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1.1 Getting started

This user guide will serve as an introduction to the Enterprise Architect Import plugin features and
functionality. It also shows how to use it to work with your modeling tools.

Related pages

1.1.1 Introduction

MagicDraw has the functionality to import UML models that conform to various XMl versions (including
XMI 2.1) from Sparx Systems Enterprise Architect (EA), a modeling and visualization tool based on the
UML 2.3 standard. EA has the ability to import and export XMI compliant models; therefore, you can
use EA to import UML2.1(XMI2.1). However, the XMI models exported from EA contain some XMl
conflicts and EA-specific data that do not conform to the UML standards.

Enterprise Architect Import Plugin for MagicDraw allows you to migrate the XMI models from EA to
MagicDraw flawlessly by using an additional transformation process with a set of mapping rules.

The main purpose of Enterprise Architect Import Plugin is to help MagicDraw users who need to import
models from EA manage the conflicts that can cause problems during loading the XMI models to
MagicDraw, as well as transforming some EA-specific data into UML elements with stereotypes.

In addition to the ability to import model elements, the plugin also allows for the import of diagrams.
The current plugin version supports:

+ Class diagrams

+ Package diagrams

+ Object diagrams

+ Component diagrams

+ Deployment diagrams

+ Use Case diagrams

+ Activity diagrams

+ Sequence diagrams

+ Communication diagrams

+ StateMachine diagrams

« CompositeStructure diagrams
* InteractionOverview diagrams

Copyright © 2017 No Magic, Inc. 4



Related pages

Plugin information (see page 5)

Installation (see page 6)

1.1.2 Plugin information

Enterprise Architect Import Plugin for MagicDraw supports Enterprise Architect Versions 7.1, 7.5, and
8.0 (most of the testing procedures performed on EA 7.1.833 and EA 7.5.847). The plugin helps you
import and transform an EA exported XMl using the UML2.1(XMI2.1) option into a MagicDraw file
(*.mdxml).

Your imported models will include the following details:

« UML models
+ Profiles
+ Stereotype usage information
+ EA-specific data:
+ Constraints
* Requirements
* Scenarios
* Files
+ Requirements (External)
+ Changes
* Issues

+ Diagram information
+ Class diagrams
+ Package diagrams
* Object diagrams
+ Component diagrams
+ Deployment diagrams
+ Use Case diagrams
* Activity diagrams
+ Sequence diagrams
+ Communication diagrams
+ StateMachine diagrams
« CompositeStructure diagrams
* InteractionOverview diagrams

+ SysML (SysML 1.1 model from EA will be transformed to MagicDraw SysML.)

Related pages

Introduction (see page 4)

Installation (see page 6)
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1.1.3 Installation

The Enterprise Architect Import plugin comes bundled with your modeling tool. When you install the
tool, the plugin is automatically installed as well.

Related pages

Introduction (see page 4)

Plugin information (see page 5)

1.2 Working with Enterprise Architect Import Plugin

The Enterprise Architect Import (EA) plugin will automatically load when you start MagicDraw. You can
use it to import UML 2.1 XMI 2.1 to your modeling tool.

BZ] Import Enterprise Architect File

Input and Output
EA exported ¥MI: UML 2, 1{XMI 2. 1)
C:\UsersiUser\DesktopMD 185 samplesidiagrams\activity diagram.mdzip

MagicDraw output file name (*.mdxml)
C:\UsersiUserDesktop'EA_files\EA. mdxml

Conversion Options
[] Switch aggregation side (Recommend for XMI exported from EA 7. 1)
[ Exdlude EA spedific data
|:| Open project after conversion

Generate conversion log

Warning: This option will slow down the conversion process.

Import H Close H Help ]

1.2.1 Using the Enterprise Architect Import plugin to import files.

The following table describes the Ul components of the Import Enterprise Architect Files dialog.
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Ul component Function

EA exported XMI: UML 2.1

(XMI2.1) To specify an EA exported XMl file. You can click l_l to select the

file.

MagicDraw output filename To specify a MagicDraw output filename. You can click l_l to

*

(*:mdxmi) select the file.

Switch aggregation side To configure the aggregation switch-side. This option is
recommended for XMl files exported from EA 7.1.

Exclude EA specific data To exclude all EA-specific data from being imported (see
Transforming EA Specific Data (see page 11) to see a list of EA specific-
data that can be transformed into UML elements with stereotypes).

Open project after To load the output project file once the conversion process has

conversion been completed.

Generate conversion log To generate a conversion log and save it in the same folder as the

MagicDraw output file. The same conversion information will also
be displayed on the MagicDraw messages window.

To open the Import Enterprise Architect Files dialog

* On the MagicDraw main menu, click File > Import From > Enterprise Architect UML2.1 XMI2.1
File to open the Import Enterprise Architect Files dialog.

Copyright © 2017 No Magic, Inc. 7



| File | Edit View Layout Diagrams Options Tools Analyze Collaborate Window Help
(0| Mew Project... Ctrl+Shift+N Pl + :Perspective: Software Architect | 3 Create Diag
B Open Project... Ctrl+0 In.d.ex x .
E SaveProject Ctrl+5 5 : 5
IE  Save Project As... i7s - L
(| B | Close Project SF-Jechon =
= Close All Projects R 8
Tools
Open Element from URL AL % 1
Model Execution & Integration... Comman
Use Project » || B Note i
Import Frem r CSV File
Save as Image... UML 2.1/2.5 XMI File
0 | Print... Ctrl+P MagicDraw Mative XML File
& Print Preview MOF XMI File
By Switch Projects » Eclipse UML2 XMI File *
EF 1 CAUs..ms\activity diagram.mdzip Enterprise Architect UML 2.1 XMI 2.1 File
b Requirements Interchange Format (ReglF) File I/\x,
CA ERwin Data Modeler vi.x
System Architect DoDAF 1.5
System Architect 2.0
Rhapsody SysML
-

1.2.2 The Enterprise Architect Import plugin menu.

To import an EA project

1. Either type an EA exported XMl file or click E to select the file.

& Note

Enterprise Architect Import Plugin supports the EA XMl files exported with the option
specified as: XMl Type = UML2.1(XMI 2.1).

2. Either type a MagicDraw output filename or click E to select the file.
3. Select the conversion options.

4. Click to start importing the file.

On this page
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1.2.3 Conversion options

In addition to the options that you have in the Import Enterprise Architect File dialog, several other
conversion options exist in the MagicDraw Environment Options dialog.

-
m Environment Options

Enterprise Architect Import options
Change various Enterprise Architect Import options and configurations.

Q Type here to filter options Enterprise Architect Import
- ] General =8 |l BE e
~difs Diagram B General
?g Browser ) N
o » ) Switch aggregation side (Recommend for X... [] false
- L Composition Inspection Exclude EA ific data |:| fal
- b Collaboration Xelde £A spedinic aa ==
% Update Generate conversion log true
o BB Metwork Open project after conversion [ false
@ Keyboard Bl Activity element mapping
-={F Plugins [l Convert EA WriteVariable Action to AddVariableValueAction
- {2 Resources Convert EA WriteLinkAction to CreatelinkAction
-~ P¥ Path Variables .| Convert EA WriteStructuralFeaturedction to  AddStructuralFeatureValueAction
435 Spelling g
- [ Launchers
- E Experience
- [B] External Tools
- [=] Motifications
@ Code Engineering
-3 Edlipse UML2 XMI
N Fterprise Architect Import
¥ Macros Convert EA WriteVariable Action to
Report Wizard Select the element type that you want to convert WriteVariableAction to.
Reset to Defaults

0K ] [ Cancel ] [ Help ]

The EA options in the Environment Options dialog.

The transformation options are classified into two groups: General and Activity element mapping.

General

The options available in the General group are the same as those in the Import Enterprise Architect
Files dialog.

Copyright © 2017 No Magic, Inc. 9




Activity element mapping option

The Activity element mapping group provides options to convert the EA elements to other element
types. The following table shows the Activity Element Mapping options.

Property name Function

Convert EA To convert EA WriteVariableAction to either AddVariableValueAction
WriteVariableAction to or RemoveVariableValueAction.

Convert EA To convert EA WriteLinkAction to either CreateLinkAction or
WriteLinkAction to DestroyLinkAction.

Convert EA To convert EA WriteStructuralFeatureAction to either
WriteStructuralFeatureActi AddStructuralFeatureValueAction or

onto RemoveStructuralFeatureValueAction.

To view the other Enterprise Architect Import options in the Environment Options dialog

1. Click Options > Environment on the MagicDraw main menu to open the Environment Options
dialog.
2. Select Enterprise Architect Import from the tree menu on the left-hand side of the dialog.

