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The Definitive Vulkan™ Developer’s Guide and Reference: Master the
Next-Generation Specification for Cross-Platform Graphics
 
The next generation of the OpenGL specification, Vulkan, has been redesigned
from the ground up, giving applications direct control over GPU acceleration for
unprecedented performance and predictability.  Vulkan™ Programming Guide 
is the essential, authoritative reference to this new standard for experienced
graphics programmers in all Vulkan environments.
 
Vulkan API lead Graham Sellers (with contributions from language lead John
Kessenich) presents example-rich introductions to the portable Vulkan API and
the new SPIR-V shading language. The author introduces Vulkan, its goals, and
the key concepts framing its API, and presents a complex rendering system that
demonstrates both Vulkan’s uniqueness and its exceptional power.
 
You’ll find authoritative coverage of topics ranging from drawing to memory,
and threading to compute shaders. The author especially shows how to handle
tasks such as synchronization, scheduling, and memory management that are now
the developer’s responsibility.
 
Vulkan™ Programming Guide  introduces powerful 3D development
techniques for fields ranging from video games to medical imaging, and state-of-
the-art approaches to solving challenging scientific compute problems. Whether
you’re upgrading from OpenGL or moving to open-standard graphics APIs for
the first time, this guide will help you get the results and performance you’re
looking for.
 
Coverage includes

Extensively tested code examples to demonstrate Vulkan’s capabilities and●

show how it differs from OpenGL
Expert guidance on getting started and working with Vulkan’s new memory●

system
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Thorough discussion of queues, commands, moving data, and presentation●

Full explanations of the SPIR-V binary shading language and compute/graphics●

pipelines
Detailed discussions of drawing commands, geometry and fragment processing,●

synchronization primitives, and reading Vulkan data into applications
A complete case study application: deferred rendering using complex multi-●

pass architecture and multiple processing queues
Appendixes presenting Vulkan functions and SPIR-V opcodes, as well as a●

complete Vulkan glossary
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problems. Whether you’re upgrading from OpenGL or moving to open-standard graphics APIs for the first
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Editorial Review

About the Author

Graham Sellers, API lead on the Vulkan specification, is AMD Software Architect and Engineering Fellow.
Sellers represents AMD at the OpenGL ARB, has actively contributed to the core Vulkan and OpenGL specs
and extensions, and holds several graphics and image processing patents. He coauthored OpenGL®
Programming Guide, Ninth Edition.

Contributing author John Kessenich is language lead on the Vulkan specification and is Senior Compiler
Architect at LunarG Inc. He been active in OpenGL, GLSL, Vulkan, and SPIR-V development in the
OpenGL ARB and in Khronos since 1999. Kessenich created SPIR-V and is its specification editor. As
GLSL specification editor, he creates shader compiler tools and translators for improving portability.

Users Review

From reader reviews:

Frank Hegarty:

Now a day people who Living in the era everywhere everything reachable by talk with the internet and the
resources inside can be true or not demand people to be aware of each details they get. How many people to
be smart in acquiring any information nowadays? Of course the answer is reading a book. Reading through a
book can help persons out of this uncertainty Information mainly this Vulkan Programming Guide: The
Official Guide to Learning Vulkan (OpenGL) book as this book offers you rich facts and knowledge. Of
course the info in this book hundred percent guarantees there is no doubt in it everbody knows.

Wayne Hause:

Exactly why? Because this Vulkan Programming Guide: The Official Guide to Learning Vulkan (OpenGL)
is an unordinary book that the inside of the guide waiting for you to snap it but latter it will zap you with the
secret this inside. Reading this book alongside it was fantastic author who have write the book in such
remarkable way makes the content within easier to understand, entertaining approach but still convey the
meaning thoroughly. So , it is good for you because of not hesitating having this any more or you going to
regret it. This phenomenal book will give you a lot of advantages than the other book include such as help
improving your skill and your critical thinking means. So , still want to hold off having that book? If I have
been you I will go to the reserve store hurriedly.

Lisa Knight:

Don't be worry in case you are afraid that this book will certainly filled the space in your house, you could
have it in e-book way, more simple and reachable. This Vulkan Programming Guide: The Official Guide to
Learning Vulkan (OpenGL) can give you a lot of close friends because by you looking at this one book you



have thing that they don't and make you more like an interesting person. This specific book can be one of a
step for you to get success. This guide offer you information that probably your friend doesn't understand, by
knowing more than other make you to be great people. So , why hesitate? We need to have Vulkan
Programming Guide: The Official Guide to Learning Vulkan (OpenGL).

Robert Thompson:

Guide is one of source of know-how. We can add our understanding from it. Not only for students and also
native or citizen want book to know the up-date information of year to help year. As we know those
publications have many advantages. Beside many of us add our knowledge, could also bring us to around the
world. From the book Vulkan Programming Guide: The Official Guide to Learning Vulkan (OpenGL) we
can acquire more advantage. Don't one to be creative people? To get creative person must like to read a
book. Simply choose the best book that suitable with your aim. Don't be doubt to change your life at this
time book Vulkan Programming Guide: The Official Guide to Learning Vulkan (OpenGL). You can more
desirable than now.
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