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–– You cannot put a breakpoint on an OpenGL functionYou cannot put a breakpoint on an OpenGL function
–– You cannot watch OpenGL state variable valuesYou cannot watch OpenGL state variable values
–– You cannot view allocated graphic objectsYou cannot view allocated graphic objects
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–– Lets you watch OpenGL state variable valuesLets you watch OpenGL state variable values
–– Lets you put a breakpoint on an OpenGL functionLets you put a breakpoint on an OpenGL function
–– Lets you view allocated objectsLets you view allocated objects
–– Breaks automatically when an OpenGL error occursBreaks automatically when an OpenGL error occurs
–– View the application call stack and source code when View the application call stack and source code when 

the application breaksthe application breaks
–– Displays the OpenGL calls logDisplays the OpenGL calls log
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–– Break the application run when the Break the application run when the 
relevant object is being renderedrelevant object is being rendered

–– Watch the values of the state variable Watch the values of the state variable 
associated with the described problemassociated with the described problem
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–– Break the application run when things are okBreak the application run when things are ok
–– Take a snapshot of the entire state machineTake a snapshot of the entire state machine
–– Break the application run when things go wrongBreak the application run when things go wrong
–– Take another snapshot of the state machineTake another snapshot of the state machine
–– Compare the two snapshotsCompare the two snapshots
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GLenum openGLError = glGetError();
if (openGLError != GL_NO_ERROR)
{

assert(0);
}
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–– GL_POINTGL_POINT
–– GL_LINEGL_LINE
–– GL_FILL GL_FILL 
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Application Driver Geometric
Operations

Texture
Memory

Raster
Operations

Main 
Memory

Runs on CPU Runs on GPU

Frame 
Buffer
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–– OpenGL function calls statistics: calls OpenGL function calls statistics: calls 

counters, spent time counters, etccounters, spent time counters, etc
–– Track allocated OpenGL resourcesTrack allocated OpenGL resources
–– Rendered primitive statisticsRendered primitive statistics
–– Primitive draw Batch sizesPrimitive draw Batch sizes
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