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A class represents an entity within the system which models a real-world object.  School, Student and Course are all examples of classes.  A class is made up of attributes and operations.  Often you will see operations referred to as methods.

Attributes:

Attributes define the information that each class knows about itself.  In the example above, each school has a name and an address.  In the UML, attributes are shown in the following format:

 

visibility: name: type = default value

 

The visibility indicates whether the attribute is public (+), private (-), or protected (#).  In Visual Case, you must specify the name and the visibility.  The type and the default value are optional.

 

Attributes are set-up on the Attributes tab of a class's property page.

 

 


 

Mapping Attributes:

To the right of the attribute name, there is a button with ellipses on it.  Use this button to map to another attribute that you've already defined in your project.

 

Operations:

Operations are processes that a class can carry out.  In our example above, the school class has two operations specified: getName and setName.  The getName operation returns the schools name.  The setName operation changes the school's name to the value of the input parameter "name".

 

Operations are set-up on the Operations tab of a class or interface's property page.
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Mapping Operations:

To the right of the operation name, there is a button with ellipses on it.  Use this button to map to another operation that you've already defined in your project.

The class diagram is core to object-oriented design.  It describes the types of objects in the system and the static relationships between them.  

Class:
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A class is a system entity that models a real-world object.  School, Student and Course are all examples of classes.  A class is made up of attributes which define the information that each class knows about itself and operations which are the processes that a class can carry out.  Often you will see operations referred to as methods.

Association, Aggregation and Composition:

The association link indicates that two classes have a relationship: students attend a school, a student takes courses.  Aggregation and composition are links between classes that allow you to indicate that one class belongs to another.

 

An instance is a specific occurrence of a class.  For a class called Person, sample instances are "Mary Smith" and "John Black".
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This help is only intended to be an introduction to some of the concepts of the Unified Modeling Language[image: image3.png]


.  Mostly, our help system deals with using the UML tools provided with Visual Case.  If you are unfamiliar with the UML or you would like to learn more, the Internet is an excellent source and we can recommend several good texts [image: image4.png]


on the subject.
 

UML[image: image5.png]


 - Unified Modeling Language

 

The UML is a complete language that is used to design, visualize, construct and document systems.  It is largely based on the object-oriented paradigm and is an essential tool for developing robust and maintainable software systems.

 

Visual Case includes eight powerful UML Diagrams.  Objects that you've defined can be displayed on multiple diagrams, and many objects can be exploded (or decomposed) into new diagrams.

 

 

	  UML Diagrams in Visual Case
 


	Use Case Diagram
	The Use Case Diagram describes the system functionality as a set of Use Cases which represent discrete tasks.  Actors interact with the system to complete the tasks.
 

	Class Diagram
	The Class Diagram describes the structure of the software system.  This is the core diagram for object-oriented design. 

 

	Sequence Diagram
	The Sequence Diagram describes messages exchanged between classes to accomplish tasks.
 

	Collaboration Diagram
	The Collaboration Diagram describes interactions between classes and associations.
 

	State Diagram
	State Diagrams model the dynamic behaviour of a system by showing the various states that an object can get into and the transitions that occur between the states.
 

	Activity Diagram
	The Activity Diagram describes the activities of a class in response to internal events.
 

	Component Diagram
	The Component Diagram describes the structure and dependencies among software components.
 

	Deployment Diagram
	The Deployment Diagram describes the physical layout of software components.
 


