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STATE TABLE

malloc
#3215 |

2z

10

CONFLICT TABLE

1do

1d8

2c0 | -1







FUNCTION ProfileGuidedMalloc(Input Size){
IF (Input Size > Cache Size / 4){
RETURN Result From Standard Allocation;
}ELSE{
WHILE(1){
Victim := Address of Next Available Block;
IF (Wilderness Block reached)
break;
IF (Victim Has No Conflict in Conflict Table
return Victim;

/I If we get here, we are in the Wilderness Blo

Victim := Top of Wilderness Block;

WHILE (Victim Has a Conflict in the Conflict T
Victim := Victim + Cache Line Size;

}

Return Victim;















