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Attribute details:
visibility / name:typ[multiplicity]=initial value{property=value}
Operation details (parameter details are equal to attribute details):
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package: ~

Software Analysis::Software Requirements Analysis
 Use Case Diagram: software context, functional requirements, interactions with external 

elements
 Sequence Diagram: scenarios based on actors  
Software Analysis::Software Architecture Analysis
 Package Diagram: software layer model, software subsystem model, interfaces and 

interface operations
 Sequence Diagram: scenarios based on interfaces and interface operations
Software Analysis::Software Object Analysis
 Class Diagram: class models within software subsystems, realization and use of  

interfaces
 Object Diagram / Composite Structure Diagram: object instantiation model
 Activity / State Machine Diagram: class and operation behavior models
 Sequence Diagram: scenarios based on objects and operations / events 
Software Design::Software Architecture Design
 Communication Diagram: operating system mechanism (threads, processes, … ) model
 Refining existing diagrams, hardware target adaptation
Software Design::Software Subsystem Design
 Refining existing diagrams, software subsystem based
Software Design::Class Design
 Refining existing diagrams, class based
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Typical package stereotypes:
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