
 
 
  
 
 
 
 
 
 
 
 
 
 
 
 
 
  
 
 
 
 
 

 
 
 
 
 
 
  
 
 
  
 
 
 
 
 
 
 
  

DinerDinerDinerDiner    

GuestGuestGuestGuest    

Check out 

Have meal 

Handle payment 

«include» 

«include» 

Call Mgr 

«extend» 
[if problem] 

 

Pay by cash Pay by card 

BankBankBankBank    

Hotel Mgt SystemHotel Mgt SystemHotel Mgt SystemHotel Mgt System    

actor 

(secondary) 

system 

boundary 

association 

abstract use 

case 

extend dependency 

with condition 

include 

dependency 

base 

inclusion base 

extension 

parent 

(generalisation) 

child 

(specialisation) 

Use case dUse case dUse case dUse case diagramiagramiagramiagram    

actor 

(primary) 

use case 
generalisation 

PlotterPlotterPlotterPlotter    

+ Trigonometrics 

+ Arithmetics 
+ Geometrics 
 – Rounding 
 

TrigTrigTrigTrig    

PlannerPlannerPlannerPlanner    

+ + + + VectVectVectVectororororAdderAdderAdderAdder    

 
–––– PolarCoord PolarCoord PolarCoord PolarCoord    

VectorVectorVectorVector    

«import» 

Package dPackage dPackage dPackage diagramiagramiagramiagram    

package 

name 

dependency 

import 

dependency 

package 

content 

(public) 

package 

content 

(private) 

ScenarioScenarioScenarioScenario                SeSeSeSequence dquence dquence dquence diagramiagramiagramiagram            Communication DiagramCommunication DiagramCommunication DiagramCommunication Diagram    
                (formerly collaboration diagram) 

 

 
 
Obj1 says this to obj2    1:this() 

Obj2 says that to obj1    that 

Obj1 asks obj2 to do something    2:do something() 

Obj2 creates third object           2.1:create() 

Obj2 asks third object to help     2.2:help() 

Third object checks itself                    2.2.1:check() 

Third object says ‘ok!’ to obj2     ok! 

Obj2 destroys third object     2.3:die! 

Obj2 says ‘finished!’ to obj1             finished! 

 

obj1obj1obj1obj1    obj2:ClassBobj2:ClassBobj2:ClassBobj2:ClassB    

:ClassC:ClassC:ClassC:ClassC    

XXXX    

obj1obj1obj1obj1    

obj2:ClassBobj2:ClassBobj2:ClassBobj2:ClassB    

:ClassC:ClassC:ClassC:ClassC    

1:that:=this() 
2:finished:=do something!() 

2.1:create() 
2.2:ok:=help() 
2.3:die!() 

2.2.1:check() 

object 

timeline 

return (dashed 

arrow) 

focus of 

control region 

synchronous 

call (full arrow) 

asynchronous call 

(half arrow) 

object 

destruction 

message 

 to self 

simple event 

(stick arrow) 

message (with 

sequence number) 

link 

message 

 to self 

messages 

(with reply) 

direction of 

message 

unclassified 

object 

anonymous 

object 
event 

subject  –  verb  –  object 

object 

creation 

anonymous object 

unclassified object 

 0..* 

Abstract ClassAbstract ClassAbstract ClassAbstract Class    
    
abstractOp() 

ActiveActiveActiveActive Class Class Class Class    

AssociationAssociationAssociationAssociation    
ClassClassClassClass    

AnotherAnotherAnotherAnother Class Class Class Class    

«stereotype» 

ClassClassClassClass 

–  privateAttribute : type = default value {constraint} 
–  class-onlyAttribute 

 
+ publicOperation(arg1:type=default,… ):return type 
–  privateOperation( ) 
# protectedOperation( ) 
+ class-onlyOperation() 

Responsibilities [optional]:  summarise purpose and 
intent of class 

association name 

role2 

role1 

0..1 

0..1 

* 

m..n 

AnotherAnotherAnotherAnother Class Class Class Class    

* * 

1 
0,4..8 

* 0..1 {ordered} 

Interface 

containment 

aggregation 

generalisation 

superclass 

subclass 

whole 
part 

multiplicity 

association 
multiplicity 

with constraint 

reflexive 

association 

object:Classobject:Classobject:Classobject:Class    

attribute = valueattribute = valueattribute = valueattribute = value    

object with attribute 

cardinality 

association 

with direction 

Class dClass dClass dClass diagramiagramiagramiagram    

listen read sleeve 

choose CD 

hear 
another? 

[ yes ] 

[ no ] 

Activity diagramActivity diagramActivity diagramActivity diagram    

guard condition 

final state 

(postcondition) 

initial state 

(precondition) 

activity 

synchronisation 

bars 

split/merge 

decision 

transition 

state 
 

entry/action 
do/activity 
event/action 
exit/action 

newState event(args) [ guard ]/action 

State diagramState diagramState diagramState diagram    

initial state 

(object 

construction) 
transition final state 

(object 

destruction) 

self transition 

This is a notenotenotenote, used to contain additional 
information. It can be free-floating, or it can 
be anchored to one or more diagram 
elements with a dotted line. Notes can be 
used on any UML diagram type. 

 

UUMMLL  QQuuiicckk  RReeffeerreennccee  GGuuiiddee  

©Tecademy 

ProcessorProcessorProcessorProcessor    

DeviceDeviceDeviceDevice    

Deployment diagramDeployment diagramDeployment diagramDeployment diagram    

Process1 
Process2 
… 

connection 

* 

0..1 

node 
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