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LWJGL Overview
⦿ Lightweight Java Game Library 

https://www.lwjgl.org

⦿ What is LWJGL?
● Java library that enables cross-platform access to popular 

native APIs. Useful
○ for graphics (OpenGL)
○ for audio (OpenAL)
○ for parallel computing (OpenCL)

⦿ It is a high performance, user-friendly wrapper library
⦿ It is designed to create 2D and 3D graphics applications 

coded in Java
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LWJGL Overview

⦿ LWJGL is an enabling technology and provides low-level 
access.

⦿ It is cross platform

⦿ It is not a framework and does not provide 
higher-level utilities than what the native libraries 
expose
● It is not a real game engine

⦿ LWJGL is open source
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⦿ System Requirements
● Java SE Development Kit: version 1.8 or above
● Video Card that supports at least OpenGL version 1.1

⦿ Configure Environment
● PATH and JAVA_HOME environment variables should be 

set:
○ PATH: typically java_install_dir/bin
⦿ E.g.: C:\Program Files\Java\jdk1.8.0_144\bin\

○ JAVA_HOME: java_install_dir
⦿ E.g.: c:\Program Files\Java\jdk1.8.0_144

Installation
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https://www.lwjgl.org/downloadDownload LWJGL
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⦿ LWJGL is organized in modules.
⦿ Each module is packaged as a collection of artifacts 

● where each artifact has the same name but a different 
classifier.

⦿ The artifact name for the LWJGL core module is just 
lwjgl.

⦿ The artifact name for a binding module is 

lwjgl-<binding>
⦿ For example the OpenGL module is

Lwjgl-opengl
⦿ You only need to download the modules that are 

needed for your project.

LWJGL modules
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Setup LWJGL in Eclipse...
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⦿ Create a new folder named lib in the project folder

⦿ Copy the (proper) files into the lib folder:
● Example in case of Windows 64 bit:

○ lwjgl-glfw.jar
○ lwjgl-jemalloc-natives-windows.jar
○ lwjgl-jemalloc.jar
○ lwjgl-natives-windows.jar
○ lwjgl-opengl-natives-windows.jar
○ lwjgl-opengl.jar
○ lwjgl-stb-natives-windows.jar
○ lwjgl-stb.jar
○ lwjgl.jar

LWJGL external libraries
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⦿ To make all .jar files available to other projects
● Go to main menu, select Window > Preferences

⦿ In preferences window:
● in the drop down menu on the left hand side, follow the 

hierarchy- Java → Build Path → User Libraries.
● Click on “New…” button.
● It opens up a dialog box. Enter the library name. E.g.: 

LWJGL3
● Add jar files using button “Add External JARs...”.

● It creates a new user library named LWJGL3

Jogl in Eclipse
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⦿ We can start developing OpenGL based 
applications !

LWJGL in Eclipse
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Create a Hello World LWJGL 
application...
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⦿ 1) Create a new package

Step 1
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● E.g.: com.lwjgl.demo

Step 2
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● Create a new class

Step 3

18



● E.g.: LWJGLHelloWorld

Step 4
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⦿ Get sample your first sample code from 
LWJGL website:

https://www.lwjgl.org/guide

Step 5
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⦿ Copy the code into your class, replace class 
name and run
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