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Following the Guidelines

These are the guid
elines that all Wing Commander: Prophecy 
programmers are expected to follow.  Care has been taken to generate a set of rules that will provide a consistent feel to the project’s code without micro managing every coding detail (for example, there is no mandated tab size, and programmers are not forced to type “if(conditional)” rather than “if (conditional)”).  With these guidelines, Wing Commander
: Prophecy
 will have a consistent code base that will be easy for any programmer to go through and feel comfortable with in a short period of time.



Currently, there exists a portion of the Wing
:
 
Prophecy
 code that does not conform to the formatting guidelines.  As you work, if the section of code you are dealing with does not meet the formatting standards, please go ahead and modify the code so that it does follow the standard.

Formatting Guidelines

Braces should always line up vertically.

Tabs are used for all indenting (do not replace tabs with spaces).

Spaces are used to line up variable declarations, etc.

One statement per line of code

Reasons for Formatting Guidelines

Makes it easy to match up braces at a glance.

Makes indentation look correctly formatted on all machines, regardless of tab size.

Makes variables line up nicely regardless of tab size.

Generates more white space and makes the code easier to read.

Formatting Examples



// -----------------------------------

// Examples for formatting guidelines

// -----------------------------------



void sampleFunction(void)

{

	// tabs used for indentation (guideline 2)

	float exampleFloat;

	int   exampleInt;    // spaces used to line up (guideline 3)



	while (exampleInt)   // less preferred way to line up braces

{              // (guideline 1)

		doSomething();

		doSomethingElse();

	}



if (exampleInt)       // preferred way to line up braces

	{                     // one statement per line (guideline 4)

		doSomething();		

	}

	else

	{

		doSomethingElse();

}

}



// -----------------------

// DO NOT DO THESE THINGS

// -----------------------

void sampleFunction(void)

{

	// spaces used for indentation (DON’T DO THIS)

	float exampleFloat;

	int   exampleInt;    // tabs used to line up (DON’T DO THIS)



	while (exampleInt) {  // braces don’t line up (DON’T DO THIS)

		doSomething();

		doSomethingElse();

		}



// more than one statement per line (DON’T DO THIS)

if (exampleInt) doSomething();		

		else doSomethingElse();

}

Naming Conventions

Class names have capital letters for the first letter in each word, no underscores.

Member variable names have a lowercase letter for the first letter of the variable name, with capital letters for each additional word, no underscores.

Member function names have a lowercase letter for the first letter of the function name, with capital letters for each additional word, no underscores.

Constants and macros are all upper case with underscores.

Local variables are all lowercase with underscores.

Reasons for Naming Conventions

Makes it easy to distinguish class names in the code.

Makes it easy to distinguish class members in the code

Makes it easy to distinguish class members in the code.

Makes it easy to distinguish global macros and constants in the code.

Makes it easy to distinguish local variables in the code.

Naming Convention Examples



// --------------------------------

// Examples for Naming Conventions

// --------------------------------



const int EXAMPLE_CONST = 1;  // All caps, underscores (guideline 4)

#define   EXAMPLE_MACRO   0;  // All caps, underscores (guideline 4)



class ExampleClassName  // (guideline 1)

{

	private:

	

		int exampleMemberVariable;  // (guideline 2)



	public:



		void exampleMemberFunction(void);  // (guideline 3)

};



void ExampleClassName::exampleMemberFunction(void)

{

	int example_local_variable;  // (guideline 5)

}

Code Guidelines

Always supply a return type and parameter list, even if void.

No constant text strings in inlined functions.

Global variables should be avoided if at all possible.

Where possible, use only one “return” per function.

Declare structure names rather than including files, where appropriate.

In source files, always include “first.h” first, then immediately include the header for the corresponding source file.

DO NOT create new typedefs in first.h that duplicate the functionality of currently existing typedefs.

Use “int” when range (or size) is not an issue and speed is.

Use “int8”, “int16”, and “int32” when size is important.

(variable address) % (variable size) == 0.  Always try to properly align your variables.

Arrange structs to minimize wasted space (due to alignment issues).

Heavy commenting is highly encouraged.

Restrain from using “/* */” to comment your code.

No compiler warnings (other than function not inlined) with warnings set to 4.

Filename extensions:  *.cpp, *.h, *.def, *.inc

Reasons for Code Guidelines

Explicit return values and parameter lists are easier to read.

If you have constant strings in inline functions, the compiler is free to put instances of the constant string in each file that compiles the inline function.

Pollutes the global name space.

Makes it easy to track down the result of a function during debugging.

Reduces file dependencies and compile times.

Precompiled headers.

Having multiple names for the same data structure can lead to nasty bugs it one of the named structures changes its structure to something new.

The data type “int” will compile down to the native integer size of the target platform.

The “sized” simple data types guarantee that you get a correctly sized variable.

Proper memory alignment will speed the game up.

Minimizing wasted space is always good.

Makes it easier to figure out what the code is actually doing.

Some compilers can’t handle nested “/* */” comments.  Makes it easier to block comment code for debugging.

Fewer warnings means less bugs.  It also makes it easier to port the code to another compiler.

Consistent filename extensions are just a good idea.

Coding Guideline Examples



// ---------------------------------------------------------------

// Example.h

// ---------------------------------------------------------------



#ifndef EXAMPLE_H

#define EXAMPLE_H

// ---------------------------------------------------------------



class ExampleClassName;  // declare structure name (guideline 5)



struct ExampleStruct

{

	int8  test1;     // try to maintain alignment (guideline 10)

	int8  test2;

	int8  blah1;

	int8  blah2;

	int32 whatever;

};



class Example

{

	private:

		

		ExampleClassName *blah;



	public:



		void  exampleInline(void);

		int32 exampleFunction(void);

};



inline void exampleInline(void)

{

// (guideline 2)

file.open(“constant_string_filename”);	// ( DON’T DO THIS!!!

}



// ---------------------------------------------------------------

#endif



// ---------------------------------------------------------------

// Example.cpp

// ---------------------------------------------------------------



#include “first.h”   // include first.h first (guideline 6)

#include “example.h” // include the header file for this CPP file



// explicit return types and parameter lists (guideline 1)

int32 Example::exampleFunction(void)

{

	int   j;            // loop variable, low range (guideline 8)

	int32 return_value; // size of return_value matters (guideline 9)



	// this “/* */” comment is okay.

for(j = 0; j < 5 /*j > 3*/; j++)

{

	/* don’t do your comments like this */ (guideline 13) 

	if (something)

	{

		return_value = 0;

		break;

	}

else

{

return_value++;

}

}



return return_value;	// one return (guideline 4)

}



