
Subject: Re: Map implementation
Posted by mirek on Wed, 17 Apr 2019 16:39:05 GMT
View Forum Message <> Reply to Message

Novo wrote on Wed, 17 April 2019 16:13mirek wrote on Wed, 17 April 2019 02:54
Well, nothing surprising there, right?

Yes, but ...

$ ./test_ht_perf 
Mem used: 78128 Kb
Index<int> Add: 7.035
Index<int> Unlink: 12.272
Mem used: 2592740 Kb
Mem used after Sweep: 3800292 Kb
Mem used: 3769040 Kb
std::set<int> insert: 7.381
std::set<int> erase: 4.296
Mem used: 7603920 Kb

	if (true) {
		Vector<Index<int> > v;
		v.SetCount(v_num);
		const int isize = 100;
		Cout() << "Mem used: " << MemoryUsedKb() - curMU << " Kb" << EOL;
		TimeStop ts;
		for (int i = 0; i < isize; ++i) {
			const int jsize = v_num;
			for (int j = 0; j < jsize; ++j)
				v[j].Add(i);
		}
		Cout() << "Index<int> Add: " << ts.ToString() << EOL;
		ts.Reset();
		for (int i = 0; i < isize; ++i) {
			const int jsize = v_num;
			for (int j = 0; j < jsize; ++j)
				v[j].UnlinkKey(i);
		}
		Cout() << "Index<int> Unlink: " << ts.ToString() << EOL;
		Cout() << "Mem used: " << MemoryUsedKb() - curMU << " Kb" << EOL;
		const int jsize = v_num;
		for (int j = 0; j < jsize; ++j)
			v[j].Sweep();
		Cout() << "Mem used after Sweep: " << MemoryUsedKb() - curMU << " Kb" << EOL;
	}
	
	if (true) {
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		std::set<int>* v;
		v = new std::set<int>[v_num];
		const int isize = 100;
		Cout() << "Mem used: " << MemoryUsedKb() - curMU << " Kb" << EOL;
		TimeStop ts;
		for (int i = 0; i < isize; ++i) {
			const int jsize = v_num;
			for (int j = 0; j < jsize; ++j)
				v[j].insert(i);
		}
		Cout() << "std::set<int> insert: " << ts.ToString() << EOL;
		ts.Reset();
		for (int i = 0; i < isize; ++i) {
			const int jsize = v_num;
			for (int j = 0; j < jsize; ++j)
				v[j].erase(i);
		}
		Cout() << "std::set<int> erase: " << ts.ToString() << EOL;
		Cout() << "Mem used: " << MemoryUsedKb() - curMU << " Kb" << EOL;
	}

Project is attached.

std::set<int> erase is three times faster than Index<int> Unlink.
After calling Index::Sweep even more memory is used. I guess this is a problem with the allocator.
And Index invalidates pointers.
So ...

Cool intresting catch.

Took me a while digging into the memory issue and it is really interesting - it looks like the
problem is in this line

Quote:
void HashBase::FinishIndex()
{
	int q = link.GetCount();
	link.Reserve(hash.GetAlloc()); <==== HERE
	link.AddN(hash.GetCount() - q);
	for(int i = q; i < hash.GetCount(); i++)
		LinkTo(i, link[i], hash[i] & UNSIGNED_HIBIT ? unlinked : Mapi(i));
}

If you comment it out, all works fine. The reason is that at that point, 'overreservation' of link in this
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particular leads to going from small blocks to large ones. Those small ones then are left free for
further use, which in this example never materializes.

I will definitely keep this scenario for testing with the new Index... That said, this really is not likely
to happen in real app.

Going to look into Unlink issue now.
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