MUGEN KNOWLEDGE QUIZ
Test What You’ve Learned
Name: ______________________________     Date: ________________
Covers: File structure, sprites, moves, stages, sound, and AI
Section A: Short Answer
Answer each question in a sentence or two.

1. What does the .SFF file contain, and what tool do you use to create it?
Answer: _______________________________________________________________
1. Name the six main files in a MUGEN character folder and briefly describe each one.
Answer: _______________________________________________________________
Answer: _______________________________________________________________
1. When drawing sprites, why is it important to use a consistent axis point across all frames?
Answer: _______________________________________________________________
1. What is the purpose of the select.def file, and where is it located?
Answer: _______________________________________________________________
1. Explain the difference between a Command (in the .CMD file) and a State (in the .CNS file).
Answer: _______________________________________________________________
Answer: _______________________________________________________________
Section B: Multiple Choice
Circle the correct answer.

1. Which background colour is commonly used for sprite transparency in MUGEN?
A)  Black (#000000)
B)  White (#FFFFFF)
C)  Magenta (#FF00FF)
D)  Green (#00FF00)

1. In a stage .DEF file, what does a delta value of 0.2, 0.2 mean?
A)  The layer scrolls very slowly — it appears far away
B)  The layer scrolls faster than the camera
C)  The layer doesn’t move at all
D)  The layer is invisible

1. What does the trigger “AILevel > 0” check for?
A)  The character’s health is above zero
B)  The CPU is controlling the character
C)  The AI difficulty is set to hard
D)  The opponent is using AI

1. A super move costs 1000 power. Which trigger ensures the player has enough?
A)  power = 1000
B)  power >= 1000
C)  power > 1000
D)  power <= 1000

1. What does “random < 200” do when used in an AI trigger?
A)  Makes the AI act 200 times per second
B)  Sets the AI difficulty to level 200
C)  Makes the AI perform the action approximately 20% of the time
D)  Limits the AI to 200 moves per round

Section C: Code Reading
Read the code snippets below and answer the questions.

1. Look at this CMD code. What input does the player need to perform?
[Command]
name = "DragonPunch"
command = ~F, D, DF, a
time = 15
Answer: _______________________________________________________________
1. This AI trigger fires a fireball. Explain in plain English what each line checks:
triggerall = AILevel > 0
triggerall = statetype = S
trigger1 = p2bodydist x > 120
trigger1 = random < AILevel * 8
Answer: _______________________________________________________________
Answer: _______________________________________________________________
1. A student wrote this stage layer but the background doesn’t scroll at all. What’s the likely issue?
[BG Mountains]
type = normal
spriteno = 1, 0
delta = 0, 0
Answer: _______________________________________________________________


ANSWER KEY
Section A
1. The .SFF contains all character sprites packed into one file. Fighter Factory 3 is the standard tool to create it.
2. .DEF (master config), .SFF (sprites), .AIR (animations), .CMD (commands/inputs), .CNS (constants/states), .SND (sounds, optional).
3. A consistent axis ensures the character doesn’t jump or shift between frames during animation. The axis marks where the character touches the ground.
4. select.def tells MUGEN which characters and stages to load. It’s in the MUGEN/data/ folder.
5. A Command defines the player’s button/joystick input. A State defines what the character actually does (animation, movement, hitbox, damage) when that input is triggered.

Section B
1. C — Magenta (#FF00FF)
2. A — The layer scrolls very slowly (appears far away)
3. B — The CPU is controlling the character
4. B — power >= 1000
5. C — Makes the AI perform the action approximately 20% of the time

Section C
1. Forward, Down, Down-Forward + Light Punch (dragon punch / shoryuken motion). The player has 15 ticks to complete the input.
2. Line 1: Only runs when the CPU is playing. Line 2: Character must be standing. Line 3: Opponent must be more than 120 pixels away. Line 4: A random chance that scales with AI difficulty (smarter AI = higher chance).
3. The delta is set to 0, 0 which means the layer is fixed and won’t scroll with the camera. To make mountains scroll slowly (parallax), change it to something like 0.3, 0.3.
