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Vulkan Explicit GPU Control

QrenGLES.
. QWalkan.

NOS

KHROS

Complex drivers lead to driver
overhead and cross vendor
unpredictability

Error management is
always active

Driver processes full
shading language source

Separate APIs for desktop
and mobile markets

Application

Traditional
graphics
drivers include
significant
context, memory
and error
management

Application
responsible for
memory
allocation and
thread
management to
generate
command buffers

Direct GPU
Control

GPU

GPU

Simpler drivers for low-overhead
efficiency and cross vendor
portability

Layered architecture so validation
and debug layers can be unloaded
when not needed

Run-time only has to ingest SPIR-V
intermediate language

Unified API for mobile, desktop,
console and embedded platforms

Vulkan delivers the maximized performance and cross platform
portability needed by sophisticated engines, middleware and apps
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