Lecture 6 Summery

Object Behavior:

· State Independent

Objects Communication: Object Diagram/Interaction Diagram 

· State Dependent
Object States: Statecharts

Statecharts
A statechart models a state-dependent object. At any time, object is in one active state.
Notations:

State : 
[image: image1]

Active state: only one at a time
Transition: 
A move that cause an object to move from one state to another.
Trigger/Event:


Events that cause transitions to fire.
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Initial State: 
[image: image3]

First active state when the object created or initialized.

(1) Has no incoming transition.

(2) No event should be written on the only outgoing transition.
Final State:
[image: image4]

State when an object is destroyed, switched off or stopping responding.

(1) Has no outgoing events.

(2) Composite state - > final state

Guard Conditions: Trigger [guard_condition]

A way to help remove non-deterministic. 


Evaluation:



1 event is detected ( check the GC ( fire if true



2 event is detected ( all GC are false ( event ignored


3 event is detected ( more than one GC are true ( non-deterministic

Action: Trigger [guard_condition] /action

What an object does in response to a particular event.

Entry /action


Exit /action

(1) Short and self-contained processing
(2) Use no time

(3) Cannot be interrupted by events

Activity: 
Do /activity

What an object performs within a state.

(1) Performed during a state.
(2) Has duration

(3) Can be interrupted by events.

Completion Transition:


When an activity complete uninterrupted, it can trigger a completion transition


Has no event labels; may have GC to distinguish different CT.

Internal Transition: (inside of the state)

Transitions that leave the object in the same state.


Entry and exit actions are not trigger.

Composite State:


Like a simple state: action and activity (optional)

Like a mini-statechart: initial and final state (optional)


Transitions from boundary or substates are different.

History State:


Used together with composite state to remember last active substate. 

If no, default substate is stored in history state.

Time Events: after(t)


User an auto-stated timer to specify the timeout transitions.

Activity States:


A state that the object is performing some internal processing, which often cannot be interrupted by external events and hence lead to completion transition.
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a. Initialize, Load

b. Initialize, Load, Play, Stop

c. Initialize, Load, Play, Pause, Play

d. Initialize, Play, Stop, Load

e. Initialize, Load, Pause, Play

2.  Redraw the statechart given below, removing all the composite states and replacing all transitions to and from the composite states with equivalent transitions between the remaining states.
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