FIGHTER FACTORY 3
Practice Project Brief
Learn FF3 by building a complete character from scratch
Your Mission
Using Fighter Factory 3 as your primary tool, create a MUGEN character with sprites, animations, collision boxes, sound effects, and basic code. This project walks you through every section of FF3 so you understand the full workflow.

Phase 1: Setup & Sprites (Sprites Editor)
Goal: Build your .SFF file with all character sprites loaded and organised.

1. Download and open Fighter Factory 3
1. Create a new project (File > New)
1. Import your character’s PNG sprite files using the Add button
1. Assign every sprite a correct Group and Image number (refer to the cheat sheet for standard groups)
1. Set the axis point for every sprite by clicking the crosshair tool and positioning it at the character’s feet
1. Enable View > Guidelines to check alignment against the floor line
1. Save your .SFF file (File > Save As)

Deliverable: A clean .SFF file with at least 40 sprites covering idle, walk, jump, crouch, 2 attacks, hit reaction, and a portrait.

Phase 2: Animations (Animations Editor)
Goal: Create all essential animations in the .AIR data.

1. Switch to the Animations editor tab
1. Create Action 0 (Idle) — add 4–6 frames, set duration to 6–8 ticks each
1. Create Action 20 (Walk Forward) — add frames, check loop flag
1. Create Action 40 (Jump) — add rising, peak, and falling frames
1. Create Action 200 (Light Punch) and Action 400 (Light Kick)
1. Create Action 5000 (Hit Reaction) and Action 5050 (Knocked Down)
1. Create Action 9000 (Portrait) — single frame with your portrait sprite
1. Preview each animation with the Play button — adjust timing until it feels right

Deliverable: At least 8 animations, each previewing correctly with smooth timing.

Phase 3: Collision Boxes (Animations Editor)
Goal: Add hurtboxes and hitboxes to every animation.

1. For each animation, select the Clsn2 tool and draw a hurtbox around the character’s body on every frame
1. Tip: Use Clsn2 Default to set one hurtbox for an entire animation (great for idle, walk, and hit reactions)
1. For attack animations (punch, kick), switch to the Clsn1 tool and draw hitboxes ONLY on the frames where the attack is active
1. Make hitboxes cover the fist, foot, or weapon — not the whole body
1. Toggle Show Clsn in the animation preview to visually verify your boxes

Deliverable: Every animation frame has at least one Clsn2 (hurtbox). Attack frames have Clsn1 (hitbox) on active frames only.

Phase 4: Sounds (Sounds Editor)
Goal: Build your .SND file with impact sounds and voice lines.

1. Switch to the Sounds editor tab
1. Click Add and import at least 5 WAV files: 2 punch/kick impacts, 1 special move sound, 1 voice grunt, 1 win quote
1. Assign appropriate Group and Sound numbers (Group 0 for impacts, Group 1 for voice, etc.)
1. Preview each sound with the Play button
1. Save your .SND file

Deliverable: A .SND file with at least 5 organised sounds.

Phase 5: Code & Testing (Code Editor)
Goal: Complete your .DEF, .CMD, and .CNS files and test in MUGEN.

1. Fill in the DEF tab with your character’s name, author, and all file paths (.SFF, .AIR, .CMD, .CNS, .SND)
1. Open the .CNS in FF3’s code editor and set basic stats: life = 1000, power = 3000, attack = 100, defence = 100
1. Open the .CMD and add basic commands for your punch and kick moves
1. Add at least one PlaySnd controller in your .CNS so a sound plays on hit
1. Set your MUGEN path in FF3 Options, then click Run in M.U.G.E.N. to test
1. Fix any issues: axis alignment, missing animations, sound timing
1. Test a full fight — your character should be playable from start to win screen

Deliverable: A fully playable character you can test in MUGEN, built entirely in Fighter Factory 3.

Bonus Challenges
1. Add a second palette (colour swap) in the Palettes section
1. Create a special move with a projectile (requires more advanced .CNS coding)
1. Export your animations as an animated GIF from FF3 to share online
1. Open someone else’s character in FF3 and study how their sprites, animations, and code work together
1. Try Fighter Factory Studio for the latest features like the BGs editor and improved image editor
