
 

 
  

DigiPen Team qMopey 
Programming Rules and Guidelines 

Written By: Randy Gaul 

 

 

 



 

 

 

 

 

 

D
ig

iP
en

 T
ea

m
 q

M
o

p
ey

 

 

1 

DigiPen Team qMopey 
Programming Rules and Guidelines 

The following are specific rules. Each programmer is expected to follow them at all times. 

  Function and macro calls must have a space for each parentheses used: 

 ∙ FunctionCall( param1, param2 ) 

 ∙ MACRO_CALL( param1, param2, param3 ) 

  All macros should have upper case names: 

 ∙ PTR_ADD( PTR, OFFSET ) 

 ∙ EPSILON 

  A class definition needs to have the public scope listed at the top of the class, and 

private at the bottom. 

  Implementation and definitions never go inside if .h files, unless you are using 

templates or inlining. 

  Each portion of code needs to be commented as necessary. Not every function or 

portion of code needs comments, especially if the code is simple or self-

documenting (has good variable names and readability). For all non-trivial code 

portions comments detailing what the code does needs to be used. 

  Each function should have a short comment about what it does, if the name of the 

function itself cannot adequately describe what the function does. 

  All virtual functions must use the override keyword when applicable within .h files: 

 ∙ Virtual void Update( void ) override; 

  Efficient code must be written: 

 ∙ Use return value optimization when possible (RVO). 

 ∙ Pass by references or pointers whenever you can, they are only 4 bytes. 

 ∙ Don’t pass large structures or classes around by value. 

 ∙ Do not ever copy paste code. 

 ∙ Forward declare all structures and classes when possible. Ask Randy if you 

don’t know what this means. It helps cut back on file dependencies. 

  Write tests within a separate project. Do not write new code and test it within the 

game unless this is the only option. Test code externally. For example I recently 

wrote a simple math library for physics. I wrote hundreds of lines of test code in a 

separate project before even importing the new code into the game. 
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Guidelines 

  Look at the rest of the code in the engine and try to format your code in a similar 

way. You don’t want to right very hacky code, or messy code. Writing messy or 

hacky code will cause other teammates to have to spend time on fixing messes or 

hacks. 

  Please ask the technical director any questions you have about how to incorporate 

code into the game project if you are unsure of anything. 

Engine Overview 

The engine is comprised of systems. Each system performs operations. The operations to 

perform are mostly operations that act on game objects. 

A game object is a mainly a container of components. The game object has an ID identifier 

to specify what type of object it is, and contains an array of components. 

A component is a small class that contains some data. The data is also accompanied with 

operations to perform on the data. Components have a specific task, such as drawing or 

collision. The components of a game object dictate the properties of the game object. 

All game objects are contained within a particular space. A space is a container of game 

objects. Game objects in one space cannot interact in any way with game objects in 

another space. The purpose is to easily separate different lists of game objects from each 

other. 

Each system within the game can operate on a list of game objects of a particular space. A 

system cannot operate on more than one space at a time. 

A space has multiple sub-spaces. A sub-space is a linked list of components from game 

objects. When a component for a game object is initialized it registers within a subspace. 

This is useful, for example: when a sprite component is created it registers itself within the 

GRAPHICS subspace of the space the entire object belongs to. Then the Graphics system 

can loop through the GRAPHICS subspace and draw all objects. There is also a PHYSICS 

subspace, and other subspaces. 

 


