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e Initial State
Start of an object lifecycle when the object is first created

State

/ A time in the life of an object during which it... satisfies some
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condition, waits for some event or performs some action

Transition
/ Determines the valid progressions from one state to another
Event
/ An occurrence that can trigger a transition

event (parameters) [condition]

Guard Condition
A boolean expression that governs whether a transition will fire or not

Entry Behaviour
Behaviour executed immediately upon entering a state

State 2

R

Do Behaviour
A cyclic or linear behaviour that takes a period time and is
executed after any entry and while the object remains in this state

entry / behaviour
do / behaviour
exit / behaviour Exit Behaviour

Behaviour executed just prior to leaving a state

Behaviour
/ Behaviour performed by the object during the transition in response to an event
event 2 / behaviour
End State

@ / The end of an object lifecycle when the object is destroyed

Superstate / Substates
States nested within a state. All transitions from the superstate apply to all substates

Superstate

|~ History Symbol
@/ Transition back to the previous substate
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Concurrent States

States that can occur simultaneously shown in different regions of the superstate
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