. Undead Hunter Johnny Cage gains up to +50-100% damage and +15-25% power generation as he loses health. All Strike Force teammates do +10-30% damage vs. 
Netherrealm characters. Strike Force Characters do 10% more damage versus Ronin Characters.

Johnny Cage - Stunt Double SO 730 27594 36700 38908 710 54528 72522 76884 680 25704 27760 660 24948 79834 100 108 att 12111 24222 pwr drn att 30277 60555 73877 strength 8% Challenge 8% Faction 8% Goro-6 8% KO 8 SP2 8 SP1 Johnny Cage - Stunt Double Stunt double attacks on tag in, stunning the opponent.

Kabal - Black Dragon OW 1460 55188 73400 77815 1500 115200 153216 162432 1500 56700 61236 1450 54810 175392 130 138 att 24222 36333 snare grap 60555 108999 speed 145332 power 8% Challenge 8% Faction 8% Battle 8% Kano 8 Fatal 8 Combo Kabal - Black Dragon
On Tag-in, Kabal stuns and curses the opponent. When reduced to below 50% health, Kabal gets 15-25-35% chance for unblockable attacks. When a Black Dragon teammate is defeated, Kabal will tag-in and if unblocked, will perform his 
Fatal Blow attack. Black Dragon teammate combo enders and special attacks count as sneak attacks (cannot be dodged).

Kabal - MK11 NR 1300 49140 65356 69287 1150 88320 117466 124531 1000 37800 40824 1000 37800 120960 100 108 att 21567 32351 snare grap 53918 107837 slow 129404 power 8% Challenge 8% Faction 8% Battle 8% Kano 8 Fatal 8 Combo Kabal - MK11
When MK11 Kabal tags-in, he gains speed increase for 12 seconds and stuns the opponent with his dash. When an MK11 teammate is stunned, Kabal will attempt to stun the opponent and remove stun from his teammate. When an 
MK11 teammate is defeated, Kabal will tag-in and if unblocked, will perform his Fatal Blow attack.

Kano - Black Dragon 
(Cutthroat)

OW 1250 47250 62843 66623 1090 83712 111337 118034 1500 56700 61236 1350 51030 163296 110 118 att 20738 37328 att 51845 77768 bleed 124429 strength 8% Challenge 8% Faction 8% Sonya 8% KO 8 SP2 8 X-Ray
Kano - Black Dragon 
(Cutthroat)

Cutthroat Kano inflicts short/medium/long lasting cripple or weaken on combo enders. Kano counts as Black Dragon and for each Black Dragon teammate, Kano gains 1 bar of power and +5-15% health at the start of the match.

Kano - Commando OW 830 31374 41727 44237 730 56064 74565 79050 840 31752 34292 700 26460 84672 100 108 att 13769 24785 grap 30293 44063 82619 strength 8% Challenge 8% Faction 8% Sonya 8% KO 8 SP2 8 X-Ray Kano - Commando  +25% critical hit chance. Immune to blind.

Kano - Klassic OW 950 35910 47760 50633 880 67584 89887 95293 880 33264 35925 950 35910 114912 100 108 att 15760 28369 grap 32309 59891 fire 94564 strength 8% Challenge 8% Faction 8% Sonya 8% KO 8 SP2 8 X-Ray Kano - Klassic Any attack blocked by the opponent has a 25% chance of stunning the opponent. Kano has 100% critical hit chance against enemies affected by stun.

Kenshi - Balanced SO 910 34398 45749 48501 930 71424 94994 100708 950 35910 38783 1040 39312 125798 100 108 att 15097 30194 pwr drn att 37742 60388 90583 luck 8% SP2 8% Faction 8% Battle 8% Challenge 8 X-Ray 8 Combo Kenshi - Balanced All Spec Ops teammates start +1 bar of power.

Kenshi - Elder God EG/MA 1150 43470 57815 61293 1175 90240 120019 127238 1200 45360 48989 1050 39690 127008 110 118 att 19078 38157 pwr drn att 47697 95394 curse 114473 power 8% SP2 8% Faction 8% Battle 8% Challenge 8 X-Ray 8 Combo Kenshi - Elder God When opponents are defeated by Kenshi's special attacks, he and his teammates gain a bar of power. Elder God teammates are immune to critical attacks and have +20% critical hit chance on Basic Attacks.

Kenshi - MK1 MA 1575 59535 79182 83944 1500 115200 153216 162432 1380 52164 56337 1400 52920 169344 130 138 att 26129 52260 dm att 78389 117584 speed 159391 bleed 8% SP2 8% Faction 8% Battle 8% Challenge 8 X-Ray 8 Combo Kenshi - MK1

Kenshi - Possessed MA 910 34398 45749 48501 930 71424 94994 100708 950 35910 38783 1040 39312 125798 100 108 att 15097 30194 pwr drn att 37742 75485 90583 power 8% SP2 8% Faction 8% Battle 8% Challenge 8 X-Ray 8 Combo Kenshi - Possessed Ambushes opponent on tag-in; setting victim on fire.

Kenshi - Ronin MA 1440 54432 72395 76749 1090 83712 111337 118034 1500 56700 61236 1220 46116 147571 120 128 att 23890 47780 att 66892 131396 stun 143342 power 8% SP2 8% Faction 8% Battle 8% Challenge 8 X-Ray 8 Combo Kenshi - Ronin
Upon successful block of a Special Attack, Kenshi's attacks become UNBLOCKABLE and CRITICAL HITS for 2-4 seconds. +30% ATTACK vs. Martial Artists for every Ronin Character on their team. Ronin Characters do 10% more Damage 
versus Kold War Characters.

Kintaro - Shokan Warrior OW 1200 45360 60329 63958 1140 87552 116444 123448 1090 41202 44498 1100 41580 133056 105 113 att 19908 39817 grap 49771 99542 fire 119451 power 8% X-Ray 8% Faction 8% SP1 8% KO 8 Battle 8 Liu Kang Kintaro - Shokan Warrior If Kintaro successfully blocks a special attack he has a Chance to retaliate with a jump stomp on the opponent which applies fire DOT. Kintaro and his Team have increased resistance to fire DOT.

Kitana - Assassin OW 1570 59346 78930 83678 1190 91392 121551 128863 1070 40446 43682 1380 52164 166925 120 128 att 26046 52093 pwr drn
pers 
buff

39070 78140 strength 164095 blind 8% Mileena 8% Faction 8% KO 8% SP2 8 Challenge 8 Battle Kitana - Assassin Ambushes opponent on tag-in with vicious stabs causing BLEED for 5-15 seconds. Assassin Characters generate 10-30% more power. Assassin Kitana is immune to critical hits. Assassins do 10% more Damage versus Circle of Shadow.

Kitana - Circle of Shadow 
(Dark Empress)

NR 1320 49896 66362 70353 1070 82176 109294 115868 1440 54432 58787 1630 61614 197165 100 108 att 21899 43798 weaken att 56938 111687 fear 137966 blind 8% Mileena 8% Faction 8% KO 8% SP2 8 Challenge 8 Battle
Kitana - Circle of Shadow 
(Dark Empress)

After defeating an opponent, Kitana enslaves the victim to fight for her, once per match. The enslaved Character does not have their passive ability or Equipment but has 20-50% of their health. Bosses are immune. If Kitana has 2 Circle 
of Shadow teammates, she can use her passive twice. Kitana gains 25% Lethal Blow chance against opponents affected by Weaken. Circle of Shadow Characters are immune to fear.
Circle of Shadow Characters do 10% more Damage versus Strike Force Characters.

Kitana - Day of the Dead OW 1250 47250 62843 66623 1190 91392 121551 128863 1440 54432 58787 1630 61614 197165 100 108 att 20738 41476 weaken att 53919 105764 poison 130650 blind 8% Mileena 8% Faction 8% KO 8% SP2 8 Challenge 8 Battle Kitana - Day of the Dead
On enemy resurrection and when anyone is defeated, Kitana and Outworld teammates receive REGEN that recovers 20-40% of their health over 5-10 seconds. Day of the Dead Kitana is immune to BLEED. Opponent Assassin Characters 
have dodge chance reduced by 10%.

