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No recompilation

MESH Compaction without
Relocation!

No code changes

(LD_PRELOAD)



17% heap size reduction 
< 1% performance overhead



no compaction
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Pages are meshable when they: 

• Hold objects of the same size class 
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Mesh uses randomization to 
ensure live objects are uniformly 

distributed



Impact of randomized allocation

0

100

200

300

0 1 2 3
Time Since Program Start (seconds)

R
SS

 (M
iB

)

Mesh Mesh (no rand)



How does Mesh efficiently randomize allocation?



Random probing:

while true: 
  if rand_off().is_free: 
    return rand_off
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Q: Python: bytes in empty dict?
A: 240
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• Mesh = compaction for free!
• integrated GC + Mesh
• vectorized Mesh operations

GC, but no / partial compaction
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