On this page

* General (see page 9)
+ Activity element mapping option (see page 10)

Related page

Conversion options (see page 9)

1.2.4 Conversion messages

The Enterprise Architect Import Plugin consists of a series of XMI conversions. Each conversion will be
reported to the MagicDraw Messages window and also saved to a log file if the Generate conversion
log option is selected.

The conversion log will be saved in the same directory as the MagicDraw output file using the same
name, but with a different .log extension.

Copyright © 2017 No Magic, Inc. 10



() Note

You can open the MagicDraw Messages window by pressing Ctrl + M.

Related page

C (see page 10)0nversion options (see page 9)

1.3 Transforming EA Specific Data

In addition to UML data, each EA-exported XMI contains EA-specific information. The Enterprise
Architect Import Plugin can transform this particular information into UML elements with the
stereotypes applied if you include EA-specific data before importing the XMl file. This data includes:

+ Constraints: name, description, type, weight, and status.

+ Requirements: name, description, type, status, difficulty, priority, and last update.

*+ Scenarios: name, description, type, and weight.

+ Files: file path type.

+ Requirements (External): type, status, difficulty, priority, last update, created, and note.
+ Changes: type, status, difficulty, priority, last update, created, and note.

* Issues: type, status, difficulty, priority, last update, created, and note.

/\ Note

You can access and specify the EA information in the Property dialog in EA.

To include EA-specific data in the transformation process, the plugin creates a set of stereotypes and
tag definitions as the EA Profile.

Copyright © 2017 No Magic, Inc.
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EI@, Ef Profile [EA_Prafile.xml]
Bl Relations

B % Eaactor [Class]

A,

b 3 -base_Class : Class
El-#% EMChange [Class]

- 2 -skatus ¢ Skring
-bype 1 Skring
-difficulky & Skring
-priority ¢ 3kring
-last update : String
-base_Class : Class
-created § Skring
El-«* EMConstraint [Constraint]
- 2 -bype | Skring

- 3 -weight ; 3tring

- b -skatus ¢ Skring

- 3 -base_Conskraint : Conskraink
El-«% EADiagram [Diagram]
- -+ Relations

- 3 -base_Diagram ; Diagram
- 2 -Wersion 1 3kring
El-#% Eflssus [Class]

- 3 -base_Class : Class
-status 1 Skring
-bype 1 Skring
-difficulky + Skring
-priority ¢ 3kring
-last update : String
-created § String
El-+* EaRequirement [Class]
- (3 -base_Class : Class
-name : Skring
-description : Skring
-bype 1 Skring
-status ¢ Skring
-difficulky + Skring
-priority ¢ 3kring
-last update : String
-created § Skring
El-«* EfScenario [Element]
- 3 -base_Element ; Element
- 3 -Mame i skring

- 2 -bype | Skring

- 3 -weight ; 3tring

coooQo0

coooQo0

CoO0Q0Q0

1.3.1 The EA Profile in a treeview.

1.3.2 Constraints

Each EA constraint will be transformed into a UML constraint and <<EAConstraint>> will be applied to
the constraint. The properties of an EA constraint will be mapped either to the properties of a UML

constraint or to the tag values of <<EAConstraint>>. The following table shows the constraint mapping

details.

Copyright © 2017 No Magic, Inc.
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EA MagicDraw

name The name property of a UML constraint.

description EAConstraint::itype tag value.

type EAConstraint::weight tag value.

weight EAConstraint::status tag value.

constraint owner Constrained Element property point to the constraint owner.

1.3.3 Requirements

Each EA requirement will be transformed into a UML Class. Because a requirement cannot be created in
an element that is the owner of a Class in EA, the transformed requirement will be kept in a separate
Package, named EA Requirement. A Realization will then be created from the owner of the
requirement into a transformed requirement. See the following table for details.

EA MagicDraw

name EARequirement ::
description EARequirement :
type EARequirement ::
status EARequirement :
difficulty EARequirement :
priority EARequirement ::
last update EARequirement ::

1.3.4 Scenarios

name tag value
description tag value
type tag value

status tag value
difficulty tag value
priority tag value

name update value

Each EA scenario will be transformed into a UML Comment and <<EAScenario>> will be applied to the
comment. The properties of a scenario will be mapped either to the properties of each UML Comment
or to the tag values of <<EAScenario>>. See the following table for details.

EA MagicDraw

name EAScenario::name tag value
description The Body property of a UML Comment.
type EAScenario :: type tag value

weight EARequirement :: weight tag value

Copyright © 2017 No Magic, Inc. 13



subject An annotated Element property pointing to an EA subject element.

1.3.5 Files

EA can add files to a UML element. The information will be transformed into a Hyperlink in MagicDraw.

EA MagicDraw
Local file File
Web address Webpage.

1.3.6 Requirements (external)

An EA-created Requirement differs from the one you create as an internal element for each element. EA
requirements will appear in the Project Browser and can be pasted on a diagram. Each EA Requirement
will be transformed into a Class and <<EARequirement>> will be applied to the requirement.

EA MagicDraw

type EARequirement :: type tag value
status EARequirement :: status tag value
difficulty EARequirement :: difficulty tag value
priority EARequirement :: priority tag value

last update = EARequirement :: last update value
created EARequirement :: created tag value

note Documentation

1.3.7 Changes

EA can create a Change and will export it as a Class. The Class information will be transformed into the
<<EAChange>> tag values. See the following table for details.

EA MagicDraw
type EAChange :: type tag value
status EAChange :: status tag value

difficulty EAChange : difficulty tag value
priority EAChange :: priority tag value

last update = EAChange :: last update value

Copyright © 2017 No Magic, Inc. 14



created EAChange :: created tag value

note Documentation

1.3.8 Issues

EA can create an Issue and will export it as a Class. The Issue information will be transformed into the
<<EAlssue>> tag values. See the following table for details.

EA MagicDraw

type EAlssue :: type tag value
status EAlssue :: status tag value
difficulty EAlssue : difficulty tag value
priority EAlssue :: priority tag value

last update  EAlssue :: last update value

created EAlssue :: created tag value
note Documentation
On this page

+ Constraints (see page 12)

* Requirements (see page 13)

* Scenarios (see page 13)

* Files (see page 14)

* Requirements (external) (see page 14)
+ Changes (see page 14)

* Issues (see page 15)

1.4 Importing Diagrams

Enterprise Architect Import Plugin allows you to import diagrams. The imported diagram information
includes:

* Geometry Properties (see page 15)
+ Color Properties (see page 16)
+ Display Properties (see page 16)

1.4.1 Geometry Properties

The geometry properties imported to MagicDraw are:

Copyright © 2017 No Magic, Inc.

15



+ Positions on a diagram (for shape elements)
« Width and height (for shape elements)
+ Path break points (for link elements)

/\ Note

Other display properties can override geometry information.For example, if an imported
element width is shorter than the required width to display text on the element, the width will
be adjusted automatically.

1.4.2 Color Properties

Color properties will be imported along with the diagrams to MagicDraw. Each color property has a
different name in MagicDraw. The following table shows color properties mapping.

EA MagicDraw
Background Fill color
Border color (for shape element) Pen color
Font color Text color
Line color (for link element) Pen color

1.4.3 Display Properties

The display properties in EA can be categorized into three groups: shape, link, and diagram. Only those
properties that correspond to MagicDraw will be imported. For example, the Show Diagram Details
property in EA will be imported as the Show Diagram Info property in MagicDraw.

On this page

* Geometry Properties (see page 15)
+ Color Properties (see page 16)
+ Display Properties (see page 16)

Copyright © 2017 No Magic, Inc. 16



1.5 Special Transformation

An EA-exported XMI contains both non-standard UML elements and elements that can break the XMl
schema. To retain standard UML elements and keep the XMI schema intact, the Enterprise Architect
Import Plugin applies specific transformation rules. The following sections describe how the plugin
transforms each model element, enabling you to import a complete XMI model that conforms to UML
standards.

On this page

1.5.1 Use Case diagram elements

This page describes all Use Case diagram elements.

Actor with Properties
An Actor with properties will be transformed into a Class with the EAActor stereotype.

EA (Before Conversion) MD (After Conversion)

sEAAGCLOrs
Actor?
Actor with
propety
Astord 1 >

Actor3

An actor with properties.

/\ Note

An Actor that has been converted to a Class with <<EAActor>> will not display some properties
(such as Fill Color) because the stereotype image will be shown instead.

Copyright © 2017 No Magic, Inc. 17



Use Case with Invalid Inner Elements

A NestedClassifier, ownedComment, ownedRule, ownedAttribute, or ownedOperation cannot be an
inner element of a uml:UseCase. It will be moved to a new created realized Class.