Kitana - Edenian Blood OW 1170 44226 58821 62359 1400 107520 143002 151603 1300 49140 53071 1000 37800 120960 120 128 att 19410 38821 pwr drn grap 58231 87348 silence 122287 blind 8% Mileena 8% Faction 8% KO 8% SP2 8 Challenge 8 Battle Kitana - Edenian Blood

Edenian Blood Kitana can use her Power to create a defensive Whirlwind around herself. Edenian Blood Kitana spends 33% of Bar of Power per second to keep the Whirlwind active, reducing incoming damage by 70% and reflecting all 
debuffs to her opponent. If she manages to maintain the Whirlwind for 3 seconds or more, instead of disappearing it will transfer to the opponent and explode after 3 seconds, dealing high damage and applying Stun to the opponent. 
The explosion can be avoided by tagging-out before the explosion countdown ends. While Whirlwind is active, Edenian Blood Kitana's tagged-out Outworld teammates generate additional 2% of Max Power per second. For each Jade, 
Sindel and Rain character in Edenian Blood Kitana's team, the Whirlwind reduces incoming damage by additional 5%

Kitana - Mournful (V) OW 1253 47376 63010 66800 1093 83968 111677 118395 1040 39312 42457 1200 42525 136080 100 108 att 20793 41586 pwr drn grap 28070 57209 130997 blind 8% Mileena 8% Faction 8% KO 8% SP2 8 Challenge 8 Battle Kitana - Mournful All Outworld teammates start with +1 bar of power.

Kitana - Ronin OW/MA 1380 52164 69378 73551 1500 115200 153216 162432 1630 61614 66543 1440 54432 174182 110 118 att 22894 45789 pwr drn att 61815 123631 bleed 144236 blind 8% Mileena 8% Faction 8% KO 8% SP2 8 Challenge 8 Battle Kitana - Ronin All Ronin characters gain +10-20% chance for CRITICAL HIT for each Ronin character on team. +30% ATTACK vs. Outworld for every Ronin Character on their team. Ronin Characters do 10% more Damage versus Kold War Characters.

Kotal Kahn - Blood God OW 810 30618 40722 43171 820 62976 83758 88796 790 29862 32251 780 29484 94349 100 108
pers 
buff

13438 26876 strength
pers 
buff

20157 20157
pwr/regen/s

trgth
80629 weaken 8% Challenge 8% Faction 8% SP2 8% SP1 8 Battle 8 Combo Kotal Kahn - Blood God Summons a random totem that generates extra damage, healing, or power.

Kotal Kahn - Dark Lord OW 980 37044 49269 52232 980 75264 100101 106122 1050 39690 42865 1050 41580 133056 100 108 grap 14632 24388 bleed att 40646 73164 weaken 97552 weaken 8% Challenge 8% Faction 8% SP2 8% SP1 8 Battle 8 Combo Kotal Kahn - Dark Lord Kotal summons an Osh-Tekk warrior to fight in his place after using his Sword Quake (special attack 2). Maximum 2 warriors per battle.

Kotal Kahn - Sun God OW 930 35154 46755 49567 950 72960 97037 102874 890 33642 36333 780 29484 94349 100 108
pers 
buff

15429 30858 strength grap 33944 43201 92574 weaken 8% Challenge 8% Faction 8% SP2 8% SP1 8 Battle 8 Combo Kotal Kahn - Sun God  +30% attack for Outworld teammates.

Kung Jin - Bojutsu MA 860 32508 43236 45836 880 67584 89887 95293 930 35154 37966 960 36288 116122 100 108 att 14267 28535 att 35669 57071 fire 87034 blind 8% X-Ray 8% Faction 8% Combo 8% SP2 8 KO 8 Challenge Kung Jin - Bojutsu Kung Jin gains power when blocking attacks.

Kung Jin - Marksman MA 850 32130 42733 45303 900 69120 91930 97459 1200 45360 48989 1200 45360 145152 100 108 att 15512 29613 att 35254 70509 luck 86021 blind 8% X-Ray 8% Faction 8% Combo 8% SP2 8 KO 8 Challenge Kung Jin - Marksman Kung Jin's basic finishing arrow inflicts unique effects: Life Drain, Stun, or Fire.

Kung Jin - Shaolin MA 730 27594 36700 38908 740 56832 75587 80133 790 29862 32251 830 31374 100397 100 108 att 12111 24222 att 30277 48444 bleed 73877 blind 8% X-Ray 8% Faction 8% Combo 8% SP2 8 KO 8 Challenge Kung Jin - Shaolin All Martial Artists teammates start with +1 bar of power.

Kung Lao - Circle of Shadow 
(Revenant)

NR 1130 42714 56810 60227 1230 94464 125637 133194 1380 52164 56337 1380 52164 166925 100 108 att 18747 28120 att 46868 93736 shield 118107 strength 8% Reptile 8% Faction 8% KO 8% Challenge 8 X-Ray 8 Battle
Kung Lao - Circle of Shadow 
(Revenant)

When using special attacks Revenant Kung Lao has a 20-40% chance to get it free. All Circle of Shadow teammates start combat with +0.5-1.5 bar of power. Circle of Shadow Characters do 10% more Damage versus Strike Force 
Characters.

Kung Lao - Hat Trick MA 870 32886 43738 46369 930 71424 94994 100708 890 33642 36333 970 36666 117331 100 108 att 14433 21650 att 36083 64950 snare 90931 strength 8% Reptile 8% Faction 8% KO 8% Challenge 8 X-Ray 8 Battle Kung Lao - Hat Trick All Martial Artist teammates deal +50% critical damage. Kung Lao has +25% critical hit chance.

Kung Lao - Shaolin Fist MA 1150 43470 57815 61293 1050 80640 107251 113702 1000 37800 40824 1000 37800 120960 110 118 att 19078 28618 att 47697 95394 stun 120197 strenght 8% Reptile 8% Faction 8% KO 8% Challenge 8 X-Ray 8 Battle Kung Lao - Shaolin Fist While Kung Lao is tagged-in, all Martial Artists on his team get +50% power generation. If Kung Lao defeats an opponent, this bonus is increased to +100%.

Kung Lao - Shaolin Master MA 1050 39690 52788 55963 1060 81408 108273 114785 960 36288 39191 1100 41580 133056 100 108 att 17420 26130 att 43550 69680 bleed 109746 strength 8% Reptile 8% Faction 8% KO 8% Challenge 8 X-Ray 8 Battle Kung Lao - Shaolin Master All Bronze teammates receive +300% attack, health, toughness, and recovery.

Leatherface - Nightmare 
(Pretty Lady)

NR 1500 56700 75411 79947 1380 105984 140959 149437 1380 52164 56337 1320 49896 159667 110 118 att 24885 49771 luck att 62214 126916 power 149313 strength 8% KO 8% Faction 8% Battle 8% Challenge 8 Cassie 8 Combo
Leatherface - Nightmare 
(Pretty Lady)

After performing or being attacked with a combo ender, Leatherface has a 30% chance to become ENRAGED: 200-300% DAMAGE boost for 4-6 seconds. Whenever a teammate STUNS an opponent, there is a 30-50% chance Leatherface 
will come running from behind to attack.

Liu Kang - Circle of Shadow 
(Dark Emperor)

NR/MA 1440 54432 72395 76749 1340 102912 136873 145106 1380 52164 56337 1280 48384 154829 100 108 att 23890 47780 snare att 59725 119451 fire 145731 fire 8% SP2 8% Faction 8% Quan Chi 8% Battle 8 X-Ray 8 SP1
Liu Kang - Circle of Shadow 
(Dark Emperor)

When Liu Kang starts a match, he has 100% critical hit chance and his opponent is stunned for 3-5 seconds. In Faction Wars, 25-35% chance for lethal blow: +300% damage. Lethal blows heal all Circle of Shadow teammates for 5-15% of 
the damage dealt. Circle of Shadow Characters do 10% more damage versus Strike Force Characters.

