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&x; [/ 124
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int *xp = &x;
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Stack vs. Heap

Stack Heap

Predefined size ~2MB No predefined size, substantially larger

Scope based resource management Memory allocations are slower with

. inconsistent speed
Memory allocations are fast

Supports large memory allocations

Allocation flexibility (e.g. dynamic data
structures)

A lot of STL containers use heap

Dynamic memory allocation (at runtime)
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Stack pointer
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mov DWORD PTR [rbp-4], 5 @

CPU
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# <iostream>
# <gameengine>

Enemy *loadEnemy()

{
Enemy Enemy() ;

(*en).power = random_power();

°
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main()
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( )
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(gameover)

°
)
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Why Overload new and delete Operators?

Embedded
systems

O=2R
=

Handle exceptions

lo=
[ ]

Preallocating
memory

Reuse or
re-allocate memory

—
—

—
—
—
—

Multiple overloads

N\
0BJ

Restrict overloads
to specific classes



sSummary



Up Next:
Using Pointers to Access Array Elements



