PS4 Graphics APIs & Shader APIs

Graphics API Graphics Programing General Purpose Programing
["Wrapper" API ) /SJ' aders PlavStation Shader L (PSSL) \ /(?:?Jrl?p;}gported by PlayStation Shader Language\
_ : - -Uses new PlayStation Shader Language -
szrsiﬁg?géegfﬁgxg and OpenGL without | _'cp better utilization of the low-level hardware (PSSL) _ _
ZProduction viable — mostly just pass— than existing shader languages -Asynchronous, fine-grained compute that runs
through to low level API -Very similar to HLSL _ simultaneously with graphics
“Full source code is provided -Allows features beyond DirectX 11 and OpenGL -Allows features beyond DirextX and OpenCL
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—Builds draw, dispatch, and command
buffers to feed to the GPU A bler Level A bler Level
—Much lower level than DirecX and OpenGL, Saanlliac S Sl lig S
but not quite driver level
—Similar to PS3 and PS Vita graphics
libraries (S /N /
—Enhanced performance by bypassing costly
(DirectX limitations and bottlenecks y
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