EA (Before Conversion) MD (After Conversion)
- (@] Usacas |m | B[ UseCase
2 EH L.B:Casc l? | | B~ Relaions
_-j Packagal [l | 1 e Rcu'l].zatim{LlscCarsc::Lbc Case? - LseCase: Use Case?] ]
. ; E:z:; E i E S nctor2 <EAdictor
# nctor3 g I 1 =B Changet
: & [ = | ZET
{1 - requrement]
] Dflfih:cn?: 7 | [ Use Casez
G pethame) | @ -name[1] | B .
0 Lse Case3 | A i A I
2] Requirement | H
{2 changel :
B eParformances Teouel .
g Mode! i
e S ; EE.—E!I-.;' | '_:';._.*.,, T _ —
| E-ES thecustomprofie i
YT TIr— —

A Use Case with invalid inner elements.

Boundary

A boundary in EA will be converted into a rectangle with rounded corners in MagicDraw. The boundary
can contain inner elements. Unlike the rectangular boundary in MagicDraw, the boundary in EA will take
all inner elements with it whenever it is moved.

EA (Before Conversion) MD (After Conversion)
boundary 01 e : ba_,nr.lnr:,r o1 . oLt -‘
. 5 . (-"'.. 3 '\
o I_ Lize Cazed
T i i,
// «EAbciors by
Actord .

lu:wn\ ..... \\
. g S,

o
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Boundaries.

On this page

+ Actor with Properties (see page 17)
+ Use Case with Invalid Inner Elements (see page 18)
+ Boundary (see page 18)

1.5.2 Activity diagram elements

Activity

You can directly place An Activity element in EA as an element view on an Activity diagram. However,
this behavior conflicts with MagicDraw and UML notation. In MagicDraw, if you drag an Activity from the
containment tree to an Activity diagram, a new CallBehaviorAction view will be created and the
'Behavior' property of the CallBehaviorAction will be set to the Activity. This same behavior will be used
in the import process.

An Activity element created in EA and placed on an Activity diagram will be transformed into two
elements: Activity, and CallBehaviorAction elements. Both elements will have the same name and will
be linked through the property of a CallBehaviorAction element called 'Behavior'.

After transforming the element, the following transformation message will open:

Updated element <xmi:id>: A new CallBehaviorAction was created and its
Behavior was set to the element.

Project Browser » O X
_ Bl aEE % 63 13
Activrityd g LH Model

=1 |[E| Packagel
& ActDia
2 Activity ]

Copyright © 2017 No Magic, Inc. 19



EA activity.

Pl (3 call Behaviar Action - Activity?

e Spmecilialion ul Call Beliovior ALLiun properlies
; ; 1 i =_ 9
% Contai.. Ugﬂ Inhieritance i3 Dizgrams <= Model Ex.. /- Speoafy oroperoes o7 B0z solected Coll Behaicr Action in the propcrics speafication table, =
Contanmant - p e Chanse Fhes Cape b o &1 ek ans hiem b= Prepeities diapeeen Bist - s=e mees pepaities. § —1|
O | e ﬁ I Ea ) /
e e ¥ B S
-0 EA_Model / B e [C)] label @ = = Higtory | o Activitytssctivitet [Model: Packagen] ES activity] v|

. - (Sl il ity Ackivityl

i Eb_FrimtiveTypes_Package e - . Le

H - - n Documantationsthy |[ha] o) o= O Properties:| Expert [9€ Customize

& 5 e s  Bommaemi@ e @) o e

I fu|B PIne

E D Faclaageq / LB Inner Elements hame Activity 1

F-ig Ackvityl g [N ualified hans Model: Packagen:Ef_Actiity : bckiityl
EIQ E& _Activity - il e Dwner s EA Activity [ModeliPackagel]
:. ch chiviby IE Canstraints Applied Sherantype

i - |LE| Traceability 3

| @ act - L]

: - . . .z Syenchronous

. ! 1
B UML Standard 2rcfile [UHL_StmdﬁPruFlle.xnl] | actve vperlink
[ Ed Profile [EA_Profile.xml] A rnage
----- @ Cede engineering sets \ Tobo
Eleriant ID EAID F5&.3238 FZ== 4204 9000 LF2...

bo " \ nrhawi
EATEEE ngacggﬁsl?w : \ \ The invoked behavice 1L 1l b Ll of Ay 2 0] relrii g wonledd.
A ctivity1

th AN | ol |

Activity with a New CallBehavior in MagicDraw.

/\ Note

The EA Activity and CallBehaviorAction elements have similar characteristics in that you can
attach a control flow to it and others. EA has its own CallBehaviorAction element.

Additionally, any ObjectNode elements attached to the Activity element will be transformed into
InputPin elements and attached to the newly created CallBehaviorAction element.

EA (Before Conversion) MD (After Conversion)

ObjectNode element InputPin element

ObjectMa
— L | ' Model:Pac
Activity | EA_Activity 2 Activity 1 -

Activityt

th
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An ObjectNode converted into an InputPin.

Activity diagram

Every Activity Diagram element from EA will be placed inside an Activity element that has the same
name.

EH:'_—| Packages
: Erﬂ Ackiviby Diagramd
A ckivibwDiagrarm

Activity diagram in the MagicDraw Containment tree.

/\ Note

In MagicDraw, every Activity diagram element must be placed inside an Activity element that
has the same name. However, this is not the case in EA.

Object as the inner element of an Activity

Object elements inside an Activity element in EA will be removed.

Copyright © 2017 No Magic, Inc.
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EA (Before Conversion) MD (After Conversion)

= 8] Packages =-f7 Parkages
&, ActivityDiagrams 5 EI
Chjectl EI‘ Cw]

Buckiwityy
IvikyDiagrarms

=

] InstanceSpecification
Object element

H| Packages -] Packageb
™ ActDia L@ Ackiviey ]
= O3 Ackivityl EFi53 EA_Ackiviky
£ L[5 ActDia®

Object element in Activity element

Object elements transformation.

/\ Note

Object elements in MagicDraw have their XMl types defined as 'uml:Central- BufferNode'.
However, those in EA have their XMl types defined as 'uml:InstanceSpecification', which do not
belong to an Activity diagram.

An Object element containing any ActivityDiagram-related elements will be removed.

EA (Before Conversion) MD (After Conversion)

H| Packagel

™, AcCtDia

= ] s

=D Activity :
@ Actionl @ ActDia

Copyright © 2017 No Magic, Inc.



Object Containing Activity-related Elements.

/\ Note

In MagicDraw, an Object element (CentralBufferNode) is not allowed to contain elements other
than comments and hyperlinks.

Synch Node

A Synch element in EA will be transformed into a Join element in MagicDraw. It will look exactly like a
Fork/Join element.

EA (Before Conversion) MD (After Conversion)

o m

Synch =Y r".:h

Synch element transformation.

/\ Note

A MagicDraw Fork/Join element (whose type is uml:ForkNode) can be used to construct either a
Fork and Join node in an Activity diagram. The JoinNode element (whose type is uml;JoinNode) is

allowed to be placed in the Activity diagram, but the element’s image will be displayed as the
Fork/Join element’s default image.

Activity Parameter
If you create an ActivityParameter element, MagicDraw will automatically create an

ActivityParameterNode element to represent it. Every ActivityParameterNode element in EA will be
transformed into a Pin element.

Copyright © 2017 No Magic, Inc. 23



EA (Before Conversion)

Activityd param
|;:| paramz

Activity parameter node.

You can specify four parameter types for each Activity Parameter element: in, out, inout, and return.

The ActivityParameterNode element of an ActivityParameter element whose parameter type is either
'in' or 'inout’ will be transformed into an InputPin element. The ActivityParameterNode element of an
ActivityParameter element whose parameter type is either 'out’ or 'return’ will be transformed into an

OutputPin element.

EA (Before Conversion)

IR ouT

=i iyt -\' [ At vibed 1
: :

RCUT ERTURH
| Actiiiyd ] Aty -\'|
.

Activity parameter type.

/\ Note

Usually, if you specify the parameter type of an ActivityParameter element as 'inout', two Pin
elements (InputPin and OutputPin elements) will be created for the element. Since EA will only
create one ActivityParameterNode element, this element will be transformed into an InputPin

element.

Exception Handler

MD (After Conversion)

: hodel:: param]
o7 | Packaged_ActivityParam
eter:EA_Activity3:

MD (After Conversion)
X [ ] a T
_ Modslaackaged - I P horpe
EA_ Sty Acirmivl En_A oy BakivilyZ
Bty Bl yZ
th
woctr : " RETURH
wonel A ke Tenoelpacioee
Ef_Aotiidy scliviys E&_ Sttty Adiiyd
Actpetyz h g Aairmyd I"I"
Li

Bctivity T : Activity i paramz

The Exception Handler element in EA differs from the UML's ExceptionHandler. This EA element will be

transformed into a CallBehaviorAction element. Any ObjectNode element attached to it will be
transformed into an InputPin element and any InterruptFlow line will be transformed into an

ExceptionHandler line in MagicDraw (Figure 17).

