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Abstracting the use of  

the GPU through an 

API allows for cross 

platform and language 

applications
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On Windows 

with OpenGL 

the API calls an 

application 

makes are to the 

opengl32.dll

This library acts 

as a trampoline 

and forwards the 

calls to the 

implementation 

in the device 

driver

















OpenGL cannot 

operate without 

a window





































These last two 

steps are 

performed 

repeatedly within 

the render loop













































https://learnopengl.com/
https://docs.microsoft.com/en-us/windows/win32/gdi/windows-gdi
https://docs.microsoft.com/en-us/windows/win32/direct3d11/atoc-dx-graphics-direct3d-11
https://www.khronos.org/vulkan/

