MUGEN CHEAT SHEET
Quick Reference Card  —  Keep this handy while you build
File Structure
	File
	Purpose

	.DEF
	Master config — points to all other files

	.SFF
	Packed sprite file (all character images)

	.AIR
	Animation data — which sprites play and when

	.CMD
	Commands — player inputs & AI triggers

	.CNS
	Constants & states — health, speed, hitboxes, move logic

	.SND
	Sound effects (optional)



Common Sprite Groups
	Group
	Animation

	0
	Idle stance

	5
	Turning around

	20
	Walking forward

	40
	Jumping

	100
	Guarding (standing)

	200
	Light punch

	210
	Medium punch

	400
	Light kick

	1000+
	Special moves (your choice)

	3000+
	Super moves

	5000
	Hit reactions

	5050
	Knocked down

	9000
	Character portrait



CMD Input Notation
	Input
	Meaning

	U / D / F / B
	Up / Down / Forward / Back

	UF / UB / DF / DB
	Diagonals

	a / b / c
	Light / Medium / Heavy punch

	x / y / z
	Light / Medium / Heavy kick

	s
	Start button

	~D, DF, F, a
	Quarter-circle forward + punch

	~F, D, DF, a
	Dragon punch motion + punch

	~30B, F, a
	Charge back 30 ticks, forward + punch

	D, D, a
	Double-tap down + punch



Key CNS Triggers
	Trigger
	What It Checks

	statetype = S
	Character is standing

	statetype = C
	Character is crouching

	statetype = A
	Character is airborne

	command = "name"
	Player input matches a command

	AnimElem = N
	Animation is on frame N

	time = N
	Ticks since state started

	p2bodydist x
	Horizontal distance to opponent

	p2statetype = A
	Opponent is in the air

	random < N
	Random number 0–999 is below N

	AILevel > 0
	CPU is controlling this character

	power >= N
	Character has N or more power

	life < N
	Character health is below N



Stage Parallax Delta Guide
	Delta Value
	Effect

	0, 0
	Fixed — doesn’t move (good for distant sky)

	0.2, 0.2
	Very slow scroll — far background

	0.5, 0.5
	Medium scroll — mid-ground

	1, 1
	Matches camera — ground / floor level

	1.5, 1
	Faster than camera — close foreground



AI Difficulty Quick Reference
	Level
	Typical Trigger

	Easy
	random < 200  (acts ~20% of the time)

	Medium
	random < 500  (acts ~50%)

	Hard
	random < 800  (acts ~80%)

	Boss
	random < 950  (acts ~95%)

	Scales with AI
	random < AILevel * 8  (auto-adjusts)


