Chapter 7
1- What is?
         1- poll: A coordinator asks each station in the network if needs to send the message and usually use this for satellite network.

         2- Token: The station which has token can send a message and use in Token Ring and Token Bus.

2- What are types of Protocol and where we use?

         1- Aloha

         2- CSMA

         3- CSMA/CD

          And we use in Ethernet.

3-what is the different between Contention and Collision?
        The Contention is mean that, we have multiple user and the entire user share a common channel and possible to use at the same time which lead to a collision.

           The Collision is meaning that, it will happen when two or more user use at the same channel at the same time.

4- Why do we have Contention and gives one example of Contention?

                           For Medium Sharing

                      The Example is Human Communication

5- What are the advantages of Non-Contention Access?
        1- Dedicated lines

        2- Multiplexing

6- Describe Aloha System?

        Aloha System use a packet radio system Techniques to transmit data between the islands and Remote sites use the same frequency for transmission.

7- What are the advantages of Central station in Aloha System?

         1- Save Time

         2- Save Collision 

8- Describe Aloha Protocol (Pure Aloha)?
          Establish a communication among the islands using a packets radio system. It means that, when the central station receive a packets, it will sends acknowledgement to the sender and if the sender receive that acknowledgement, he or she will know that the receiver receive that data and if the sender not receive that acknowledgment he or she re-transmit again.
9- What is CSMA?

          CSMA is standing for Carrier Sense Multiple Access. And there is two types of CSMA one is called P-Persistent and the other is Non-Presistent.The first is P-Persistent. The concept is that, the protocol describe simply. If a device has a frame to send it will follow two steps:

          1- Listen to the medium for any activity

          2- If there is no activities transmit, otherwise wait.

 10- Does CSMA eliminate collision?

          It will eliminate some, but not all.

11- What is P means in CSMA?

       It means the probability that a station will transmit after the medium becomes quirt. 
12- What is the case of P?

        1- If P=0 we call it 0-Persistent CSMA and it means that always wait for one time slot 
       2- P=1 we call it 1-Persistent and it means that always transmit when the medium is quiet. And the 
13- Comparing between P-Persistent and Non-Persistent?

	Non-Persistent 
	P-Persistent 
	Comparing 

	The method is the station does not continue monitoring the medium when its waiting and wait one time slot and again check for activity if it's free transmit otherwise wait another time slot.
	The method of this is listen to the medium for any activity if there is no activity transmit, otherwise continue to monitor the medium
	Method 

	Collision still problem when devices detect a quiet medium at the same time
	Collision is still happening because maybe they send at the same time and medium is free.
	Collision

	1- waste of time if free

2- makes delayed 
	
	Disadvantages 

	No
	Yes 
	Continue to Monitoring 


14- What is CSMA/CD?
          It stands for Carrier Sense Multiple Access with Collision Detection. Typically, used with one of the Persistence Algorithm. If:
         1- Medium is busy, the device wait per the persistence algorithm

         2- Medium is quit, the device transmit the frame and continues to listen

         3- The device detects a collision it will stop immediately transmitting and sends a jamming signal.

15- What is BEBA?
        It stands for Binary Exponential Backoff Algorithm. It works in the following way:

            1- If a device's frame collides for the first time wait 0 or 1 time slot before trying again.

            2- If a collided a second time wait 0, 1, 2 or 3 slots 
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            3- After a third collision wait anywhere from 0 to 7 slots

            4- in general, after (n) collision wait anywhere from 2n -1slots if 
And if n>10 wait between 0 and 1024(210) slots 

            5- After 16 collision, gives up. There is probably an error somewhere and failure   to transmit the frame and reported to network administrators. 

16- How to calculate minimum frame size that you require?

                       MF= ((2*L)/P)*B

                               P= Propagation Rate

                               L= Long Distance
                               B= Bit Rate 
� EMBED Equation.3  ���
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