Copyright © 2017 No Magic, Inc.
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After completing the transformation, the following transformation messages will open:

Updated element <xmi:id>: EA ExceptionHandler 1is transformed to an
CallBehaviorAction with and input pin.

Updated element <xmi:id>: EA InterruptFlow was transformed to an
ExceptionHandler.

EA (Before Conversion)

= | 2| Packages
Hotiand | E ActivibyDiagram

~ @ Actionl

.. Objectdode element
= ! - %0 ExceptionHandleri

|~ .
/ Ny, Hiegfudel :Ii:l— Chjectkode 1

E=C2pt onHancler | ™

Inter ruptFlow line

ExceptionH andler /“
element "~

MD (After Conversion)

Miadel: ) : . : : :
| Packages: | - ExceptionHandler . .

EA _Activity - element
3 Action . . .

éEaIIEehaﬁinr.ﬂ; ctinh

- element

N

. . /' hodel::Package5:
EA,_Activity3::

InputPin element | ExceptiorHandlert
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: :... 7, Exception Handler[ Action1-ExceptionHandler1]
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. L.m Objectlodet
@ ActivityDiagram

ExceptionHandler.

ObjectFlow

An ObjectFlow line whose ends are not attached to any of the following elements will be transformed
into a ControlFlow.
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* InputPin

» OutputPin

+ ObjectNode

+ CentralBufferNode
+ DataStoreNode

After completing the transformation, the following transformation message will open:

Updated element <xmi:id>: uml:ObjectFlow updated to uml:ControlFlow.

ExpansionRegion

Most of the elements placed inside any ExpansionRegion elements in EA will stay in their original place.

EA {Before Conversion) MD (After Conversion)
= ld mods| 3[: Madel
= Bl Package L B[ Package
5, ActivityDiagram1 El-€73 EA_Activiy
@ ActivityFinal E.@ AcivityFing
a3 E:-:pan::mnﬂ&gl:nni E: ipansionRegionl
@ Actionl

@ ActvityInkial : L0 actiont
Lol ActiviyDiagrami

ExpansionRegion tree view.

However, if there is any Activity, Swimlane, InterruptibleActivityRegion, StructuredActivityNode,
LooNode, SequenceNode, ConditionalNode, or other ExpansionRegion contained within an
ExpansionRegion, it will be placed within a dummy Activity element. The created dummy will have the
same name and will be placed at the same level as the ExpansionRegion element.

EA (Before Conversion) MD (After Conversion)
P Madel | [ Model
= |2] Packagel Bl ackagel

&, ActDia L Activityl

i Activity1 E}Q EA_Ackivityl

) (D) Ackivity 1 hckiviby 1

= E ExpansionRegionl L

& ExpansiorRegionl

= I ExpansionRegionz

@ Actiont 175 ActDia
@ ActivicyInitial Elﬂ. ExpansiorRegionl
8} InkerruptibledctivityRegionl 1% TnkerruptibledctivibyRegonl

T Swirnlanel E} & ExparsionRegion2

----- @ ActivibyInitial
: LD Action]
b T Swirnlariel

Copyright © 2017 No Magic, Inc. 26



Nested ExpansionRegion tree view.

After completing the transformation, the following transformation message will open:

Updated element <xmi:id>: ExpansionRegion cannot contain some -inner
elements.

An Activity with the same name as the ExpansionRegion was created to
contain inner elements.

InterruptibleActivityRegion

Most of the elements placed inside an InterruptibleActivityRegion element in EA will be placed at the
same level as the InterruptibleActivityRegion element.

EA (Before Conversion) MD (After Conversion)
Ly Model -E3 Modsl
= |2] Packagel E-F Packagel
& ActDia iy Activity
20 Activiey 1 14 EA Activityl
& ----- T Ackiviby 1 Ackiviey 1
% 3 [ri=r rptibledckivikyRegion 1

= Ackionl
@ AckivityInitial

InterruptibleActivityRegion tree view.

However, if there is any Activity, Swimlane, ExpansionRegion, StructuredActivityNode, LoopNode,
SequenceNode, ConditionalNode, or other InterruptibleActivityRegion contained within an
InterruptibleActivityRegion, it will be placed within a dummy Activity. The created dummy will have the
same name and will be placed at the same level as the InterruptibleActivityRegion.

EA (Before Conversion) MD (After Conversion)
N vocel | £ vodel
= | &] Packagel E-F7 Packagei

3 ActDia :

&

= {#F§ InkerruptibledctivityRegionl

I3 Activiby - @ ActivityInitial
T ExpansionRegion] ¥ InterruptiblefckivityRegiont
{#: InterruptibledctivityRegion2 @ AckDia
= B Swirnlaned Bl InterruptibledctivieyRegion!
& Actionl :

@ ActivityInital .. £ ExpansionRegionl

- [T1 Swirnlanel
i 5} InterruptibledctivityRegion2
L BT Activikyl
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Nested InterruptibleActivityRegion tree view.

After completing the process, the following transformation message will open:

Updated element <xmi:id>: InterruptibleActivityRegion cannot contain

some inner elements.

An Activity with the same name as the InterruptibleActivityRegion was
created to contain inner elements.

Swimlane

Most of the elements placed inside any Swimlane element in EA will be placed at the same level as the

Swimlane element.

EA (Before Conversion) MD (After Conversion)
= e
L) Model £ 29 Model
& g Package |_—|-|‘"| Package
' 2 ActivityDiagram1 El-43 EA_pctivityl
o O - Swimlanel b Ackion 1
@ Action] L @ ActivitylInitial
@ ActivityInitial : ----- @ ActivityFinal
& ActhvityFinal ;-
™| AuckivityDisgrami

Swimlane tree view.

A dummy Activity will also be created to hold any other Swimlanes that it may contain. The dummy
activity will have the same name and will be placed at the same level as the Swimlane.

If two or more Swimlanes are nested together, then every element (except Swimlane element)
contained within either of them will be placed at the same level as the Swimlane topping the nested-

Swimlane-elements hierarchy.

EA (Before Conversion)

L Model

= | 2] Packagel
& ActDia
&

= [ Swimlane1
3 Activiteyl
=) ExpansionRegionl
“F' InterruptibleActivity Region 1
= = Swimlanez
@ Actionl
@ ActivityInitial
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Nested Swimlane tree view.

After completing the process, the following transformation message will open:

Updated element <xmi:id>: Swimlane cannot contain some inner elements.
The XMI structure was fixed.

StructuredActivity

Four elements are classified as Structured Activity elements in EA:

StructuredActivityNode element
* LoopNode element

+ SequenceNode element
ConditionalNode element

Most of the elements placed inside any StructuredActivityNode, LoopNode, SequenceNode, or
ConditionalNode elements in EA will stay in their original place.

EA {Before Conversion) MD {After Conversion)
= g Ml £ Madel
= 3] Packagel 1 B Packagel
£ detbed P E-an EA_fativity]
= O R i (=M
¢ !

- @ Mooy Inikal
e oL

=12 ficion]
7§ AetDial

@ Actianl H
@ Aclivililid i i

StructuredActivityNode tree view.

However, if there is any Activity, Swimlane, InterruptibleActivityRegion, ExpansionRegion, or another
StructuredActivity contained within a StructuredActivity, it will be placed within a dummy Activity. The
created dummy will have the same name, and will be placed at the same level as the StructuredActivity.

EA (Before Conversion) MD (After Conversion)
P9 tiode | 3 Model
= | A Packagel EJ-[] Package!
§ ActDa El-43 EA_Activityl
= S‘tjruc;uig.ﬁ.clth.ﬂtyl bew
ction :
@ ctivityInitial - IT1 Swimlane1
@ El._-:vj Structurectivity 1
= Expansionkegionl @ ActivityInitial
T# ¢ Interruptibledc tivityR egionl i =2 Actionl
L Swimlanel £ ¥1 InterruptibledctivicyRegion]

- ExpansionRegion

----- 1*F) ActDia
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Nested StructuredActivityNode tree view.

After completing the process, the following transformation messages will open, depending on the
Structured Activity elements involved:

+ Updated element <xmi:id>: StructuredActivityNode cannot contain some inner elements. An
Activity with the same name as the StructuredActivityNode was created to contain inner
elements.

+ Updated element <xmi:id>: ConditionalNode cannot contain some inner elements. An Activity
with the same name as the ConditionalNode was created to contain inner elements.

+ Updated element <xmi:id>: LoopNode cannot contain some inner elements. An Activity with the
same name as the LoopNode was created to contain inner elements.

