
Summary Notation:
Sequence Diagrams

Object

An instance of a class involved in the interaction

Lifeline

The life of the object, time passes top to bottom

Procedural Message

Operation call from another object to this one

Object Creation

<< create >> keyword, object placed at vertical position of creation

Return

Optional, to show an explicit return from a procedural message

Interaction Frame - Loop

Loop keyword to repeat messages, number of repetitions indicated by a condition

Alt keyword for alternative messages based on two or more conditions

Interaction Frame - Conditional

object : Class

: Class 1

: New Class

loop

op 1 ( )

Internal Message

A message passed from an object to itself

Asynchronous Message

Event, signal or call from a separate thread of execution

op 2 ( )

<< create >>

<< destroy >>

Object Destruction

<< destroy >> keyword, object lifeline stops

[ for each object ]

alt [ condition 1 ]

[ condition 2 ]
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Opt keyword for optional messages based on a condition


