
Chapter 1: Getting Started with the NextGen 3D Graphics API 
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Chapter 2: Your First Vulkan Pseudo Program 
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Chapter 3: Shaking Hands with the Device 
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Chapter 4: Debugging in Vulkan 
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Chapter 5: Command Buffer and Memory Management in 
Vulkan 
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Chapter 6: Allocating Image Resources and Building a 
Swapchain with WSI 
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Chapter 7: Buffer Resource, Render Pass, Framebuffer, and 
Shaders with SPIR-V 
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Chapter 8: Pipelines and Pipeline State Management 
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Chapter 9: Drawing Objects 
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Chapter 10: Descriptors and Push Constant 
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Chapter 11: Drawing Textures 
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