+ Updated element <xmi:id>: SequenceNode cannot contain some inner elements. An Activity with
the same name as the SequenceNode was created to contain inner elements.

InterruptFlow

In some cases, EA InterruptFlows are ControlFlow lines. Their image will be displayed as the
InterruptFlow line in the Activity diagram. An InterruptFlow is not a ControlFlow line if the InterruptFlow
line is drawn from one element in an InterruptibleActivityRegion to another outside the
InterruptibleActivityRegion. In an XMl file, this line will be imported as a ControlFlow line, and its image
will be changed to that of the ControlFlow line.

However, if either end of the line is any of the following elements, it will be transformed into an
ObjectFlow line.

* InputPin element

* OutputPin element

* ObjectNode element

+ CentralBufferNode element
+ DataStoreNode element

EA (Before Conversion)

7 emettesivigEegend 1| Ao
] i Aadized

! il :"-? /

: r
|

ControlFiow lins
T
Imber rup EF bosw line

'
__lozjacilcenl
Ackiond = =
'

H ControlF low line
'

MD (After Conversion)

Aohiond e i

Controdflow fine | 7

o = Exgeptiantand er
Ao ) LA Tirw

D e e

abjectFlow line Eleplaginn dec
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InterruptFlow.

ExpansionNode

An ExpansionNode is a Pin which can only be contained within an ExpansionRegion and will be
imported like any other Pin elements. However, if an ExpansionNode in EA is created inside another
element rather than an ExpansionRegion, that particular ExpansionNode will not be imported.

EA (Before Conversion)

Exception Handler4

foctionBin

1

-~ ObjectMode
ExpansionModet
o —_= === | === =-==-=-= I.\
:r «parall el »Expansion Region :
1 |
1 |
1 |
1 |
e —— —— e — e —_—— —— —_—— —— —— — -
MD (After Conversion)
Madel::
Package:: Plochel Package::
E& A ctivity EL_ Aactiviby
1 Actiond ExceptionHandler
r-\.
hdodel: : l-:tin:\nF'im

Package:: \\
Ei_Activity
128 ction 2 \ / Cbjectrode

{{para"mbtxpansinnm e B
Model:: Package: EA A ctivity -
ExpansionRegion

ExpansionNode.

On this page

« Activity (see page 19)
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+ Activity diagram (see page 21)

* Object as the inner element of an Activity (see page 21)
+ Synch Node (see page 23)

+ Activity Parameter (see page 23)

+ Exception Handler (see page 24)

+ ObjectFlow (see page 25)

* ExpansionRegion (see page 26)

* InterruptibleActivityRegion (see page 27)
* Swimlane (see page 28)

* StructuredActivity (see page 29)

¢ InterruptFlow (see page 30)

+ ExpansionNode (see page 31)

1.5.3 Sequence diagram elements

Lifelines

All of the EA Lifelines will be imported, but a part or port within a Lifeline will be transformed into a new
separate Lifeline.

Gaps between Lifelines

The position and width of any Lifeline created in EA will not be imported. Every Lifeline will be given a
fixed value and position in MagicDraw. MagicDraw will place the first Lifeline on the left-hand side of the
diagram and the second Lifeline on the right-hand side next to the first one. The length of the gap
between the Lifelines will be fixed.
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EA (Before Conversion) VD (After Corversion)

.......................

Position, width and gap between
lifeline will be fized

ﬂ

Gaps between Lifelines.

Lifelines Arrangement

A Lifeline can be nested within another component, such as a Part or Port. If this is the case, every
component nested within the Lifeline and the Lifeline itself will be drawn separately in MagicDraw. They
will be arranged in order depending on the position of their Lifeline lines.
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EA (Before Conversion) MO (After Corwersion)

Class! | Port1 | | Part1 | ;:clasﬂ |Parz | | Portz |

Patl | | Far2

Fortl | : l Falz

I
I I |
f o o
| | |
| | |

Order by Lifeline line of EA

Lifelines arrangement.

Class, Part, and Port

When represented as Lifelines, Classes, Parts, and Ports have different characteristics from the others.
They will be bundled according to their relationships. A Composite Structure diagram provides one
convenient way to create a Class, Part, or Port.
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Composite Structure Diagram Containment Tree

Class1 5- 2| package
ﬁ composite structure disgram
| T sequence diagram
Part1 = [E Classi
= [us] Partl
<3 Portl
Fortl
il
|-
Sequence Diagram

‘ Clasx1
Faii
| Fatl
S E
|

Class, Part, and Port.

Gate

A Sequence Message whose tail is connected to a Gate and head connected to a Lifeline in EA will be
transformed into a Sequence Message with its tail connected to one of the boundary lines of the
diagram in which it is contained. The Gate itself will be removed.
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EA (Before Conversion)
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MD (After Conversion)
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ing

S |

Once the Gate has been removed and the transformation process has been completed, the following
transformation message will open:

Removed element <xmi:id>:

uml:Gate.

A Sequence Message whose head is connected to a Gate and tail connected to a Lifeline line in EA will
be transformed into a Reply Message with its tail connected to one of the boundary lines of the
diagram in which it is contained. The Gate itself will be removed
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EA (Before Conversion) MD (After Conversion)

Object 1 Objectt

. mes1(}
[
gatel
Diagram boundary |
line |
|
|

-

Gate (EA) and Reply Message (MagicDraw).

The Diagonal Message and Reply Message will be connected to the nearest diagram boundary.
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EA (Before Conversion)

Object! Object2 Objectd Objectd

MD (After Conversion)

Gate (EA) and Direction of Diagonal Message (MagicDraw).

Anything else connected to a Gate will also be removed, except the tail of a Sequence Message. For

example, if the head of a Sequence Message is connected to a Gate, the Message will be removed. If the
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tail of a Message is connected to a Gate, but the head is connected to anything other than a Lifeline
line, the Message will be removed.

Endpoints

A Sequence Message whose head connected to an Endpoint and tail connected to a Lifeline line in EA
will be transformed into a Lost Message. The Endpoint element itself will be removed. Once the process
has been completed, the following transformation message will open:

Removed element <xmi:id>: EndPoint.

A Message whose head connected to a Lifeline line and tail connected to an Endpoint will be
transformed into a Found Message.

EA (Before Conversion) MD (After Conversion)

Object! [l Dbjec2 10 .1 Objectt f Object?
S L o
T | -
] ..... T |-+ - ; . | +

Endpoint.

Anything else connected to an endpoint will also be removed, except the head of a Sequence Message.
For example, if the tail of a Sequence Message is connected to an endpoint, the Message will be
removed.

If the head of a Message is connected to an endpoint, but the tail is connected to anything other than a
Lifeline line, the Message will be removed. Once the process has been completed, the following
transformation message will open:

Removed element <xmi:id>: Invalid Message. Source and Target of the Mes-
sage are not connected to any Lifeline.
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Delete Messages

A Sequence Message whose property 'Lifecycle' is set to 'Delete' (that causes the Lifeline targeted by the
Message to end at some range after the point of contact), will be transformed into a Delete Message.
The Lifeline connected to its head will end at the point of contact, and all Messages will be removed
after that point of contact of the Lifeline. MagicDraw will report the following transformation message
once each process has been completed:

Removed element <xmi:id>: Message is under Delete Message.

EA (Before Conversion) MD (After Conversion)
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SRR SRR | —X
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L mes10 . 0 b0 | | | f 1 1 1
:Lrl bl:;] oo e e e |..+ ......... Boe e e e e e +
..... | . I IO
|
..... | . R O
..... { _x_ .|...
..... 1 Ce e
. SN S
..... } |
e |

Delete message.

Under certain circumstances, a Lifeline connected to the head of a Delete Message does not end at the
point of contact. Instead, an Activation will be created and started from the point of contact. The Lifeline
will then end at the end of the Activation. However, that Activation should not interact with any
Message.
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EA (Before Conversion) MD (After Conversion)

Objectt [ objece Object1 Object?
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|
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Special case of delete message.

Under certain circumstances, an 'X' sign (normally drawn after a Delete Message) in EA will be drawn on
a Lifeline line whose Lifeline is being pointed by a Create Message. If this is the case, the X sign has no
significant meaning and can be ignored.
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EA (Special Case)
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The X sign.

Branch Messages

If the Branch with previous Message option of a Sequence Message is enabled, the tail of the
message connect to the tail of its previous Message on the same Lifeline line. The message will be
called 'Branch Message' from that time on.

Every Branch Message in EA will be transformed into a normal Message in MagicDraw.
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EA (Before Conversion) MD (After Conversion)
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Branch Message.

After the transformation process has been completed, the following transformation message will open:

Updated element <xmi:id>: Branch Message updated to regular Message.