Liu Kang - Fire God MA/EG 1580 59724 79433 84211 1400 107520 143002 151603 1250 47250 51030 1450 54810 175392 120 128 att 18349 36697 att 65532 131064 fire 159898 fire 8% SP2 8% Faction 8% Quan Chi 8% Battle 8 Fatal 8 SP1 Liu Kang - Fire God

Each time Fire God Liu Kang is affected by Fire DOT or he applies Fire DOT to an enemy, Liu Kang slightly heals and gains 1 Dragon Fire, permanently increasing his total Health by 5%. Additionally, the more Dragon Fire acquired, the 
more powerful Fire God Liu Kang becomes: 1 Dragon Fire - Bicycle Kick (SP1) applies Fire DOT 2 Dragon Fire - 50% Basic damage boost 3 Dragon Fire - Achieving 80%+ on Bicycle Kick (SP1) extends the attack, dealing more damage       4 
Dragon Fire - Flying Dragon Kick (SP2) also applies Shield Break 5 Dragon Fire - Achieving 90%+ on Bicycle Kick (SP1) extends the attack a second time, dealing even more damage 7 Dragon Fire - 200% Basic damage boost
Elder God teammates have 25% Basic attacks unblockable chance, and their Special Attacks have a 20-50% chance of being assisted by Liu Kang's fireball that applies Fire DOT.

Liu Kang - Flaming Fists MA 1026 39938 53118 56313 960 73728 98058 103956 1045 39514 42675 1120 42336 135475 100 108 att 19270 36790 att 43798 87597 fire 106868 fire 8% SP2 8% Faction 8% Quan Chi 8% Battle 8 X-Ray 8 SP1 Liu Kang - Flaming Fists On tag in, Liu Kang receives a Speed increase, +100% basic attack damage, and +25% critical hit chance for 5 seconds.

Liu Kang - Klassic MA 1400 52920 70384 74617 1350 103680 137894 146189 1200 45360 48989 1050 39690 127008 130 138 att 23226 46453 (fire) att 58066 116133 stun 141682 fire 8% SP2 8% Faction 8% Quan Chi 8% Battle 8 X-Ray 8 SP1 Liu Kang - Klassic
Liu Kang heals when affected by Fire, and is immune to Bleed, Poison, and Power Drain effects. Incoming DOTs instead grant Liu Kang 30-50% Critical Hit chance boost, and Power Drain grants 30-50% basic attack damage boost. Liu Kang 
and teammates apply Cripple on tag-in.

Liu Kang - MK11 MA 1510 58437 77721 82396 1530 117504 156280 165681 1490 57663 62276 1230 46494 148781 130 138 att 17536 35072 att 77659 115237 snare 152814 fire 8% SP2 8% Faction 8% Quan Chi 8% Battle 8 X-Ray 8 SP1 Liu Kang - MK11
MK11 Liu Kang has a 35% chance on Special Attacks. With each successful hit Liu Kang applies a Concussion effect on his opponent, which stacks up to a 10-20 times. Each Concussion increases critical hit chance and unblockable attack 
chance against the opponent by 1%. Liu Kang counterattacks the opponent's Special Attacks with a chance equal to the number of Concussion effects on the opponent.
For 15 seconds after tag-in, MK11 characters in Liu Kang's team are immune to Blind and their attacks cannot be dodged.

Mileena - Klassic OW 1300 49140 65356 69287 1350 103680 137894 146189 1200 45360 48989 1175 44415 142128 100 108 att 21567 49605 att 53918 107837 bleed 131561 bleed 8% Challenge 8% Faction 8% SP2 8% SP1 8 Kitana 8 Battle Mileena - Klassic When Mileena KO's an opponent, she recovers a percentage of that enemy's max health. Female teammates gain health when Mileena KO's an opponent.

Mileena - Piercing OW 1250 47250 62843 66623 950 72960 97037 102874 1090 41202 44498 850 32130 102816 100 108 att 22812 43550 att 26959 53919
bleed 
(snare)

126502 bleed 8% Challenge 8% Faction 8% SP2 8% SP1 8 Kitana 8 Battle Mileena - Piercing Attacks on bleeding enemy heal Mileena for 25% of damage dealt. Any bleed on Mileena grants her 1 bar of power.

Mileena - Ravenous OW 1625 61425 81695 86609 1235 94848 126148 133736 1417 53563 57848 1105 41769 133661 130 138 att 26959 53918 curse att 72790 140188 regen 164452 bleed 8% Challenge 8% Faction 8% SP2 8% SP1 8 Kitana 8 Battle Mileena - Ravenous A Tarkatan warrior attacks before Mileena tags-in, causing bleed with a 80-100% chance to STUN. Also, everyone on her team deals +80-100% more damage on all fire/poison/bleed DOTs.

Mileena - Vampiress NR 1227 46368 61669 65379 1280 98303 130743 138607 1120 42336 45723 1173 44352 141926 110 118 att 20350 46806 grap 50877 101754 124140 bleed 8% Challenge 8% Faction 8% SP2 8% SP1 8 Kitana 8 Battle Mileena - Vampiress
Any opponent fighting against Mileena for 10 seconds starts to bleed. Mileena gets regen on her Early Lunch (special attack 2), if opponent is suffering from bleed. All Netherrealm Characters gain +50% damage boost against enemies 
affected by bleed.

Nightwolf - Circle of Shadow EG/NR 1555 58779 78176 82878 1410 108288 144023 152686 1480 55944 60420 1310 49518 158458 120 128 att 25798 51596 att 64494 128990 blind 157368 fire 8% Battle 8% Faction 8% X-Ray 8% SP2 8 Kotal 8 SP1 Nightwolf - Circle of Shadow

Nightwolf - MK11 EG 1380 52164 69378 73551 1350 103680 137894 146189 1400 52920 57154 1400 52920 169344 110 118 att 22895 45789 att 45789 91578 slow 139658 fire 8% Battle 8% Faction 8% X-Ray 8% SP2 8 Kotal 8 SP1 Nightwolf - MK11

When MK11 Nightwolf enters the fight, he calls to one of the spirit animals. Each spirit endues Nightwolf with power in the battle. ･ Kiba the Wolf - Special Attack 1 applies Shield Break. Nightwolf gets 20% Basic damage boost stack 

every time he successfully performs any Special Attack. ･ Komo the Bear - Special Attack 1 applies Cripple. Nightwolf had 20% chance to reflect Basic Attack and Special Attack 1 damage back to an opponent. ･ Hana the Eagle - Special 

Attack 1 applies Power Drain. The Power Nightwolf's active opponent is gaining in the battle is reduced by 30%. MK11 teammates get bonuses according to Nightwolf's animal combat stance (even when Nightwolf is defeated): ･ Wolf 

spirit: 10% Damage boost ･ Bear spirit: 20% Max Health boost ･ Eagle spirit: 10% Power Gen boost.

Noob Saibot - Klassic NR/MA 1020 38556 51279 54364 900 69120 91930 97459 1050 39690 42865 900 34020 108864 100 108 att 17767 30460 att 36382 53304 power 103225 dm 8% Battle 8% Faction 8% Fatal 8% SP2 8 Scorpion 8 SP1 Noob Saibot - Klassic
Noob Saibot's Ghost Ball (Special Attack 1) disables his opponent's block, making all incoming attacks considered Unblockable for 10 seconds. When Special Attack 2 is performed at 80%+, it activates a continuous chain of Special 
Attacks, up to 6 times. Klassic characters including Noob Saibot receive a 30% damage boost to all unblockable attacks.

