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Hello again! I was making a character in Fighter Factory, but when I went to test him, the game kept erroring about their cns file. 

Code: 
Error detected.

Error loading chars/ffs_0/ffs_0.def
Error loading p1

Clipboard tail:
Gameflow 6
Reset persist vars team 0
Reset persist vars team 1
Gameflow 8
Gameflow 9
Gameflow 10
Gameflow 11
Loading match assets...
Loading stage...
  Loading BG...OK
Stage loaded OK
Setting game resolution 640x480...OK
  Allocating helpers...OK
Match RNG seed: 962331379
Reset persist vars team 0
Reset persist vars team 1
Loading character chars/ffs_0/ffs_0.def...
  Loading info...OK
  Loading cmd command set mario.cmd...OK
  Loading cns mario.cns...Character ffs_0.def failed to load


It would give me this error everytime and I have no idea why. It won't reference me to the location of the error or anything.

Here's the full CNS file:

Code: 
; Constants and state file.

[Data]
life              = 1000	;Amount of life to start with
attack            = 100	;attack power (more is stronger)
defence           = 100	;defensive power (more is stronger)
fall.defence_up   = 50	;Percentage to increase defense everytime player is knocked down
liedown.time      = 60	;Time which player lies down for, before getting up
airjuggle         = 15	;Number of points for juggling
sparkno           = 2	;Default hit spark number for HitDefs
guard.sparkno     = 40	;Default guard spark number
KO.echo           = 0	;1 to enable echo on KO
volume            = 99	;Volume offset (negative for softer)
;Variables with this index and above will not have their values
;reset to 0 between rounds or matches. There are 60 int variables,
;indexed from 0 to 59, and 40 float variables, indexed from 0 to 39.
;If omitted, then it defaults to 60 and 40 for integer and float
;variables repectively, meaning that none are persistent, i.e. all
;are reset. If you want your variables to persist between matches,
;you need to override state 5900 from common1.cns.
IntPersistIndex   = 60
FloatPersistIndex = 40

[Size]
xscale            = 1	;Horizontal scaling factor.
yscale            = 1	;Vertical scaling factor.
ground.back       = 4	;Player width (back, ground)
ground.front      = 8	;Player width (front, ground)
air.back          = 4	;Player width (back, air)
air.front         = 5	;Player width (front, air)
height            = 24	;Height of player (for opponent to jump over)
attack.dist       = 24	;Default attack distance
proj.attack.dist  = 360	;Default attack distance for projectiles
proj.doscale      = 0	;Set to 1 to scale projectiles too
head.pos = -5, -50
mid.pos = -5, -25
shadowoffset = 0
draw.offset = 0,0

[Velocity]
walk.fwd          = 2.6		;Walk forward
walk.back         = -2.2		; Walk backward
run.fwd           = 5.4, 0		;Run forward (x, y)
run.back          = -5,-5.2		;Hop backward (x, y)
jump.neu          = 0,-6.6		;Neutral jumping velocity (x, y)
jump.back         = -2.2,-6.6	;Jump back Speed (x, y)
jump.fwd          = 2,-6.6		;Jump forward Speed (x, y)
runjump.back      = -5.2,-6.4	;Running jump speeds (opt)
runjump.fwd       = 5,-6.4		;.
airjump.neu       = 0,-6.4		;.
airjump.back      = -6.2		;Air jump speeds (opt)
airjump.fwd       = 6		;.

[Movement]
airjump.num                = 1		;Number of air jumps allowed (opt)
airjump.height = 35
yaccel                     = .44	;Vertical acceleration
stand.friction             = .2	;Friction coefficient when standing
crouch.friction            = .3	;Friction coefficient when crouching

;Default language victory quotes **MUGEN 1.0**
;The default language victory quotes must be implemented in English.
[Quotes]
; Up to 100 victory quotes can be specified per language (victory0 - victory99)
victory1 = "Some victory text."

