struct pollfd fds[2];
fds[0].fd = server_fd;
fds[0].events = POLLIN; // Check for incoming data
fds[1].fd = client_fd;
fds[1].events = POLLIN; 
int ret = poll(fds, 2, -1);
if (ret > 0 && (fds[0].revents & POLLIN)) {
   read(…)
    //Thing1
}
if (ret > 0 && (fds[1].revents & POLLIN)) {
    read(…)
    //Thing2
}
1) What would cause the thing1 code to happen?  

2) Suppose there is no data and no events available.  Where would this code stop and wait?
    The poll call                The Thing1 read              The Thing2 read           It would not stop
3) Where should the thing1 read get data from?
         keyboard                screen                 client                      server                 
4) What does the following code print?
int a = 2;
int pid = fork()
if (pid == 0)
    a=1;
cout << a << endl;
5) If you have a normal socket like every server we have written in class ever, and a packet gets lost, what does read return?
    0
   -1
    It retransmits and stuff and you’ll never know a packet was lost
    Lori is wonderful

