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gameAlpha = gameAlpha.convertTo(fsai::ColorSpace::RGBA);

fsai::Model newModel{modelPath};

auto shape :Shape = fsai::Shape::createMatrix(1 /+batch, one webcamAlpl
tensorInputChannels);

auto webcanTexture :Tedure = engine.createTexture(webcanAlpha) ;

auto buffer :Buffer = engine.createBufferFromTexture(

webcanTexture, fsai::BufferType::float32, fsai::BufferLayout::RGEP
fsai::OutputRange<float>(0.0F, 1.0F), fsai::Transforn::resize(tens:
auto tensor = fsai::Tensor("input_1", shape, buffer);

/1 Inference
fsai::Session newSession(newModel, engine);

newsession. run(tensor) ;

helper::Chrono inference;
avto inferenceResult
auto inferenceMs
inferencells += *

= newSession.run(tensor);
= inference.stop();

inferenceMs += engine.getAdapter().getDescription();



' Raven Al Engine

Raven is our in-house Al engine designed for real-time multimedia
workflows, combining high-throughput Al inference with
graphics-native processing.

It gives full control over the entire GPU pipeline, from memory
allocation to execution, allowing for deep customization across
hardware and environments. D
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https://drive.google.com/file/d/1oj17vujfs2-XzLaCYNa2DXhOMB8NrSgz/view?usp=sharing

' Full GPU-Driven Al pipeline

Conventional Al pipeline
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