;---------------------------------------------------------------------------
; Lose by Time Over
[Statedef 170]
type = S
ctrl = 0
anim = 170
velset = 0,0

[State 170, 1]
type = NotHitBy
trigger1 = 1
value = SCA
time = 1

;---------------------------------------------------------------------------
; Win state decider
[Statedef 180]
type = S

[State 180, 1]
type = ChangeState
trigger1 = Time = 0
value = 181+(random%2)

;---------------------------------------------------------------------------
; Win pose 1
[Statedef 181]
type = S
ctrl = 0
anim = 180
velset = 0,0

[State 181, -1]
type = PlaySnd
trigger1 = Time = 0
value = S180,1
volumescale = 99
channel = 18

[State 181, 1]
type = NotHitBy
trigger1 = 1
value = SCA
time = 1

;---------------------------------------------------------------------------
; Win pose 2
[Statedef 182]
type = S
ctrl = 0
anim = 181
velset = 0,0

[State 181, -1]
type = PlaySnd
trigger1 = Time = 0
value = S180,0
volumescale = 99
channel = 18

[State 182, 1]
type = NotHitBy
trigger1 = 1
value = SCA
time = 1


;---------------------------------------------------------------------------
; Introduction
[Statedef 190]
type = S
ctrl = 0
anim = 190
velset = 0,0

[State 190, 1] ;Freeze animation until PreIntro is over
type = ChangeAnim
trigger1 = RoundState = 0
value = 190

[State 0, PlaySnd]
type = PlaySnd
trigger1 = AnimElem = 29
value = S190,0
volumescale = 99
channel = 2

[State 190, 2] ;Assert this until you want "round 1, fight" to begin
type = AssertSpecial
trigger1 = 1
flag = Intro

[State 190, 4] ;Change to stand state
type = ChangeState
trigger1 = AnimTime = 0
value = 0

;---------------------------------------------------------------------------
; Taunt
[Statedef 195]
type = S
ctrl = 0
anim = 195
velset = 0,0
movetype = I
physics = S
sprpriority = 2

[State 195, 2]
type = ChangeState
trigger1 = AnimTime = 0
value = 0
ctrl = 1

;---------------------------------------------------------------------------
; A Combo - 1
[Statedef 200]
type = S
movetype = A
physics = S
ctrl = 0
anim = 200
sprpriority = 2
juggle = 1

[State 200, ChangeState]
type = ChangeState
trigger1 = AnimTime = 0
value = 0

[StateDef -2]

;==================================================================================
;======| RELACIONADO À AI - AI RELATED |===========================================
;==================================================================================

; Within StateDef -2, none of your own AI-related code should be placed
; above these next two controllers.

[State -2, StopAI]
type = VarSet
triggerall = (var(59) > 0)
trigger1 = (RoundState != 2)
trigger2 = !Alive
var(59) = -2
IgnoreHitPause = 1

; This controller is optional.  It allows you treat the AI flag as a boolean
; value rather than an integer value, letting you trigger your AI directives
; with "var(0)" instead of "var(59)>0", and letting you make moves usable only
; by humans by using "!var(0)" instead of "var(59)<1", thus slightly improving
; the size and efficiency of your code.
; Another benefit is that it makes it much easier for users to disable your AI,
; if they so choose.
[State -2, Simplifier]
type = VarSet
trigger1 = (var(59) = 1)
trigger2 = (var(0):=0)
var(0) = 1	; Another option is to replace 1 with something like MatchNo, if
		; you want to design your AI to have varying levels of difficulty.
IgnoreHitPause = 1

;==================================================================================
;==================================================================================
;==================================================================================


;---------------------------------------------------------------------------
; States that are executed when in self's state file (use statedef -3)
;---------------------------------------------------------------------------

[Statedef -3]

;==================================================================================
;======| RELACIONADO À AI - AI RELATED |===========================================
;==================================================================================

; Kamek and Luchini appear to have been the first ones to use the IsHomeTeam AI activation concept.
; Feel free to move this controller to your character's intro state for slightly better efficiency.
[State -3, SetAI]
type = VarSet
triggerall = !RoundState
triggerall = IsHomeTeam
trigger1 = (TeamSide = 2)
trigger2 = (MatchNo > 1)
var(59) = 1

; Feel free to move this controller to your character's intro state for slightly better efficiency.
; Note that it may give P2 a slight unfair advantage in simul team vs mode, so you
; may want to disable it.  But then, since when has Mugen been about fairness? =P
[State -3, Unfair]; Is this reliable?
type = VarSet
trigger1 = !RoundState
trigger1 = (var(59) != 1)
trigger1 = NumPartner
trigger1 = (ID > Partner,ID)
trigger1 = (TeamSide = 2)
var(59) = 1

[State -3, AI Helper (Compatibly Partnered Version)]
type = Helper
trigger1 = !var(59)
trigger1 = !NumHelper(9742)
trigger1 = (RoundState = 2)
trigger1 = Alive
trigger1 = NumPartner
trigger1 = Partner,SelfAnimExist(9741)
HelperType = normal
name = "AI Helper (Simul Version)"
ID = 9742
pos = 9999999,99999
StateNo = 9742
KeyCtrl = 1
PauseMoveTime = 999999999
SuperMoveTime = 999999999

