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Validation Layers

Core Validation (default)

Best Practices

vkCreateDevice -

GPU Assisted Validation

Synchronization Validation
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Vulkan Configurator 3 (vkconfig3)
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& Vulkan Configurator 3.0.0-20240906 <ACTIVE>

Diagnostic =~ Applications  Layers  Configurations  Preferences  Help
[[] Per-Application: |${VULKAN SDK}\Bin\vkcube exe

Layers Mode:

() API dump

() Frame Capture
() Portability

(® Validation

Layers Controlled by Vulkan Configurator v

Loader Messages: [] Errors [] Warnings [_] Informations [_] Debug [] Layers [] Drivers

Layers Views: All Available Layers v

Execute Closer to the Vulkan Application
Vulkan Layers from Application Environment Variables

Vulkan Layers from the Application Vulkan API

= VK_LAYER_NV_optimus Latest v Auto v
= VK_LAYER_KHRONOS_validation Latest ~ On ~
= VK_LAYER_KHRONOS_profiles Latest v Auto v
= VK_LAYER_KHRONOS_shader_object Latest ~ Auto v
= VK_LAYER_KHRONOS_synchronization2 Latest - Auto v
= VK_LAYER_LUNARG_api_dump Latest + Auto v
= VK_LAYER_LUNARG_crash_diagnostic (ALPHA) Latest v Auto v
= VK_LAYER_LUNARG_gfxreconstruct Latest v |Auto v |
= VK_LAYER_LUNARG_monitor Latest v Auto v

VK_LAYER_LUNARG_screenshot Latest + §Auto v

Execute Closer to the Vulkan Driver

User-Defined Settings
v Validation Areas

Fine Grained Locking
v [¥] Core
Image Layout
Command Buffer State
Object in Use
Query
v [v] Shader
Caching
Handle Wrapping
Object Lifetime
Stateless Parameter
[[] Thread Safety
v [] Synchronization
Submit time validation
Shader accesses heuristic
GPU Base None %
v [] Best Practices
ARM-specific best practices
AMD-specific best practices
IMG-specific best practices
NVIDIA-specific best practic

v Debug Action




Vulkan Configurator 3 - UMD 452

&\ 1 Configu ACTIVE - O
Diagnostic Applications Layers Configurations Preferences Help
[] Per-Application: |${VULKAN SDK}Bin\vkcube.exe Standard Preset v
Layers Mode: Layers Controlled by Vulkan Configurator v | v Validation Areas 2
o Fine Grained Locking
(_) API dump
= v [¥] Core
(_) Frame Capture
() Portability Image Layout
6 R Command Buffer State
SR Object in Use
Query
v [v] Shader

Loader Messages: [v] Errors [v] Warnings [_] Informations [_] Debug [ ] Layers [] Drivers Cac“'"9

) - Handle Wrapping
Layers Views: Overidden Layers Only o v Object Lifetime

Execute Closer to the Vulkan Application Statel P t

= Vulkan Layers from Application Environment Variables esShatalmeiorn
= Vulkan Layers from the Application Vulkan API (] Thread Safety
= VK_LAYER_KHRONOS validation Oon v/ v [] Synchronization

Submit time validation

Shader accesses heuristic
GPU Base None v

v [] Best Practices

ARM-specific best practices

AMD-specific best practices

IMG-specific best practices

NVIDIA-specific best practici

v Debug Action
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Senior Graphics Software Engineer
LunarG, Inc
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Vulkan Profiles - 1 —X45—X

- Roadmap profiles: VulkanT /A ADFEXD A REIZET 2HA TV RAETRT,
« f5l: Khronos Roadmap 2024
« Platform profiles: 75 vh 74+ —L L THIARIREL Vulkan R—rERLET,
« {5l: Android Baseline 2021
- Engine profiles: T2 DU DOMDL A )G aA—RIRADEHERLET,
« {l: Unreal Engine®VP_UE_Vulkan_SM6_RT
* Device profiles: Vulkkan7 /A1 2D 1= D E— D Vulkank 54 /3D Vulkant  R—brEREBLET
« {§]: GPUinfo.org ®L7R—Fk
« Architecture profiles: GPUD IS XD VulkanY R—hERIBELET,
 {5l: D3D12 Feature Level 12.1
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https://vulkan.gpuinfo.org/

