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target
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WebGPU API

Device

GPUPrimitiveState

topology

stripIndexFormat

device.createRenderPipeline(..)

device.createShaderModule(..)

device.createShaderModule(..)

device.createBindGroup(..)

device.createBindGroupLayout(..)

navigator.gpu.requestAdapter(..)

adapter.requestDevice(..)

Texture

TextureView

device.createTexture(..)

texture.createView(..)

}
triangle-list,
triangle-strip,
…

} uint16
uint32

Update Loop

createCommandEncoder()

renderPassDescriptor

commandEncoder.beginRenderPass
(or beginComputePass)

setPipeline(..)

setBindGroup(.)
drawIndexed(..)
(or draw(..) no index buffer)

device.createBuffer(..)

Buffer

usage }
uniform
vertex
index
…

size

Texture Sampler

device.createSampler(..)

buffers

buffers

setVertexBuffer(..)
setIndexBuffer(..)

} bytes uniform

vertex/index

depthStencil

format } depth24plus
bgra8unorm
rgba8unorm
…

GPUDepthStencilState

format } depth24plus
bgra8unorm
rgba8unorm
…

frontFace

}
ccw/cw/none

cullMode

}
front/back/noneWebGPU [[builtin(position)]] pos: vec4<f32>;

[[builtin(vertex_index)]] vindex: u32;
[[builtin(instance_index)]] iindex: u32,
[[builtin(front_facing)]] y: bool;
[[builtin(frag_depth)]] x: f32;

Compute Shader

device.createShaderModule(..)

Same Bindings (Types)

Simplified High-Level View of Some of the 
Core Components and Connections (for 
WebGPU Graphical Application)

Overview

GPURenderPipeline

GPURenderPipelineDescriptor

GPUFragmentState

GPUVertexState

GPUPipelineLayout

GPUPrimitiveState

GPUDepthStencilState

GPUTextureDescriptor

GPUTextureDescriptor

GPUBufferDescriptor

GPUBindGroupLayoutDescriptor

GPUBindGroupDescriptor

GPUShaderModuleDescriptor

GPUShaderModuleDescriptor

GPUPrimitiveTopology

GPUCullMode

GPUFrontFace

GPUIndexFormat

GPURenderPipeline

GPUBuffer

GPUBuffer

GPUBindGroupLayout

GPUBindGroup

GPUTextureView

GPUTexture

GPUSampler

webgpu.xbdev.net

GPUAdapter

GPUDevice

GPUDeviceDescriptor

GPUBindGroupLayoutEntry

GPUBindGroupLayoutEntry
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GPUBindGroupEntry

GPUBindGroupEntry

GPUBindGroupEntry

GPUSize64

GPUBufferUsageFlags

canvas.getContext('webgpu')

Context

context.configure(…)

device
format
size
usage

GPUCanvasContext

GPUCanvasConfiguration

GPUTextureFormat

GPUDevice

GPUExtent3D

GPUTextureUsageFlags

GPUCommandEncoder

GPURenderPassDescriptor

GPUBuffer

GPUBindGroup

GPUSize32 

GPURenderPassEncoder

GPURenderPassDescriptor

depthStencilAttachment

colorAttachments[]

GPURenderPassDepthStencilAttachment

GPURenderPassColorAttachment
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