Noob Saibot - Lizard NR/OW 1150 43470 57815 61293 1410 108288 144023 152686 1400 52920 57154 975 36855 117936 110 118 att 15263 30526 dm att 57237 85854 slow 116382 dm 8% Battle 8% Faction 8% Fatal 8% SP2 8 Scorpion 8 SP1 Noob Saibot - Lizard
Lizard Noob Saibot gains Shadow Energy every time he spends or loses his power. When he gains a full bar of Shadow Energy, Shadow Attack becomes available. This attack allows him to choose any opponent as a target and inevitably 
apply Snare to them. If a tagged-out opponent has been chosen, Noob forces them to enter the fight through the portal. Upon defeating an opponent, Lizard Noob Saibot can summon a teammate of his choice back to life with 20% of 
max HP. The number of summons is limited to the number of Lizard characters on the team.

Noob Saibot - MK11 NR 1600 60480 80438 85277 1180 90624 120530 127780 1450 54810 59195 1400 52920 169344 130 138 att 21235 42471 dm att 47780 74324 dm 161921 dm 8% Battle 8% Faction 8% Fatal 8% SP2 8 Scorpion 8 SP1 Noob Saibot - MK11
Noob Saibot's Special Attacks apply Death Mark to his opponent, disabling all forms of resurrection and increasing future damage done by 10% for 20 seconds, stacking up to 3 times. After performing Special Attack 2, Noob Saibot 
summons his Shadow to fight in his place. Shadow starts with 15-25% of Noob Saibot's current Health. Max 3 Shadows per battle. When MK11 characters block an enemy Special Attack, Noob Saibot's Shadow counter-attacks and 
applies Death Mark. +50% Critical and Lethal damage for Netherrealm teammates.

Quan Chi - Circle of Shadow 
(Tournament)

NR 1440 54432 72395 76749 1440 110592 147087 155935 1250 47250 51030 1320 49896 159667 100 108 att 26279 50169 weaken att 59725 119451 pwr drn 145731 dispel 8% Battle 8% Faction 8% Shinnok 8% Combo 8 Challenge 8 SP2
Quan Chi - Circle of Shadow 
(Tournament)

Quan Chi can REFLECT damage from first three special attacks back at the opponent. Quan Chi's basic attacks have 10-30% chance to be unblockable. On tag-in, Circle of Shadow team members are granted VAMPIRISM on unblocked 
attacks for 10-20 seconds. Circle of Shadow Characters do 10% more damage versus Strike Force Characters.

Quan Chi - Warlock NR 950 35910 47760 50633 1200 92160 122573 129946 1100 41580 44906 1050 39690 127008 100 108 att 17336 33097 att 39402 78804 cripple 96140 dispel 8% Battle 8% Faction 8% Shinnok 8% Combo 8 Challenge 8 SP2 Quan Chi - Warlock Reanimates a dead teammate with 25% health. Max once per fight.

Raiden - Dark (V) EG/NR 1024 38707 51480 54577 1120 86016 114401 121283 960 36288 39191 1067 40320 129024 100 108 att 18687 37374 grap 39073 67954 curse 103630 power 8% Challenge 8% Faction 8% Battle 8% Shinnok 8 X-Ray 8 Combo Raiden - Dark BLEED, FIRE, and POISON will HEAL Dark Raiden instead of damaging him. POWER DRAIN gives POWER instead of draining it.

Raiden - Injustice 2 EG 1400 52920 70384 74617 1350 103680 137894 146189 1200 45360 48989 1050 39690 127008 130 138 att 23226 46453 dispel grap 46453 97552 snare 139360 power 8% Challenge 8% Faction 8% Battle 8% Shinnok 8 X-Ray 8 Combo Raiden - Injustice 2 Raiden's Combo Enders & Special Attacks do 10-20% damage to tagged-out opponents. While Raiden is active he lightly/moderately/heavily siphon's opponent's power. Teammate SPs get lightning strike assists from Raiden.

Raiden - Klassic
EG/SO/
MA/OW

1248 47174 62741 66515 1365 104832 139427 147813 1417 53563 57848 1105 41769 133661 130 138 att 20704 41409 dispel grap 51762 99383 weaken 124229 power 8% Challenge 8% Faction 8% Battle 8% Shinnok 8 X-Ray 8 Combo Raiden - Klassic Each time Raiden tags in, lightning strikes the active opponent, removing 20-40% of their current health and 20-66% of their power. Raiden counts as Outworld and Martial Artist.

Raiden - Klassic Movie MA/EG 1530 57834 76919 81546 1390 106752 141980 150520 1400 52920 57154 1400 52920 169344 120 128 att 38074 58382 dispel att 76149 114224 152300 pwr drn 8% Challenge 8% Faction 8% Battle 8% Shinnok 8 X-Ray 8 Combo Raiden - Klassic Movie

With a long tap on the screen with one finger, Raiden can accumulate Thunderstorm Energy to unleash crushing damage on the enemy, taking 4-10% of the boss's SP and 10-30% of the regular enemy's HP and applying Slow. During the 
energy accumulation, Raiden is especially vulnerable and any Basic or Special Attack can interrupt his concentration, deal increased damage and energy will need to be accumulated again. After performing Electric Rage (Special Attack 
2), the enemy is enveloped in a lightning trap that prevents them from taking any action. The enemy can try to escape faster than the lightning will disperse on its own by beating the mini-game. Defenders of the Earth Realm, winners of 
the tournament and their brave descendants receive +50% Basic Attack damage boost, and those who defeated the evil sorcerer Shang Tsung and saved the Earth Realm receive +10% Power generation.

Raiden - MK11 EG 1200 45360 60329 63958 1300 99840 132787 140774 1000 37800 40824 1000 37800 120960 100 108 att 29862 45789 dispel att 79634 139359 power 119451 pwr drn 8% Challenge 8% Faction 8% Battle 8% Shinnok 8 Fatal 8 Combo Raiden - MK11 50% Chance to STUN the opponent on successful combo ender. When MK11 Raiden performs 3 combo enders, he disables the opponent's combo enders for the entire match. MK11 teammates are immune to POWER DRAIN.

Raiden - Thunder God EG 900 34020 45247 47968 900 69120 91930 97459 1100 41580 #REF! 900 34020 108864 100 108 att 16424 32849 att 37328 59726 pwr drn 89589 power 8% Challenge 8% Faction 8% Battle 8% Shinnok 8 Fatal 8 Combo Raiden - Thunder God When Raiden tags in, lightning strikes the opponent removing 20% of their current health.

Rain - Edenian Blood OW 1080 40824 54296 57562 1260 96768 128701 136443 1000 37800 40824 1380 52164 166925 100 108 grap 16125 26875 bleed att 35834 71670 power 109297 bleed 8% Battle 8% Faction 8% Fatal 8% SP2 8 Kotal 8 SP1 Rain - Edenian Blood

Edenian Blood Rain gains Tidal Might over time of every opponent affected by Soaked. Tidal Might empowers his Special Attacks and deals additional damage by lightning.
Rain can use his extra attack Low Tide to apply Fear and Soaked for 20 seconds. He can also apply Soaked for 7 seconds on one of his Basic Combos. Low Tide has an 8-second cooldown.
Rain assists his Outworld teammates with a lightning striker on their combo enders.
For each Edenian Blood teammate, Low Tide's cooldown is reduced by 1 second.

Rain - Klassic OW/MA 1330 50274 66864 70886 1380 105984 140959 149437 1300 49140 53071 1450 54810 175392 100 108 att 16548 33097 weaken att 55163 99292 soaked 134597 bleed 8% Battle 8% Faction 8% Fatal 8% SP2 8 Kotal 8 SP1 Rain - Klassic
Rain gains +15% Power generation increase till the end of the match per unique lasting negative effect applied by him or a teammate. Power Generation effects stack up to 7 times. Any negative effect applied to a Soaked enemy by a 
Klassic teammate has 75% chance to be applied as a Team negative effect. Klassic teammates start with 1 Bar of Power.