; If you want to use the Guard mode, Dummy mode, Distance, or Button jam dummy control
; options in Training mode without activating the dummy's AI while working on your
; character, then all you need to do is temporarily disable this controller.
; Or, if you want to permanently disable this controller in Training mode,
; then you could use the Training mode detection code available on my site
; ( http://www.shinmugen.net/winane/ ), and then just add a "(var(59)&63)>30"
; triggerall to this controller.
[State -3, AI Helper]
type = Helper
triggerall = !var(59)
triggerall = !NumHelper(9741)
triggerall = (RoundState = 2)
triggerall = Alive
trigger1 = !NumPartner
trigger2 = !(Partner,SelfAnimExist(9741))
HelperType = normal
name = "AI Helper"
ID = 9741
pos = 9999999,99999
StateNo = 9741
KeyCtrl = 1
PauseMoveTime = 999999999
SuperMoveTime = 999999999

[State -3, TurnBackOnAI]
type = VarSet
trigger1 = (var(59) = -2)
trigger1 = (RoundState = 2)
trigger1 = Alive
var(59) = 1

[State -3, HitPauseTime Helper]
type = Helper
triggerall = var(59)!=1
triggerall = !NumHelper(9743)
triggerall = (RoundState = 2)
triggerall = Alive
trigger1 = (MatchNo = 1)
trigger2 = NumPartner
trigger2 = (ID > Partner,ID)
HelperType = normal
name = "HitPauseTime"
ID = 9743
pos = 9999999,99999
StateNo = 9743
PauseMoveTime = 999999999
SuperMoveTime = 999999999

; According to Roque, this method works in Linux Mugen version 2002.04.14,
; whereas the old humanly-impossible commands method does not.
; It is very important that this controller NOT be moved to State -2.
; Note that this part won't work if AI.Cheat is turned off in mugen.cfg.
[State -3, XOR]
type = VarSet
triggerall = var(59)!=1
triggerall = (var(57) = GameTime-1)
triggerall = NumHelper(9743)
triggerall = !(Helper(9743),var(1))
trigger1 = (command = "a") ^^ (command = "a2")
trigger2 = (command = "b") ^^ (command = "b2")
trigger3 = (command = "c") ^^ (command = "c2")
trigger4 = (command = "x") ^^ (command = "x2")
trigger5 = (command = "y") ^^ (command = "y2")
trigger6 = (command = "z") ^^ (command = "z2")
trigger7 = (command = "start") ^^ (command = "start2")
trigger8 = (command = "holda") ^^ (command = "holda2")
trigger9 = (command = "holdb") ^^ (command = "holdb2")
trigger10 = (command = "holdc") ^^ (command = "holdc2")
trigger11 = (command = "holdx") ^^ (command = "holdx2")
trigger12 = (command = "holdy") ^^ (command = "holdy2")
trigger13 = (command = "holdz") ^^ (command = "holdz2")
trigger14 = (command = "holdstart") ^^ (command = "holdstart2")
trigger15 = (command = "holdfwd") ^^ (command = "holdfwd2")
trigger16 = (command = "holdback") ^^ (command = "holdback2")
trigger17 = (command = "holdup") ^^ (command = "holdup2")
trigger18 = (command = "holddown") ^^ (command = "holddown2")
trigger19 = (command = "recovery") ^^ (command = "recovery2")
;Add more as desired. (See my notes in the CMD.)
var(59) = 1

; It is very important that this controller NOT be moved to State -2, as putting
; it there would defeat the entire purpose of the controller, allowing the
; helper method or the XOR method to erroneously set the AI variable.
; And within State -3, don't put any ChangeState controllers before this
; controller, lest you unnecessarily delay your character's AI activation.
[State -3, GameTimeVar]
type = VarSet
trigger1 = 1
var(57) = GameTime
IgnoreHitPause = 1

; Within StateDef -3, none of your own AI-related code should come after the code
; provided here (and putting it before the code is also generally a bad idea).
; It's better to use State -1 (or, in special circumstances, State -2) instead.

;==================================================================================
;==================================================================================
;==================================================================================

;This controller plays a sound everytime the player lands from a jump, or
;from a back-dash.
[State -3, Landing Sound]
type = PlaySnd
triggerall = Time = 1
trigger1 = stateno = 52 ;Jump land
trigger2 = stateno = 106 ;Run-back land
value = 40, 0



Am I missing something? Do I have to start over from scratch? I'm so lost!
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Fixed it. Was a problem in the Command file.
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