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Figure 13.1 The interaction of use cases through objects 
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Figure 13.2 The primary inputs and outputs of design 
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Figure 13.6 An object lifeline 
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Figure 13.7 Locus of control bar on a lifeline 
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Figure 13.8 Initiating locus of control 
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Figure 13.9 Showing an object creating another object 



08/02/2013 

4 

Software Development with UML – Copyright Ken Lunn 2003 

Figure 13.10 One object destroying another 
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Figure 13.11 An object calling itself 
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Figure 13.12 Iteration on a sequence diagram 
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Table 13.6 Message flow notation for sequence diagrams 



08/02/2013 

6 

Software Development with UML – Copyright Ken Lunn 2003 

Figure 13.13 Standard design pattern for interactive systems 
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Figure 13.14 A simpler pattern for simple interactive systems 
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Figure 13.15 A pattern that shows the use of factories to instantiate objects that 

have been stored in a database 
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Figure 13.16 A collaboration diagram 
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Figure 13.17 Pseudo-code to describe invoice printing 
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Figure 13.18 An activity diagram to specify operation logic 
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Figure 13.21 UML notation for a component 
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Figure 13.22 UML notation for an interface class 
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Figure 13.23 An interface class linked to a component, publishing the services of 

the component 
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Figure 13.24 The organization of components to define the overall structure 

of the application 
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Figure 13.25 The workflow for component-based development 
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Figure 13.26 Use of a framework 
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Figure 13.27 A simple pattern to show the typical structure of an order 
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Figure 13.28 Layout of the welcome screen for the Validate Customer use case 
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Figure 13.29 A UML representation of the welcome screen 
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Figure 13.30 The addition of a factory object to create an object from the database 
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Figure 13.31 Class definition for the Validation control class 
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Figure 13.32 The DataFactory class definition. 
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Figure 13.33 Class definition for a customer object 