Rain - MK11 OW 1520 57456 76416 81013 1380 105984 140959 149437 1420 53676 57970 1420 53676 171763 120 128 grap 22695 37825 bleed att 63043 126087 stun 153825 bleed 8% Battle 8% Faction 8% Fatal 8% SP2 8 Kotal 8 SP1 Rain - MK11
MK11 Rain starts a match with one bar of Power. Rain has a 5-10% chance to immediately counter-attack an opponent's Basic Attacks. This counter-attack applies the Soaked debuff. Characters affected by Soaked are Slowed and take 
10-35% more damage from Lightning Attacks. Each instance of a Lightning attacks will hit all enemies affected by Soaked (even those tagged out). Soaked lasts 10-20 sec. All MK11 and Raiden teammates have 400% Recovery (even when 
Rain is defeated).

Reptile - Klassic OW 1350 51030 67870 71952 1450 111360 148109 157018 1200 45360 48989 1100 41580 133056 130 138 att 22397 44794 poison grap 55992 111985 poison 136622 regen 8% Challenge 8% Faction 8% SP2 8% Combo 8 X-Ray 8 Jacqui Reptile - Klassic
Whenever opponents tag-in, there is 60-80% chance they become POISONED (even when Reptile is tagged-out or defeated). All Outworld characters on Reptile's team have +60-80% CRITICAL HIT CHANCE against POISONED enemies and 
have immunity to POISON. 

Reptile - Kraken OW 850 32130 42733 45303 1100 84480 112358 119117 1100 41580 44906 1020 38556 123379 100 108 att 14101 28203 poison att 35254 70509 slow 86021 regen 8% Challenge 8% Faction 8% SP2 8% Combo 8 X-Ray 8 Jacqui Reptile - Kraken When Reptile is hit by any attack, there is a chance acid blood splashes the enemy dealing unavoidable damage.

Reptile - Nimble OW 780 29484 39214 41572 760 58368 77629 82299 890 33642 36333 1000 37800 120960 100 108 att 12940 25881 poison
pers 
buff

19410 19410 speed 78937 regen 8% Challenge 8% Faction 8% SP2 8% Combo 8 X-Ray 8 Jacqui Reptile - Nimble  +30% HEALTH for Outworld teammates.

Reptile - Noxious OW 670 25326 33684 35710 610 46848 62308 66056 820 30996 33476 890 33642 107654 100 108 att 11115 22231 poison
pers 
buff

16673 16673
poison/ 

shield
67805 regen 8% Challenge 8% Faction 8% SP2 8% Combo 8 X-Ray 8 Jacqui Reptile - Noxious The entire team's BLEED and POISON damage are increased +30%.

Scorpion - Hanzo Hasashi (V) MA 1307 49392 65691 69643 1253 96256 128020 135721 1067 40320 43546 1067 40320 129024 100 108 att 23845 45523 stun att 54195 108390 fire 132235 curse 8% Battle 8% Faction 8% X-Ray 8% SP2 8 Sub-Zero 8 SP1 Scorpion - Hanzo Hasashi 10% Chance on Basic Attacks and 50% Chance on Combo Enders to apply BLEED. BLEED DOTs can stack. Martial Artists have a chance for -50% power cost for Special Attacks vs bleeding opponents.

Scorpion - Hellspawn MA/NR 1300 49140 65356 69287 1287 98842 131460 139367 1287 48649 52541 1287 48649 155677 130 138 att 23724 45291 fire grap 53918 107837 bleed 131561 curse 8% Battle 8% Faction 8% X-Ray 8% SP2 8 Sub-Zero 8 SP1 Scorpion - Hellspawn Martial Artists on Scorpion's team start the match with +1-1.5 bars of POWER. Also, Scorpion is immune to CRITICAL DAMAGE and takes 30-50% less damage from Netherrealm opponents.

Scorpion - Inferno MA/NR 970 36666 48766 51699 940 72192 96015 101791 1090 41202 44498 950 35910 114912 100 108 att 17702 33794 stun att 41841 82073 98165 curse 8% Battle 8% Faction 8% X-Ray 8% SP2 8 Sub-Zero 8 SP1 Scorpion - Inferno Each timie Inferno Scorpion tags-in, he gets +200% basic attack damage for 6 seconds.

Scorpion - Injustice MA 840 31752 42230 44770 810 62208 82737 87713 750 28350 30618 760 28728 91930 100 108 att 15329 29265 stun att 34839 55743 fire 85008 curse 8% Battle 8% Faction 8% X-Ray 8% SP2 8 Sub-Zero 8 SP1 Scorpion - Injustice  +25% DAMAGE vs opponents on FIRE

Scorpion - Klassic MA/NR 1050 39690 52788 55963 920 70656 93972 99625 1000 37800 40824 900 34020 108864 100 108 att 19162 36582 att 43550 87100 fire 106262 curse 8% Battle 8% Faction 8% X-Ray 8% SP2 8 Sub-Zero 8 SP1 Scorpion - Klassic Achieving 80%+ on the Spear (Special Attack 1), makes it unblockable and pulls the most wounded opponent from the enemy team into combat and causes BLEED.

Scorpion - Kold War NR 1250 47250 62843 66623 1240 95232 126659 134277 1240 46872 50622 1240 46872 149990 100 108 att 22812 43550 stun att 51845 103690 shield 126502 curse 8% Battle 8% Faction 8% X-Ray 8% SP2 8 Sub-Zero 8 SP1 Scorpion - Kold War
Achieving 80%+ on Flame Shield (special attack 2) applies FIRE DOT for 3-9 seconds to the entire enemy team. Kold War Scorpion is immune to FIRE. All Kold War Teammates that achieve 90-80%+ on special attack 2 apply FIRE DOT on 
the enemy. Kold War characters do 10% more damage versus Day of the Dead Characters.

Scorpion - MK1 MA 1600 60480 80438 85277 1475 113280 150662 159725 1400 52920 57154 1450 54810 175392 120 128 att 26544 53088 snare grap 66362 132723 cripple 161922 fire 8% Battle 8% Faction 8% X-Ray 8% SP2 8 Sub-Zero 8 SP1 Scorpion - MK1

Scorpion - MK11 MA/NR 1550 58590 77925 82612 1450 111360 148109 157018 1475 55755 60215 1450 54810 175392 130 138 att 25715 51430 (cripple) att 64288 128576 bleed 154291 fire 8% Battle 8% Faction 8% Fatal 8% SP2 8 Sub-Zero 8 SP1 Scorpion - MK11 Apply fire to 1-3 opponent(s) for 5-9 seconds at the start of the match and when Scorpion tags-in. Fire DOTs add up together. MK11 characters have 25% chance for lethal blows on basic attacks.

Scorpion - Ninjitsu MA 850 32130 42733 45303 810 62208 82737 87713 750 28350 30618 750 28350 90720 100 108 att 15512 29613 stun att 35254 56407 86021 curse 8% Battle 8% Faction 8% X-Ray 8% SP2 8 Sub-Zero 8 SP1 Scorpion - Ninjitsu  +30% ATTACK for Martial Artist teammates.

Scorpion - Strike Force       
(Spec Ops)

SO/MA 1500 56700 75411 79947 1410 108288 144023 152686 1320 49896 53888 1320 49896 159667 100 108 att 27374 52259 stun att 62214 124428 regen 151802 curse 8% Battle 8% Faction 8% X-Ray 8% SP2 8 Sub-Zero 8 SP1
Scorpion - Strike Force       
(Spec Ops)

Scorpion saves each teammate from one death blow, healing them for 5-15% of their original health, then counterattacks the opponent dealing Low/Medium/Heavy damage. If Scorpion has 2 Strike Force Teammates, he can save a 
teammate twice. Strike Force teammates POWER DRAIN on tag-in. Strike Force Characters do 10% more damage versus Ronin Characters.

