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Hardwired Games Programming Style Guide 
Quick Reference 

Naming Conventions 
Use descriptive names. Avoid unclear abbreviations. 

Files & Directories 
 C++ source: Use lower case letters and numbers. No underscores or spaces. Example: foobar.cpp. 

 Public headers: Use the same names as the source files. Example: foo.h for foo.cpp. 

 Local headers: As public headers but with a leading underscore. Example: _foo.h. 

 Other files: Use lower case letters and numbers. No spaces. Can use underscores for readability. Example: hacker_tools.dat. 

 Directories: Use lower case letters and numbers. No underscores or spaces. 

Used-Defined Types 
 Format: <type prefix><library prefix><type name> 

Examples: tMemFoo, tBar 

 Use mixed case, starting with a type prefix, followed if needed by a 2- or 3-letter library prefix (capital first letter), followed 

by the type name (capital first letter; other letters capitalized as necessary for clarity). 

 Type prefixes: 

 I Interface (“I” is always capitalized). 

 t Other type (“t” is always lower case). 

Do not use prefixes for simple data types (e.g., Rect, Pt). 

 Use a library prefix only if the type is defined by a library and is used outside of that library. 

Variables 
 Format: <scope prefix><type prefix><library prefix><variable name> 

Example: gppMemFoo 

 Use mixed case with no underscores, starting with a lower-case scope prefix, followed by a lower-case type prefix, followed if 

needed by a 2- or 3- letter library prefix (capital first letter; lower case first letter if no type prefix is present), followed by the 

variable name (capital first letter; other letters capitalized as necessary for clarity). 

 Scope prefixes: 

 g Global variable. 

 m Member variable. 

Do not use prefixes for simple variables (e.g., i, j, k, x, y, z). 

 Type prefixes: 

 b Boolean. n Integer. 

 c Character. p Pointer. 

 d Double. pp Pointer to a pointer; etc. 

 e Enumeration. u Unsigned integer. 

 f Float. v Void. 

 k Constant. x Template. 

If a variable does not have a type prefix, then by definition it has some other type that those listed above. 

Do not use prefixes for simple variables (e.g., i, j, k, x, y, z). 

 Use a library prefix only if the variable is defined by a library and is visible to applications. 

Functions 
 Format: <library prefix><function name> 

Example: MemSplat() 

 Use mixed case, starting with a capital letter. 

 Use a library prefix only if the function is defined by a library and is used outside of that library. 
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Macros and Constants 
 Use all caps, with each word separated by an underscore. Example: #define LISTENER_ON 1 

Comments 
 File information block comments: Every file must have an initial block of comments. See the full style guide for details. 

 Public interface block comments: Use // block comments to comment public interface code. Describe what the code does 

and any important or unusual features. Keep the description informative but concise. 

 Inline comments: Use // to comment inline code. 

o Enhance the readability of your inline comments by aligning their starting points. 

o If a comment is on a line by itself, indent it as far as the indentation of the next line. 

o Short comments should describe the what of the code (like “compute mean value” rather than the how (like “sum values 

and divide by n”) unless the how is not obvious. 

Formatting 
 Limit file length: Avoid having large files. 

 Limit line length: Try to limit line length to 79 characters. 

 Use blank lines: 

o Have two blanks lines between the end of one function or class and the header comment for the next function or class. 

o Use a single blank line in the body of a function to separate the local variables from the code. 

o Use single blank lines to separate code segments inside the body of a function or class. 

 Use consistent indentation: Indent by 3 spaces, and don’t use tabs. Never use tabs! 

 Have at most one statement per line. 

 Use spaces to enhance readability: 

o Have a space on each side of a binary operator. Example: “a+b” should be “a + b”. 

o Use at least one space after each comma in a list. 

o For function calls, use at least one blank after the left parenthesis and before the right parenthesis. Example: 
DoSomething( arg1, arg2, arg3 ) 

 Place spaces around elements in if , for , while , switch , etc. Example: if ( foobar == 10 ) 

 Match up statements: 

o Match up assignments on consecutive lines so that the assignment operators are in the same column. 

o Match up the arguments of consecutive function calls and other expressions occupying consecutive lines, so that the 

arguments start in the same column. 

o Match up the arguments of long function calls. Instead of have one long line, break the call into several lines with the 

arguments aligned. 

 Put the opening brace on its own line. 

Other Issues 
 Use portable data types to represent numeric variables. 

 Forward declare to minimize mutual dependencies. 

 Use the prefix ++ operator, not postfix. 

 Keep your code const  correct: 

If a method doesn’t change an internal member or any visible aspect of the class, declare the method itself const. 

If a reference or pointer type passed to a method doesn’t change in the body of the method or function, declare it const. 

If a class has per-instance data which doesn’t change once the class is initialized, declare it const. 

Likewise, even locals used in a procedure can be const! 

 Use these casting operators: 

reinterpret_cast gives you a big visual clue that something dangerous might be happening. 

static_cast verifies at compile time that the cast you are making is legal. 

const_cast is an explicit reminder about why you need to cast. 

 