Boundaries, Controls, and Entities

The Boundary, Control, and Entity elements in a Sequence diagram context in EA are Lifeline elements
whose stereotype property types are set to Boundary, Control, or Entity. They will be imported like any
other normal Lifelines. However, an XMl exported from EA has an <<entity>> stereotype problem. This
means the Lifeline with the <<entity>> stereotype applied is unable to show the stereotype icon. You can
solve this problem by placing an <<entity>> stereotype in EA_Profile.xml. The converted model can then
use it instead of the one from EA.

Copyright © 2017 No Magic, Inc. 43



EA (Before Conversion)
Display picture
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MD (After Conversion)
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Boundary, Control, and Entity.
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Containment Tree
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An Actor element in the Sequence diagram context in EA is not a regular Lifeline element. It is a special

Lifeline element whose property type is uml:Actor. It will be transformed into a regular Actor and a
Lifeline element will be created to represent it. The figure below shows an Actor element in the

MagicDraw Containment tree.
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EA (Before Conversion)

Display picture Containment Tree

D = | &) Packagel
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A T Seqbia

i ¢ o

MD (After Conversion)
Display picture Containment Tree
-3 Package!
“Actord s - .
- Actor1 2 _
: N B« EA_Collaboration]
: BB EA Interactionl
: | : .
e ;----@Seqma
I t- = +Ackor] : Model::Packagel::actorl
L Lo @ +Ackor] : ModelPackagel:Aectorl

Actor.

General Ordering

Not every General Ordering element in EA will be imported, as MagicDraw does not support it in the
current release.
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EA (Before Conversion)

Ohject! |- | Objectz | |  Ohbjects

General ordering.

After completing the transformation process, the following transformation message will open:

MD (After Conversion)

Updated element <xmi:id>: General Ordering will not be -{imported.

State Invariant

A State Invariant in EA will be transformed as is. MagicDraw does not support State Invariants in the

current release.
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EA (Before Conversion) MD (After Conversion)
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State Invariant.

Continuation

o state2y

Continuations from EA can be imported to MagicDraw. They are viewable in the containment tree in
MagicDraw, but without a picture displayed in the diagram. MagicDraw does not support Continuations

in the current release.
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EA (Before Conversion) MD (After Conversion)
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Continuation.

After completing the transformation process, the following transformation message will open:

Updated element <xmi:id>: Continuation will not be displayed.

Diagonal Message

A Diagonal Message is a Message whose destination's height is adjustable. A diagonal Message may
change Activations.
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T |

Activation should be extended

To create a Diagonal Message in EA, you must specify the Timing Details property of the Message and
add a numeric value to the Duration Constraint input field.
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Creating a Diagonal Message.

Synchronous Message behavior

The placement of Synchronous Messages in EA affects the way Activations are created.

Order

A Message in EA has a 'Sequence Number' that indicates the order of the message in the diagram. This
information can be found in the exported XMl file. Knowing it helps predict how Activations will be
created. The order starts from the top and goes downward, so the first Message in the diagram is the
one drawn at the top of the diagram. Its Sequence Number will be set to '1".
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Message sequence number.

Process

Generally, in EA, any two Synchronous Messages will be in the same process if they meet the following
conditions:

+ Both of their tails are placed on the same Lifeline.
+ The head of the upper Message and the tail of the lower Message are on the same Lifeline.
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Object1 Objectz

condition 1

Object1 Objectz Objects

condiion 2

Process.

Activation level

The Activation Level starts from level 0. It will increase in increments of 1 as an ongoing process that
receives a Message that is not a Return Message (Reply Message in MagicDraw).
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Objecti Objectz

Object1 Objectz

Activation level.

Return Message

Asynchronous Message behavior
If a Message is an Asynchronous Message in EA, its source Activation will end if there is no other

Message in the same group with a higher Sequence Number. Its source will be attached to the same
Lifeline.
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Objectl Objectz

The source Activation of an
Asynchronous ends once
there is a Message in some
next order that points to the
Lifeline on which itis
located.

CObjectl Cbjectz Cbjectd

Asynchronous Message.

Return Message behavior
A Return Message in EA is called a Reply Message in MagicDraw. When it is pointed to an Activation, it

will not create an Activation at the top of the existing Activation, unlike other normal Synchronous
Messages.
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Object1 Objectz

Return message.

Activation options

You can control how Activations behave at some level through the Message options. You can access
Message options by right-clicking any Message, and then selecting the Activations option. However,
MagicDraw does not support Activation options in the current release.

Activation options.

On this page

« Lifelines (see page 32)
+ Gaps between Lifelines (see page 32)
+ Lifelines Arrangement (see page 33)
+ Class, Part, and Port (see page 34)

+ Gate (see page 35)

+ Endpoints (see page 39)

+ Delete Messages (see page 40)
* Branch Messages (see page 42)
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* Boundaries, Controls, and Entities (see page 43)
* Actors (see page 44)
* General Ordering (see page 45)
+ State Invariant (see page 46)
+ Continuation (see page 47)
+ Diagonal Message (see page 48)
+ Synchronous Message behavior (see page 50)
* Order (see page 50)
* Process (see page 51)
+ Activation level (see page 52)

* Asynchronous Message behavior (see page 53)
* Return Message behavior (see page 54)
+ Activation options (see page 55)

1.5.4 Communication diagram elements

Object, Boundary, Entity, and Control

All Object, Boundary, Entity, Control elements in EA are InstanceSpecifications. After conversion, their
UML element types will remain, and a Lifeline and an OwnedAttribute element will be created to
represent each of them in the Communication diagram in which they occur.

EA (Before Conversion) MD (After Conversion)
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Object, Boundary, Entity, and Control (diagram view).
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Object, Boundary, Entity, and Control (Containment tree).

Other elements that can be drawn in a Communication diagram will be handled in a similar manner.

Exception Elements

Some of the elements that can be drawn in a Communication diagram using EA are not supported by

MagicDraw. Consequently, their displaying parts will not be imported. These elements include Package,

Activity, Action, DiagramFrame, State, Interaction, ExceptionHandler, CentralBufferNode,
InterruptibleActivityRegion, MergeNode, Trigger, ExpansionRegion, and InteractionFragment.
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diagramframet
Fackage1

activity1 irt interaction

statet _ woantral Buffers wecaptionhand er
g1 ol central buffermoedea

rterrupti bl eactivityregion

i
II

alt interactionfragment1 /)

i

|

|

|

| mergenoda e e — ——_— —— ————_— -
|

|

|

| triggert

|

Exception elements.

Realization and Nesting

The Realization element type in EA is 'uml:Realization'. The Nesting element type in EA is exported in
XMl as uml:Dependency. The Realization and Nesting lines in EA are not supported in the
Communication diagram; therefore, only their model data will be imported, not the displaying parts.

EA (Before Conversion)

Objecti Objectz

Objects klesting Objecta
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Realization and Nesting.

Association

Every Association relationship drawn in a Communication diagram in EA will have a Connector line
created for each of them. The elements attached to both ends of the Association line will have a Lifeline
element created to represent each of them. The Association lines and the elements attached to them
will not be removed. However, the elements that will be shown in the MagicDraw's diagram frame will

be the Lifeline elements and the Connector lines created to represent them.

EA (Before Conversion)

aszol

Rz e
LA

Ac{nr1 {unlun

5=que I'ICE.

addﬂnm
aam

~itarget!  gme?
R [T
Tconstaint2,

constraint1] Actor?

assol
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MD (After Conversion)

£ Model
E|E| Packaged
- E -7 Relations
¢ R Assodationtassol[Model: Packaged:: Actort -
,g“ Associationiassod[sourcel iModels Packaged A
,@“ Associationiassod[HModel :Package i Ackar ] - 4
+ Ackorz

% # 1 Actarl
J.:\\‘dor'l o | S— EI Objert]
Actar2 -3 Object?
: B Ea_Collaborationl
E@ EA Interactionl
-7 Relations
. [y Conneckor:assol[Model::PackagefEA

Ador‘l

assod

! BT Connector:assoZ[Modsl :Packaged B4
[y" Conneckoriassod[Modzl Packaged B4
CommDia*

EI -fckorl ¢ ModeliPackages i ackorl

EI -Ackar? ; Model: :Packages::Actor?

& -Actorl  Model Packagesdctorl

b gy -Actor2 Model::Packaged:: Ackar2

Association.

If an Association line is connected to the InstanceSpecification elements, its data will be removed. If an
Association line is linked between two InstanceSpecification elements, it will be transformed into an
InstanceSpecification element. This is one of the constraints belonging to the Communication diagram.