Shang Tsung - Klassic OW 1115 42147 56056 59427 1220 93696 124616 132111 1200 45360 48989 1275 48195 154224 110 118 att 16648 33297 att 50870 92491 fear 129487 8% Battle 8% Faction 8% Fatal 8% SP2 8 Raiden 8 SP1 Shang Tsung - Klassic

On Combo Enders Klassic Shang Tsung can randomly morph into one of the Klassic Characters and perform their Combo Ender instead. On Special Attack 2 Klassic Shang Tsung can choose a Klassic Character to morph into and perform 
their Special Attack 2:· Klassic Liu Kang - 'Soul of the Dragon' applies Stun.· Klassic Rain - 'Mind Control Orb' applies Soaked.· Klassic Raiden - 'Power Discharge' applies Weaken.· Klassic Jax Briggs - 'Backbreaker' applies Cripple.· Klassic 
Ermac - 'Certain Death' applies Snare.Opponent's have a 75% chance to miss Shang Tsung with Basic and Special attacks for 3 seconds after any of his morphing moves. Shang Tsung's own Special Attack 2 'Corpse Drop' drains 50% of an 
opponent's current power. Shang Tsung's scroll assists Klassic characters on Special Attack 1 with an energy beam that deals 20% of Shang Tsung's attack and heals and active teammate for the damage dealt.

Shang Tsung - MK1 OW 1450 54810 1565 120192 1310 49518 1370 51786 130 att 24056 48111 snare att 60139 120280 incurability 146742 poison 8% Battle 8% Faction 8% Fatal 8% SP2 8 Raiden 8 SP1 Shang Tsung - MK1

Shang Tsung - MK11 OW 1380 52164 69378 73551 1260 96768 128701 136443 1400 52920 57154 1300 49140 157248 130 138 att 20604 41210 att 57237 103026 vamp 139658 8% Battle 8% Faction 8% Fatal 8% SP2 8 Raiden 8 SP1 Shang Tsung - MK11
On tag-in Shang Tsung morphs into one of his opponents for 10-20 seconds, allowing him to use their own Special Attacks and X-Ray/Fatal Blow. When below 2 Bars of Power, Shang Tsung passively generates Power over time. Active 
MK11 teammates heal for 15-35% of their maximum health after defeating an opponent.

Shao Kahn - Konqueror OW 1500 56700 75411 79947 1500 115200 153216 162432 1400 52920 57154 1300 49140 157248 130 138 att 24885 49771 stun att 64702 126916 149313 shield 8% KO 8% Faction 8% SP1 8% X-Ray 8 Battle 8 Raiden Shao Kahn - Konqueror Once per match, Emperor's Bash (Special Attack 2) instantly defeats a non-boss opponent if under 20-40% HEALTH. Shao Kahn has a 35-45% chance of helping tagged-in Outworld teammates by throwing his hammer at the opponent.

Shinnok - Bone Shaper NR/EG 1000 37800 50274 53298 900 69120 91930 97459 1200 45360 48989 1200 45360 145152 100 108 att 16590 33180 dispel att 41476 82952 blind 99542 curse 8% SP2 8% Faction 8% X-Ray 8% SP1 8 KO 8 Combo Shinnok - Bone Shaper For each defeated fighter on any team, Shinnok's attack increases by 25%. On any enemy resurrect, Shinnok's attack increases by 25%.

Shinnok - Vengeful NR 1275 48195 64099 67955 1100 84480 112358 119117 1000 37800 40824 1100 41580 133056 100 108 att 21152 42305 dispel att 52881 105763 fire 126916 curse 8% SP2 8% Faction 8% X-Ray 8% SP1 8 KO 8 Combo Shinnok - Vengeful Shinnok can gain Shadow Armor by executing a Combo Ender. This halves damage from Special Attacks and blocking them causes bleed. Shinnok gives +20% CRITICAL CHANCE to Netherrealm teammates.

Sindel - Edenian Blood OW 1230 46494 1110 85248 1130 42714 1330 50274 110 att 20406 40812 snare att 56117 102031 luck 124477 bleed 8% Battle 8% Faction 8% Kitana 8% KO 8 Challenge 8 Combo Sindel - Edenian Blood

Sindel - MK11 NR/OW 1620 61236 81444 86343 1160 89088 118487 125614 1420 53676 57970 1450 54810 175392 120 128 att 26875 53752 att 67190 134382 slow 163946 bleed 8% Battle 8% Faction 8% Kitana 8% KO 8 Challenge 8 Combo Sindel - MK11
1-3 Times per match at the moment of her choice, MK11 Sindel can counter-attack enemy's Basic Attack with a move that applies Stun. On successful Combo Ender and Maleficent March (Special Attack 2), Sindel's scream applies 
Weaken to the opponent. MK11 Sindel has 50% chance to apply Shield Break for any Special Attack performed against her. MK11 and Netherrealm teammates have 25% unblockable attacks chance and 25% chance to resist Stun.

Skarlet - Assassin OW 1370 51786 68875 73018 1410 108288 144023 152686 1270 48006 51846 1350 51030 163296 110 118 att 22728 36366 bleed att 56822 113643 strength 136373 bleed 8% Battle 8% Faction 8% Kitana 8% KO 8 Challenge 8 Combo Skarlet - Assassin
At the start of the match, Assassin Skarlet applies bleed to all opponents for 5-15 seconds. While Skarlet is active, she steals 1-1.66% of a bleeding opponent’s power every second. Assassin characters have 10-30% Lethal Blow chance 
against opponents who have less than 50% health

Skarlet - Kold War OW 1400 52920 70384 74617 1150 88320 117466 124531 1250 47250 51030 1250 47250 151200 100 108 att 23226 37162 bleed att 60389 98713 regen 139359 bleed 8% Battle 8% Faction 8% Kitana 8% KO 8 Challenge 8 Combo Skarlet - Kold War
Whenever reduced to below 30% health Kold War Skarlet gains Krimson Shield, which reflets back 50% of the enemy's initial damage from Basic Attack, Special Attack, and X-Ray/Fatal Blow damage. All Kold War teammates have a 40-
60% chance to gain Krimson Shield for 7-12 seconds on Special Attack 1. Kold War characters do 10% more damages versus Day of the Dead Characters.

Skarlet - MK11 OW 1450 54810 72897 77282 1600 122880 163430 173261 1400 52920 57154 1600 60480 193536 130 138 att 24056 38489 bleed att 61342 90210 cripple 144336 bleed 8% Battle 8% Faction 8% Kitana 8% KO 8 Challenge 8 Combo Skarlet - MK11
When MK11 Skarlet defeats an opponent, she makes blood rain for 20-40 seconds. While it is raining blood, MK11 Skarlet gets a 20-50% damage boost and MK11 teammates apply bleed on combo enders as well as gain 
light/moderate/heavy vampirism against bleeding opponents.

Smoke - Klassic MA 1150 43470 57815 61293 1250 96000 127680 135360 1100 41580 44906 1000 37800 120960 100 108 att 20986 40065 speed att 47696 85854 snare 116382 shield 8% Battle 8% Faction 8% X-Ray 8% SP2 8 Sub-Zero 8 SP1 Smoke - Klassic
Any opponent fighting against Klassic Smoke for 10 seconds gets affected by Blind. Each time Klassic Smoke or his Klassic teammate resists a debuff, this debuff is instead applied to the opponent. Klassic Teammates gain 20% Resist to 
debuffs.

Sonya Blade - Demolition SO 830 31374 41727 44237 740 56832 75587 80133 830 31374 33884 880 33264 106445 100 108 att 13769 27539 att 34424 68849 fire 83996 shield 8% SP1 8% Faction 8% Battle 8% Combo 8 X-Ray 8 SP2 Sonya Blade - Demolition  +30% ATTACK for Spec Ops teammates.

Sonya Blade - Klassic SO 1125 42525 56558 59960 1075 82560 109805 116410 1050 39690 42865 1075 40635 130032 110 118 att 18664 37328
shield 
break

att 50393 97053 slow 113851 shield 8% SP1 8% Faction 8% Battle 8% Combo 8 X-Ray 8 SP2 Sonya Blade - Klassic Sonya's Neutralized (Special Attack 1) deals damage to the entire enemy team and breaks their shields. Also, all Spec Ops on her team ignore enemy TOUGHNESS.