Vulkan Profiles - B&&E [ [TY—JL

- FEMIFER
Vulkan Profile D ¥R /5 %
Vulkan Profiles Layer
Vulkan Profiles API Library

"Better Vulkan Application Deployment thanks to Vulkan Profiles"
(VulkanFBZ7 4L D EMMFTVulkan7 T r— 3> DR A L) LNARG
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https://www.lunarg.com/lunarg-3d-graphics-engineer-adds-qglsl-spir-v-as-inputs-to-compiler-explorer/

{E Egmglllisg Add..~ More~ Templates @ ’ Sponsors AS{HiER ,JETBRAINS think-cell” ‘Share' Policies € ~
GLSL source #1 & O | gislang (trunk) (Editor #£1) 2 X
A~ BSave/load +Addnew..> WVim = GLSL - glslang (trunk) v 2 @ -Scomp-target-env vulkani.1
1 // This will be consumed as a .glsl file and needs the stz & r-:=~ A G~ ¥V~ B & +~ /-
g ;Ce;iigﬁmgsé—target—env vulkani.1 27 %int_© = OpConstant %1int @ _
% s . ; ’ 28  %_ptr_StorageBuffer_v2int = OpTypePointer StorageBuffer %
4 layout(set = 0, binding = @, rgba8) readonly uniform image 5 z
5 layout(set =8, binding = 1; std4se) butfer 5580 1 29 %_ptr_Storage?uffer_vAfloat = OpTypePointer StorageBuffer
: 30 %float_3 = OpConstant %float 3
6 ivec2 coords; Sy g .
2 Gecs dotas 31 %main = OpFunction %void None %4
8 }; 32 %6 = OpLabel
9 ! 33 %18 = OpLoad %15 %myImage
2 g 34 %21 = OpAccessChain %_ptr_StorageBuffer_v2int %_
10 void main() { — 5 : ,
11 data = imageLoad(myImage, coords); = e i
12 D 13 L 36 %23 = OpImageRead.%VAfloat %18 %22
i5 } ! 37 %25 = OpAccessChain %_ptr_StorageBuffer_v4float 9
38 OpStore %25 %23
39 %26 = OpAccessChain %_ptr_StorageBuffer_v4float 9
40 %27 = OpLoad %v4float %26
41 %29 = OpVectorTimesScalar %v4float %27 %float_3
42 %30 = OpAccessChain %_ptr_StorageBuffer_v4float 9
43 OpStore %30 %29
44 OpReturn
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glslang

° | S, 1/ compiler-explorer -~

* htt S i1 Pull requests 26 L) Discussions () Actions [ Projects [0 wiki @ Security |~ Insights -EX |Orer/

{E sRoE Add preliminary Slang support #7151 o

GLSL source #1 &

j9¥el il spencer-lunarg wants to merge 2 commits into compiler-explorer:main from spencer-lunarg:spencer-lunarg-slang-1 2

A~ B Save/load 11
2 3 // This wij ) ’
2 // -3 comp Q) Conversation 10 -o- Commits 2 El Checks 12 [® Files changed 11
3 #version 4 —_—
‘51 }ayOUtgset 'a' spencer-lunarg commented 3 days ago * edited ~ Contributor = ==« fer
ayout(set
6 ivec2
7 vecd d Part of #2331 and similar to my GLSL change
g b Slang is a GPU focused shading language that has been worked on for years. Last week The Khronos Group will now be

" . t %
160 void main( running the project as open governance. The latest Vulkan SDK has also added a build of Slangc (slang compiler). _

i; g:'t:: ; This change adds support for Slang (the language) as a front end with Slangc (the compiler) as the only compiler. Slang
13 § can be used for things like GLSL/HLSL, but that is for a future PR. at 9
I.am in contacts with people on the Slang development and plan to support things for Slang as well as the other GPU at 9
related shading languages
t_3
at 9

44 OpReturn
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