Getting Explicit

How hard is/ulkanReally?




oVulkanis not a good firsstep path to
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reliability. Precisely becausailkan
drivers are much thinner and do no error
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but ended up deciding modern OpenGL would be
an easier starting point...
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only supports OpenGL 4.0+ and my primary
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graphics developers foajuns in order to reduce CPU
overhead. That was Its mission statement

FN2Y 0KS o©Psoddiinfeyhat Peisdre



Background

A2005: Started in web services.
A20082011: Contract to hire Quake Live
A2011-2013: Dev Services
A2013Present: GeneralistiTech
A8yrsQuakeCorsupport



I= Graphics Programmer

AOccasional dato-day fixes.
AWrote a handful oshaders

APlayed withrShaderToyOpenCV, Processirejc
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AMore capable hands atid. =~
A Tiago, Billy, Axel, Jeastc
A Great talks given at previous events regarding state of graphid3eah
A Great work on Wolfenstein 1. Hopefully talk about that soon.




Dawn ofVulkanat id

A2015¢ Breaking the ice.

AQ1 2016c Began work in earnest
close to DOOMZ2016 launch.

AQ3 2016 DOOM?2016/ulkanbinary
released to the wild.

AClear benefits
A Solidifying marriage witidTech
AEager for others to Adopt




Early Public Perceptions

AHARD
AA LOT of Code

AGraphics++ for developers at the bleeding edge.
Hobbyists and beginners need not apply.

AExpensive investment to refactor! (. 6mo, $559)
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responsibilities.
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Evangelizing the id way Open Source

AVKQuake
A Author: Axel Gneiting
A Developed: Q2 2016
A Released: Q3 2016
A Link:https://github.com/Novum/vkQuake

AVKDOOM3:
A Author: Dustin Land
A Developed: Q3 2016
A Released: Q3 2017
A Link:https://github.com/DustinHLand/vkDOOM3



https://github.com/Novum/vkQuake
https://github.com/DustinHLand/vkDOOM3

Blog-1 Am Graphics And So Can You

A7 Part series articulating my
experience with the port.

At K 2 dz3 K (Bx coQiviews SQITAL.
views first month. ( broke
a lj dzIF NJB anhlfic3 &bt )
AAverage ~1,000 view every month
after.

AHandful of conversations every
month; mostly with beginners.

A Considerable interest iulkan

I Have Become Graphics

e Reriderer Of-Worlds

https://www.fasterthan.life/



https://www.fasterthan.life/

Impetus for Porting DOOM 3 BFG

AExpanding Skillset
A Explicit APIs are a nice inflection point.
A Everyone still learning.

AGood Fit
A Manageable by a single person.
A Familiar withidTech
A Open Source
A Fixed Assets. (actually a problem later on)

AEvangelizing
A OpenGl=>Vulkana nice example of old to new.
A Partners asking how to makélkanmore approachable.



Video



Port Effort

ACode:
A Commits: 718
A LoC:
A GLSL LoC: ~3,000

ATime:
A Total: 4x full time months.
A Regularity: Waxed and Waned
A When: 10pn¢ 3am




Renderer Lines of Code
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Vulkan Lines of Code
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Vulkan Summoning Rituald Step 1: Stopping For Intuition

ey,

Stopping For Intuition
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Commercial Break

RenderDoc

Intuition Begins And Ends In Understanding How Data Is
Transformed

Author: BalduiKarlsson
Link:https://renderdoc.org/
GitHub:https://qgithub.com/baldurk/renderdoc



https://renderdoc.org/
https://github.com/baldurk/renderdoc

RenderDocd Dynamic Shadows




RenderDocd Color Channels




