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WHAT IS VULKANZ¢

* Graphics API




1\@ WHY IS VULKANZ

O

* Object oriented
* More configuration

* Cross-platform

Cons
* Hard to learn
* Long initialization
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WAV
ISLAND
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®* Motivation

®* What does this library?




1\\5 DRAWING A TRIANGLE

Triangle

B Triangle



std::vector<VK: :Vertex> triangleGeometry = {
{{-0.5f, -0.5f}, {0.1f, 0.9f, 0.0f}},
{{0.5f, -0.5f}, {0.2f, 0.8f, 0.0f}},
{{0.0f, 0.5f}, {0.8f, 0.0f, 0.0f}}};

ZL std::vector<U32> triangleIndices = {0,1,2};

VK: :Renderer renderer;

renderer.AddScene ({{{{"Shaders/vert.spv", VK SHADER STAGE VERTEX BIT},
Q E {"Shaders/frag.spv"”, VK _SHADER STAGE FRAGMENT BIT}},
; triangleGeometry, trianglelndices}});

{ while(!renderer.IsWindowClosed()){
renderer.Draw ();
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HOW DOES THE LIE WORK?

* Holds the actors

* Handles the life of render cores

.

* Handles the life of LIE VK objects

* Hides the Vulkan’s dependencies



LIE

N

/

(const Instanceg in
: hysicalDevice (cons
Virtual LogicalDevice Createlo
virtual void Cre

gicalDevice (const

| ateQueyes (std::vector<Queue>& qu
__Virtual voig Cre
virtual Drawer C

ateRenderCores std: :vector<Basic
reateDrawer (const LogicalDevice

specification

-1
O virtual RenderPass CreateRenderPass (const SwapChair

irtual FrameBuffers CreateFrameBuffers (const Imag
vir

1

onst Logica!
1 CommandPool CreateCommandPool (c
virtual Comm




4




S
e

APPLICATION SIDE

® New shaders
® New VertexData

® New UniformData
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ement static
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: nputAttr%buteDescription) GetAttributeDescriptions 0Of
ibuteDescriptiony attributeDescriptions(2);

attributeDescriptions[@].binding - 8; ° 1 1 1
attributeDescriptions[@].location = Shaderlocation: :position; SII.G 1. I C vq I I d q TI o n
attributeDescriptions[@].format = VK_FORMAT_R32G32_SFLOAT;

attributeDescriptions[@].offset = offsetof (Vertex, position);

std: :vector<VkVertexInputAttr
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attributeDescriptions[1].binding = ©;
attributeDescriptions[1].location = ShaderLocation: :color;
attributeDescriptions[1].format = VK_FORMAT_R32G32B32_SFLOAT;
attributeDescriptions[l].offset - offsetof (Vertex, color);
eDescriptions;







CLASSES STRUCTURES

Public

* Create
* Destroy
* Getters
- SetHters

Private virtual
* FillCreatelnfo
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1\@ CONFIGURATION

NS ~ - -

Inherit from Override the
Renderer and/or matching
Render core CreateObject

Inherit from low Override the
level class FillCreatelnfo




élass Instance{
private:
. VkInstance instance = VK_NULL_HANDLE;
VkAllocationCallbacks* allocator;

ublic:
void Create (const Extension& extensions,
VkAllocationCallbacks* allocator
void Destroy ();
VkInstance GetInstance () const;

o—

-
>
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virtual void FillAppInfo (VkApplicationInfo& appInfo);
virtual void FillCreateInfo (VkInstanceCreateInfo& createlnfo,

const VkApplicationInfo& appInfo,
const Extension& extensions);

= nullptr);
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®* New types for new

configurations

® Less boilerplate code




l\@ ERROR HANDLING

® Only in debug mode

® Validation layers




FURTHER
PLANS

® Clearly defined interface

®* Optimization