Sonya Blade - Klassic Movie SO 1580 59724 79433 84211 1230 94464 125637 133194 1380 52164 56337 1320 49896 159667 110 118 att 26212 52425 att 65532 125821 vamp 159898 strength 8% SP1 8% Faction 8% Battle 8% Combo 8 Fatal 8 SP2 Sonya Blade - Klassic Movie

Along with all other attacks, Klassic Movie Sonya Blade can perform special Combo Sequences. These Combo Sequences spend 0.8-06 of Bar of Power and can be repeated after 8-6 seconds. Sequences can be Amplified by additional 
moves. 

"Beatdown Hit" - Sonya's fists can pierce any enemy! You can Amplify this attack with Shield Break. Tap → Swipe left → Swipe right → Swipe up Amplify: Swipe right

"High Counter Hit" - Break your enemy's bones! You can Amplify this attack with Cripple. Swipe down → Swipe left → Swipe right → Tap Amplify: Swipe down

"Leg Takedown Hit" - Shake your enemy's brains! You can Amplify this attack with Extra Damage. Swipe right → Swipe down → Swipe up Amplify: Tap
While Sonya Blade Klassic Movie is alive, Raiden teammate applies Blind on Special Attack 1. If Sonya Blade Klassic Movie is teamed with any Johnny Cage, and he is alive, then she gains Shield after performing Leg Takedown Hit with 
Amplify.

Sonya Blade - Kold War SO 1190 44982 59826 63425 1380 105984 140959 149437 1190 44982 48581 1190 44982 143942 100 108 att 19742 39485 att 53304 102661 pwr drn 120429 pwr drn 8% SP1 8% Faction 8% Battle 8% Combo 8 X-Ray 8 SP2 Sonya Blade - Kold War
Each Team member starts encased in Ice Armor that reduces 60-90% damage of a special attack or X-Ray for 8 seconds. Kold War Characters have no time limit on Ice Armor. All Kold War Teammates have a 40-60% chance to gain Ice 
Armor on special attack 2. Kold War characters do 10% more damage versus Day of the Dead Characters.

Sonya Blade - Kombat Cup (V) SO 1227 46368 61669 65379 1360 104448 138916 147272 1067 40320 43546 1173 44352 141926 120 128 att 20350 40701 att 54947 105824 fear 124139 shield 8% SP1 8% Faction 8% Battle 8% Combo 8 X-Ray 8 SP2 Sonya Blade - Kombat Cup
All Kombat Cup characters on team are immune to STUN. The first time Sonya tags-in, she forces the opponent to tag-out and lose all POWER. That forced-out opponent has RECOVERY and POWER GENERATION disabled and cannot tag-
in. Bosses are immune.

Sonya Blade - Tactical SO 930 35154 46755 49567 840 64512 85801 90962 890 33642 36333 930 35154 112493 100 108 att 15429 30858 att 19286 77145
stun/dd/ 
unblock

94117 shield 8% SP1 8% Faction 8% Battle 8% Combo 8 X-Ray 8 SP2 Sonya Blade - Tactical Activates a drone with multiple attack modes: STUN, HOMING BLAST, and DETONATION.

Spawn - Tormented Soul NO 1310 49518 65859 69820 1610 123648 164452 174344 1940 73332 79199 1450 54810 175392 120 128 att 24993 41293
shield 
break

grap 38033 76067 incurability 132573 oblivion 8% Challenge 8% Faction 8% Battle 8% Shinnok 8 Fatal 8 Combo Spawn - Tormented Soul

Sub-Zero - Circle of Shadow 
(Revenant)

NR 1190 44982 59826 63425 1250 96000 127680 135360 1190 44982 48581 1000 37800 120960 100 108 att 19742 39485 freeze att 49356 98712 weaken 120429 shield 8% Combo 8% Faction 8% SP2 8% Scorpion 8 Battle 8 SP1
Sub-Zero - Circle of Shadow 
(Revenant)

Revenant Sub-Zero gains 5-15% ATTACK DAMAGE and POWER GAIN for every Circle of Shadow character on his team. Circle of Shadow Characters have +5-15% chance for LETHAL BLOWS. Circle of Shadow Characters do 10% more 
damage versus Strike Force Characters.

Sub-Zero - Cryomancer MA 810 30618 40722 43171 890 68352 90908 96376 900 34020 36742 800 30240 96768 100 108 att 13438 26876 freeze grap 26876 33595 81973 shield 8% Combo 8% Faction 8% SP2-5 8% Scorpion 8 Battle 8 SP1 Sub-Zero - Cryomancer  +30% HEALTH for Martial Artist teammates.

Sub-Zero - Grandmaster (V) MA 960 36288 48263 51166 1067 81920 108954 115507 1067 40320 43546 907 34272 109670 100 108 att 15926 31854 freeze att 41409 81227 97154 shield 8% Combo 8% Faction 8% SP2 8% Scorpion 8 Battle 8 SP1 Sub-Zero - Grandmaster Sub-Zero replaces himself with a decoy; evading a fatal blow.

Sub-Zero - Klassic MA 920 34776 46252 49034 1050 80640 107251 113702 1000 37800 40824 900 34020 108864 100 108 att 11447 22894 freeze att 22894 45789 weaken 93105 shield 8% Combo 8% Faction 8% SP2 8% Scorpion 8 Battle 8 SP1 Sub-Zero - Klassic Performing Slide Kick (Special Attack 2) at 80%+ activates a continuous chain of Special Attacks. Can be chained up to 6 times.

Sub-Zero - Kold War MA 1250 47250 62843 66623 1500 115200 153216 162432 1350 51030 55112 1380 52164 166925 110 118 att 20738 41476 freeze att 53919 105764 freeze 126502 shield 8% Combo 8% Faction 8% SP2 8% Scorpion 8 Battle 8 SP1 Sub-Zero - Kold War
Increases team's POWER GENERATION and decreases opponents POWER GENERATION for each Kold War team member. Kold War Sub-Zero does +50% CRITICAL DAMAGE against enemies affected by frostbite. Kold War teammates 
using Special Attacks have a 30-50% chance to cause frostbite. Kold War characters do 10% more damage versus Day of the Dead Characters.

Sub-Zero - MK11 MA 1550 58590 77925 82612 1400 107520 143002 151603 1500 56700 61236 1550 58590 187488 130 138 att 25715 38572 bleed grap 66859 109289 pwr drn 162006
frostbit

e
8% Combo 8% Faction 8% SP2-6 8% Scorpion 8 Battle 8 SP1 Sub-Zero - MK11

Any opponent fighting against MK11 Sub-Zero for 12-8 seconds gets frostbite. When performing combo enders against frostbitten opponents, MK11 Sub-Zero has a 30-50% chance of freezing them. Sub-Zero saves each MK11 teammate 
once, by replacing him or her with an Ice Clone. The Ice Clone explodes, dealing low/medium/high damage and causing bleed.

Takeda - Ronin SO 1560 58968 78427 83145 1250 96000 127680 135360 1310 49518 53479 1500 56700 181440 100 108 att 25880 51761 weaken att 64702 103523 cripple 155285 luck 8% Combo 8% Faction 8% SP2 8% Reptile 8 Battle 8 SP1 Takeda - Ronin
All Ronin Characters gain +10-30% CRITICAL DAMAGE for each Ronin Character on team. +30% ATTACK vs. Spec Ops Characters for every Ronin Character on their team. Ronin Characters do 10% more damage versus Kold War 
Characters.

Takeda - Shirai Ryu MA/SO 1150 43470 57815 61293 1050 80640 107251 113702 1025 38745 41845 1100 41580 133056 100 108 att 19078 38157 weaken grap 47697 95394 114473 luck 8% Combo 8% Faction 8% SP2 8% Reptile 8 Battle 8 SP1 Takeda - Shirai Ryu When Takeda successfully blocks any basic attack, there is a chance he counters. Kung Jin, Cassie Cage, and Jacqui Briggs gain +30% DAMAGE, HEALTH, and CRITICAL HIT DAMAGE when on the same team.