EA (Before Conversion)

CObjecti cand Objectz Lﬂ Madel
= |E| Package0
EE ZommDial
™ Object1
] Object?
Objects o ng Object4 D DbjEEtS
™ Ohject4
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MD (After Conversion)

-3 Model

Object2 EE Packagel

con == conl

EI con:

.. =1 Objectl

(=1 Ohject?

" - (=1 Object3

con2 . =1 Object4

<= EA_Collaboration?

E@ Ed_Interactionl

-7 Relations
CommDial
L= -Ohject1
B -Objert2
B -Ohject3
B -Ohject4
@ -Object1
& -Object2
 -Object3
L @ -Object4

Ohject!

Objact

Association Line between InstanceSpecifications.

Message

Messages can be created on Connectors and will be imported to MagicDraw.
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EA (Before Conversion)

1: mes1) —P»

Object 1.1 mesz) —3 Objectz

1.2 mes3)) ——

MD (After Conversion)

..................................................

’ : CZ mesz2
Dbjecti : — Ohject?
R EEE e e RS I
: : - = : :
Message.
Operations

An InstanceSpecification cannot contain Operation elements. If the XMl file from EA has some
InstanceSpecification elements containing Operation elements, those Operations will be removed.
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EA (Before Conversion) MD (After Conversion)

Ly Model 1 Madel
= |2 Packagel - Packagen
EE CommDOia EI Objectl
M Objectt :--[=1 Object2
= ] objectz él--c:;:: EA_Collaboration
& optl(boolean) EI@. Ea_Inkeractionl
@ op2Z() [1- -7 Relations
\ {2t Connector[Model:Pack,
\ ZormmbDia™®
c- =1 -Object1
Oper ations EI -Object?
to 3 -Objectt
L @3 -Object?

Operations.

On this page

+ Object, Boundary, Entity, and Control (see page 56)
+ Exception Elements (see page 57)
+ Realization and Nesting (see page 58)

* Association (see page 59)
* Message (see page 61)
* Operations (see page 62)

1.5.5 State Machine diagram

StateMachine

After conversion, a dummy StateMachine element will be created. The dummy StateMachine is either
created by the XMl exporter from EA or by EA Import plugin. A StateMachine diagram will be placed

inside the dummy StateMachine and a dummy Region element will be created to contain all of the
StateMachine elements.
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EA (Before Conversion)

-1 2] StateMachine
(53] StateMachine
IZD Skatel

MD (After Conversion)

B[ StateMachine Dummy StateMachine

&) EA_StateMachinel s element.
-5 StateMachine
Bk EA_Regionl  <€—  pummy Region
e ) Statel

element.

A dummy StateMachine element and a dummy Region element.

State

State containing other elements

A State element containing other elements will be transformed to a Composite State. All of the
contained elements will be placed inside the Region element of the State element.

Containment tree

EA (Before Conversion)

= | 2] StateMachine
[*3) StateMachine
= & Statel
i Statez
@ Initial

Diagram View

EA (Before Conversion)
£ State1 2y

Initiad

\ /

State Containing Other Elements.

State Containing StateMachine

MD (After Conversion)
I'_—_}[':'_| StateMachine

Statel shows

: _ Composite State icon.
E-{&5 EA_StateMachine1

L[58 StateMachine
E}- k= EA_Regioni

E- & Statel All child elements will
El-F=1 EA_RegionZ  be placed inside
i 3 State2 fRegiun elem ent.
+ @ Initial

MD (After Conversion)
State1

. [ State2

Initisl

If a State element contains a StateMachine element, the StateMachine element will be brought out and
placed at the same level of the Region element of the State element.
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Containment tree
EA (Before Conversion)

- ] StateMachine
(*3) StateMachine
= & Statel
@ Initial
- @ StateMachinet
(%3) StateMachine1

Diagram View

EA (Before Conversion)

P Statal iy

State Containing StateMachine.

MD (After Conversion)

Elti StateMachine
E-[E) EA_StateMachinel

ﬁ tateMchine StateMachine1 will be placed
E"“t:ﬁ EA_Reqgionl at the same level of Region
i B @ Statel element of the Statel.

| E--F: EA_Region2
+-- @ StateMachinel

| ‘. @ Initial
E@ StateMachinel
ﬁ’] StateMachinel
MD (After Conversion)
Statet
StateMachinet :
StateMachine
&
Initial

State containing Attribute and Operation

If a State element contains Attribute and Operation elements, the Attribute and Operation elements will
be removed from both the Diagram view and Containment tree.
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Containment tree

EA (Before Conversion)

= [&] stateMachine

= BT

= & Statel
£ @ ater1
& operl()

Diagram View
EA (Before Conversion)

/0 stater O\

attr1: int
dofopart

MD (After Conversion)

E}[] StateMachine
| B EA_StateMachinel
.
E}- k| EA_Regiond
L) Shated

Attribute and
Operation element will
be removed.

MD (After Conversion)

Attribute and
Shated Operation element will

‘// be removed.

State Containing Attribute and Operation.

The following transformation messages will open:

+ Removed element <xmi:id>: State cannot contain Attribute.
+ Removed element <xmi:id>: State cannot contain Operation.

State containing Diagram Element

If a diagram element is placed inside a State element, it will be removed.

Containment tree

EA (Before Conversion)

= ;-I_I CompositeState
(%3 CompositeState
=] & Statel

(53) Statet

Diagram View
EA (Before Conversion)

State1
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MD (After Conversion)

-] CompositeState
| B-{7 Ea_StateMachinel
-
B EA_Regionl /
L) Statel

A diagram element that
placed inside State
element will be removed.

MD (After Conversion)

Stated
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State Containing Diagram Element.

The following transformation message will open:

Removed element <xmi:id>: State cannot contain diagram element.

StateMachine placed on a diagram

If a StateMachine element is drawn in a StateMachine diagram, an additional SubMachineState will be
created to represent the StateMachine.

/\ Note

A SubMachine State is a State

Containment tree
EA (Before Conversion)

- 2] StateMachine
(%§) StateMachine
@ Statet
- @ stateMachinel
(%8) StateMachine1

Diagram View

EA (Before Conversion)

whose SubMachine property is set to a StateMachine.

MD (After Conversion)

B[ StateMachine
| E-{# Ea_StateMachinel
B b EA_Reqionl
L) Statet
l..[@ StateMachinel
E-& StateMachine!
- StateMachine!

MD (After Conversion)

State Machine 1
State

Staieﬁﬂachinel z Slaiéhﬂacﬁmi
Stated

StateMachine Represented by a SubMachine State.

Object

SubM achine State will be
created if user draws
StateM achine element in
the diagram.

An Object element placed in a State Machine diagram will be removed from the Diagram view. However,
its data will be preserved in the Containment tree as an InstanceSpecification.
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Containment tree

EA (Before Conversion) MD (After Conversion)
- 2] statemachine E}-F] StateMachine Object data will be
(=3 StateMachine I N =B Object 1 | a - reserved.
1 objectt i E-E EA_StateMachinel
@@ Statel EE StateMachine
E}"I:!_:‘] E&A_Regionl
w3 Stabel
Diagram View
EA (Before Conversion) MD (After Conversion)
Stated

Object will be removed.

Object.
The following transformation message will open:

Removed view <xmi:id>: The view represents element that does not support
in State Machine Diagram.

Object containing a State Machine element

In EA, an Object element can contain a State Machine element. After it has been imported to
MagicDraw, the State Machine element placed inside an Object element will be removed both from the
Diagram view and Containment tree. However, the Object element data will be preserved. All of the
Object element data will be placed at the closest owner package of the Object element.
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Containment tree

EA (Before Conversion)
—-- [8] Object1
[=3] Object1

= ] Object1
[ objectz
D State2
@ Initial
&) StateMachinel
[Z3] StateMachinel
= Statel

Diagram View

EA (Before Conversion)

MD (After Conversion)

I':}["“] Object1
| .= Object1
i--[=1 Object2
E-{# EA_StateMa
B~ k=i EA_Region2
- [ Statel

State Machine element
- that is placed under Object

element will be removed.

inez

All Object elements will be
placed at a closest owner
package of the Object element.

MD (After Conversion)

| Stale]
‘ State Machine element that
. is placed under Dbject
——— element will be removed.
Objecti T -H"x\
- .
P /
State? . /. \\\‘
Initial II,r \'-,ll :
| 1
Object? | ‘
StateMachire1 |I II
e \\_\ %
Bl _____,r'
S —

Object Containing State Machine Element.

The following transformation message will open:

Removed element <xmi:id>: Invalid element. Instancespecification can not
contain element from State Machine.

Synch

A Synch element will be transformed to a Junction element.
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Containment tree

EA (Before Conversion)

-1 | B stateMachine
[Z3] StateMachine
@ Synch
@ Junction

Diagram View

EA (Before Conversion)

Junction

S5

Synch

Synch.

