Testovania scenara true pre debug taktiku bez
logov

Pociatocny stav bez pridaného a zapnutého Jima:

1. Heap memory:
e 15 MB alokovanej
e 4 MB vyuZitej
2. Non - Heap memory
e 15 MB alokovanej
e 14,6 MB vyuZitej
3. Garbage collection
e 1/s
4. Garbage collection pauses
e striedanie Oms s 14ms
5. Classes
e 2693 naditanych
6. Object allocation recording
e 60K/s
7. CPU usage telemetry
e CPUTIME user + kernel 10-15% cca
e CPUTIME kernel 4-7% cca
e Time spenton GCO0-1%
8. Threads
e 16 threadov z toho 11 daemon
e hodnota state sa nepredvidatelne menila (blocked, waiting, waiting in native,

runnable)



Stav pocas spustenej taktiky:

1. Heap memory:
e 15 MB alokovanej
e 11 MB vyuzitej
2. Non - Heap memory
e 17 MB alokovanej
e 16,1 MB vyuzitej
3. Garbage collection
e 15/s
4. Garbage collection pauses
e priemer 4-7 ms s maximalnymi hodnotami az po 41 ms
5. Classes
e 2909 naditanych
6. Object allocation recording
e 200-250K/s
7. CPU usage telemetry
e CPUTIME user + kernel 40-65% cca
e CPUTIME kernel 5-11% cca
e Time spent on GC 4-9%
8. Threads
e 18 threadov z toho 12 daemon
e hodnota state sa nepredvidatelne menila (blocked, waiting, waiting in native,

runnable)

Zistit o je
e used eden space
e used survivor space
e used tenured gen
e used perm gen

e use code cahe



Hodnoty memory pre class:

Obr.1: Hodnoty memory pre jednotlivé classy
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Tab.1: Hodnoty memory pre jednu jednotku classy

CPU hodnoty pre metddy:
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Obr.2: CPU vytazenie jednotlivych metod
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