Tanya - Kobu Jutsu MA/OW 1200 45360 60329 63958 1000 76800 102144 108288 1000 37800 40824 1100 41580 133056 100 108 att 19908 39817 att 49771 99542 fear 119451 cripple 8% SP1 8% Faction 8% X-Ray 8% Kitana 8 Combo 8 SP2 Tanya - Kobu Jutsu Thrice per match, Spinning Stab deals 25% of its damage to the entire enemy team and breaks shields. In Faction Wars, 25% chance for Lethal Blow: +250% DAMAGE.

Tanya - Pyromancer OW/MA 1200 45360 60329 63958 1300 99840 132787 140774 1000 37800 40824 1100 41580 133056 110 118 att 19907 39816 fire att 49770 99541 devil's dust 119450 cripple 8% SP1 8% Faction 8% X-Ray 8% Kitana 8 Combo 8 SP2 Tanya - Pyromancer
Surging Blast (Special Attack 2) and a unique Combo Ender that has 30% chance to be performed, powder the opponent with Devil's Dust that sticks for 20 sec. Characters affected by Devil's Dust are Blinded and take 50% more damage 
from Fire Attacks and Fire DOTs. Martial Artist and Outworld teammates' Combo Enders become Fire Attacks and apply Fire DOT, stacking up to 2 times on opponents affeted by Devil's Dust.

Tanya - Treacherous MA/OW 1100 41580 55301 58628 1225 94080 125126 132653 1100 41580 44906 1050 39690 127008 100 108 att 18249 36498 luck att 45623 91246 power 109495 cripple 8% SP1 8% Faction 8% X-Ray 8% Kitana 8 Combo 8 SP2 Tanya - Treacherous Tanya will destroy her opponent's equipment on any successful Special Attack. Power Drain has a reduced effect on her teammates.

The Joker NO 1540 58212 77422 82079 1450 111360 148109 157018 1450 54810 59195 1560 58968 188698 120 128 att 22993 45987
shield 
break

grap 63872 114971 stun 155849 slow 8% Challenge 8% Faction 8% SP2 8% SP1 8 KO 8 Combo The Joker

Joker owns thee card decks with different unique abilities. Each time Joker enters the fight, he chooses one deck that he is going to use in this battle. By using cards from the active deck, Joker inflicts damage on the opponent and also 
applies this deck's corresponding unique effect. The amount of cards inside the deck is limited. · Venom Deck - The card intoxicates the opponent with "Joker's Juice". The affected opponent has a 50% chance to miss their attacks and 
takes small damage over time. · Grinning Deck - The explosive card deals medium damage, temporarily disables opponent's Special Attacks, and has a 50% chance to destroy opponent's armor or weapon. · Buzzer Deck - The card 
attaches a tiny buzzer that will continue to strike the opponent with electricity until it is out of battery. It deals more and more damage along with draining power with every strike. To remove the buzzer, the opponent has to tag-out. 
Each time his teammate dies, Joker gets excited and restores 10-25% of his max HP.

Terminator - Dark Fate SO 1350 51030 67870 71952 1600 122880 163430 173261 1500 56700 61236 1300 49140 157248 110 118 att 23516 35835 cripple grap 57112 89588 blind 134382 blind 8% Battle 8% Faction 8% Fatal 8% SP2 8 Johnny 8 SP1 Terminator - Dark Fate
Terminator cancels all Krushing Blows, X-Ray Attacks and Fatal Blows performed against him. After being defeated Terminator turns into an Endoskeleton. When in Endoskeleton mode he regains all health, loses all power, is immune to 
Poison, Bleed and Fire, and takes upto 10-30% less damage. SpecOps teammates take 5-15% less damage.



Terminator - Guardian SO 1460 55188 73400 77815 1500 115200 153216 162432 1400 52920 57154 1350 51030 163296 110 118 att 25433 38755 dispel grap 62977 110210 cripple 148965 shield 8% Battle 8% Faction 8% Fatal 8% SP2 8 Johnny 8 SP1 Terminator - Guardian
Guardian Terminator has a 30-60% chance to save any active teammate from Special Attack. When triggered, Guardian Terminator automatically tags in and blocks the attack, receiving 50% less damage from the attack and all other 
blocked attacks for the next 7-15 seconds, and gains 1 bar of power. This effect triggers as long as Guardian Terminator is above 30% Health and tag-in is off cooldown. Guardian Terminator cancels all Krushing Blows, X-ray Attacks and 
Fatal Blows performed against him

Tremor - Aftershock (V) MA 1280 48384 64351 68221 1227 94208 125297 132833 1147 43344 46812 1120 42336 135475 100 108 att 21235 42471 att 55213 108302 131662 shield 8% KO 8% Faction 8% Battle 8% Challenge 8 Scorpion 8 Combo Tremor - Aftershock Each time Tremor tags in, the weakest enemy tags in and is stunned. Martial artists have a chance of unblockable attacks against Netherrealm.

Tremor - Black Dragon MA 1350 51030 67870 71952 1550 119040 158323 167846 1500 56700 61236 1320 49896 159667 110 118 att 22397 44794 stun / fire att 58232 114225 fear / fire 138862 shield 8% KO 8% Faction 8% Battle 8% Challenge 8 Scorpion 8 Combo Tremor - Black Dragon
After using a special attack, Black Dragon Tremor sheds his Gold Skin and gains Lava Skin. While in Gold Skin form, Black Dragon Tremor gains 30%-70% resistance to all debuffs. While in Lava Skin form, Black Dragon Tremor's next 
special attack will have fire effect, and his special attack 2 will also deal 15%-25% damage to tagged-out opponents. Black Dragon Tremor switches between skin forms each time he uses a special attack. All Black Dragon teammates gain 
30%-50% damage boost against enemies affected by stun, cripple and weaken.

Triborg - Cryax (LK-4D4) MA 1225 46305 61586 65290 975 74880 99590 105581 1000 37800 40824 1025 38745 123984 120 128 att 24388 44711 att 50808 81293 bleed 121940 weaken 8% Battle 8% Faction 8% Sub-Zero 8% SP1 8 Combo 8 X-Ray Triborg - Cryax (LK-4D4) All Triborg characters on your team gain increased CRITICAL CHANCE for Special 1 and everyone on your team gains +50% CRITICAL DAMAGE.

Triborg - Sektor (LK-9T9) MA 1200 45360 60329 63958 1000 76800 102144 108288 1100 41580 44906 1050 39690 127008 120 128 att 21899 41807 (fire) att 49771 79634 fire 119451 weaken 8% Battle 8% Faction 8% Sub-Zero 8% SP1 8 Combo 8 X-Ray Triborg - Sektor (LK-9T9) All Triborg characters on your team gain FIRE for Special 1 and everyone on your team deals +30% more FIRE DAMAGE.

Triborg - Smoke (LK-7T2) MA 1100 41580 55301 58628 1100 84480 112358 119117 1050 39690 42865 1100 41580 133056 120 128 att 18249 36498 (pwr drn) att 45623 91246 cripple 109495 weaken 8% Battle 8% Faction 8% Sub-Zero 8% SP1 8 Combo 8 X-Ray Triborg - Smoke (LK-7T2) All Triborg characters on your team gain POWER DRAIN for Special 1 and everyone on your team steals 50% of any POWER they drain and distributes it to the team

Triborg - Sub-Zero (LK-520) MA 1150 43470 57815 61293 1200 92160 122573 129946 1025 38745 41845 1050 39690 127008 100 108 att 19078 38157 (frostbite) att 47697 95394 poison 114473 weaken 8% Battle 8% Faction 8% Sub-Zero 8% SP1 8 Combo 8 X-Ray Triborg - Sub-Zero (LK-520) All Triborg characters gain a support robot to improve any SP with frostbite. On Tag in he gains a 5 second ice shield. Everyone on your team has a 50% CRITICAL CHANCE when the enemy is frozen.



att 19646 39293 dm att 58939 88409 speed 119843 bleed

26129,18 52259,69 #VALUE! #VALUE! 78388,87 117583,97 #VALUE! 159391,19 #VALUE!