MD (After Conversion)

-3 StateMachine

. B/ EA_StateMachinel
i%‘ StateMachine
B} EA_Regionl

------ &, Junction

: ﬁ El:','r":h

Synch will be changed

to Junction.
“~

MD (After Conversion)

Junction

Synch will be changed

_ ’ to Junction.

Synch

The following transformation message will open:

Updated element <xmi:id>: Synch updated to Junction.

EntryPoint / ExitPoint

An Entry or Exit point placed inside a State (or StateMachine) element will be placed outside a Region
element of its parent element in the Containment tree. It will be relocated to the nearest boundary of

its parent element in the Diagram view.
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Containment tree

EA (Before Conversion)
2 |5 StateMachine

(%3 StateMachine
- @ Statel

@ EntryPoint1
@ ExitPointl

Diagram View

EA (Before Conversion)

Stated

O &

EniryPoirt ExitPoint

State

EntryiP oint

&

ExitFoint

Entry/Exit Point.

- ErtryPoint- ()

MD (After Conversion)

EH_:| StateMachine
: B[ EA_StateMachinel

R otstemachine
=N EAa_Reqgionl
El- & Statel
) EntryPoint
L. @ ExitPoint

Lo p2x{ EA_Region2

MD (After Conversion)

Stated

lg‘/- ExitPioird

‘\-\ ‘Entry point and Exit point
........................ will be relocated to the

ErttryPoirt nearest boundary of their
: g i : parents element.

St
ExitFoint

Object Flow connecting State Machine elements

view and Containment tree.

An Object Flow connecting the elements in a State Machine will be removed from both the Diagram

Diagram View

EA (Before Conversion)

State1

' [Ohbject Flow]

MD (After Conversion)
P i 1-'__ o WO \
/ \ State1
A )
Initial \, 4

Object Flow will be removed.
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ObjectFlow Connecting State Machine Elements.
The following transformation message will open:
Removed element <xmi:id>: Invalid ObjectFlow. Source or Target of

theObjectFlow are connected to element from State Machine.

Information Flow connecting State Machine elements

An Information Flow connecting the elements in a State Machine will be removed from the Diagram
view; however, its data will be preserved.

Containment tree

EA (Before Conversion) MD (After Conversion)
- |&] StateMachine B StateMachine
StateMachine B~ Relations
|§ Statel %3 Information Flow:Information Flow{ StateMachine: E2
— £ EA_StateMachine!
- @ StateMachinel -
&I StateMachine1 B t'-;d EA_Regionl Data of Information
' -0 Statel Flow will be reserved
= (3 StateMachinel

i E]-@ StateMachine1
Ej SkateMachine1

Diagram View
EA (Before Conversion)

............... . StateMachine1

Information Flow will be removed.

MD (After Conversion)

: L T— StateMachinet ;
rd s Statehachine

Stated rd \

Copyright © 2017 No Magic, Inc.

(]

72



Information Flow, Trace, and Dependency.

The following transformation message will open:

Removed element <xmi:id>: The view represents element that does not sup-
port in State Machine Diagram.

Trigger

If there is a Trigger element unrelated to any Transition line, a dummy StateMachine will be created to

hold the Trigger element. The dummy StateMachine will be named after the parent package name
concatenating with 'trigger".

In the case of a Trigger element related to Transition, the data of the Trigger element will be placed
inside its parent Transition. Each Trigger element will be given an event type, represented by an Event
element. After conversion, the Event will be placed at the closest owner package of the Event.

Containment tree

EA (Before Conversion) MD (After Conversion)
; E} I“_] StateMachine
=l 4] StateMachine ] @ EA StateMachine1l  Trigger element that is related to
[*%) StateMachine e = ateMaching any T ransition line will be placed
&> Statel = inside its parents T ransition.
i l_} F=1 EA_Regionl
@D State2
— . i E| 7 Relations
s i B /" Transition:[Sta¥eMachine: :E&_StateMac]
[ triggerz i i [.E Trigger:
[ trigger3 i - Statel
- State2
u @ StateMachinetrigger Trigger element that is not related
- ] Trigger: to any Transition will be placed
! L[] Trigger: - inside a dummy StateM achine.
Iﬂ' CallEvent
-~ SignalEvent
¥ SignalEvent “®—— Eyentelement.
Diagram View
EA (Before Conversion) MD (After Conversion)
Stated : State2
rd iR \\ # R -hx"\__.

Trigger will be removed
from Diagram view.
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Trigger.

Self Transition

Most of the elements in a StateMachine diagram can have a self transition, except the Initial, Final, and
History elements. The self transition in these three elements will be removed from the Diagram view,
but the data of the self transition will be preserved in the Containment tree.

Containment tree

EA (Before Conversion) MD (After Conversion)
- 4| StateMachine B[ StateMachine

[53) stateMachine E-=] EA_StateMachine!

@ History M q|statemachine

@ Final Bt EA_Regionl

@ Initial Bl Relations
: /" Transition:[StateMachine: :EA_StateMachine]

,ﬁ Transition:[StateMachine:EA_StateMachine 1

i /"' Transition:[StateMachine::EA_StateMachine]
----- @ Final
1 w HI.St.DW Data of Self Transition
L. @ Initial

will be reserved.

Diagram View

EA (Before Conversion) MD (After Conversion)

Self Transition in these

: element will be removed.
...... i L e - ____———___ B
e P ¢ * f N
ﬂ ' ~ --h$ II-:!)I ) s:lgr a4
= i ina Hi "
Initial Final History e L SO L -
Self Transition.

The following transformation messages will open:

* Removed view <xmi:id>: Self Transition does not support forInitial.
* Removed view <xmi:id>: Self Transition does not support forFinal.

* Removed view <xmi:id>: Self Transition does not support forHistory.
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Removed element

Any element which is not the element of a State Machine diagram (such as Class, Actor, Use-case, or
Action) drawn in the State Machine diagram will be removed from the Diagram view. However, its data

will be preserved in the Containment tree.

Diagram View
EA (Before Conversion) MD (After Conversion)
Siabed class i State ./,,--*"'__-_____ : ______"'“'--.._R\.

An element is not element of
State Machine diagram will be
removed from Diagram view.

Removed element.

If an element which is not the element of a State Machine diagram has a child element and is drawn in
the State Machine diagram, the element will be removed from the Diagram view. However, its data will

be preserved in the Containment tree.

Diagram View
EA (Before Conversion) MD (After Conversion)
e class e e WA
State . I.- i \-.I
. i = b _ . o
Initial e P S S
actor

Initial element will be removed
from Diagram view.

Removed Element with a Child Element

The following transformation message will open:

Removed view <xmi:id>:The view represents element that does not support
in State Machine Diagram.

On this page
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+ StateMachine (see page 63)
+ State (see page 64)

+ State containing other elements (see page 64)

+ State Containing StateMachine (see page 64)

+ State containing Attribute and Operation (see page 65)
+ State containing Diagram Element (see page 66)

+ StateMachine placed on a diagram (see page 67)

* Object (see page 67)

+ Object containing a State Machine element (see page 68)

+ Synch (see page 69)

* EntryPoint / ExitPoint (see page 70)
* Object Flow connecting State Machine elements (see page 71)
+ Information Flow connecting State Machine elements (see page 72)

+ Trigger (see page 73)
+ Self Transition (see page 74)

* Removed element (see page 75)

1.5.6 Composite structure diagrams

This section presents additional EA specific Composite Structure diagram information.

Import elements

EA differs from MagicDraw in the Composite Structure diagram's content elements design. The table
below shows the differences by focusing on the EA's elements and how they will be transformed or
converted into a format MagicDraw can correctly load and display. The element names shown in the
table are the same in both EA and MagicDraw's GUI. The contents in the brackets ([...]) are the XMl

element type references.

Enterprise Architect
Interaction
Class [uml:Class]

Interface [uml:Interface]

Part [uml:Class]

Part [uml:Property]

Port [uml:Port]
Collaboration [uml:Collaboration]

Expose Interface [not exist]

MagicDraw

Class [uml:Class]

Interface [uml:Interface]

Part [uml:Property]

Port [uml:Port]

Collaboration Use [uml:Collaboration]
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Connector [element type is not exist] Connector [uml:Connector]

Assembly [element type is not exist]

Delegate [element type is not exist] Connector [uml:Connector]

Role Binding [uml:Dependency] Role Binding [uml:Dependency]
Represents [uml:Dependency] Dependency [uml:Dependency]
Occurrence [uml:Dependency] Dependency [uml:Dependency]

Conversion details

Dummy class

In MagicDraw, the Composite Structure diagram needs a Context element to contain itself. However, in
EA there is no Context element. After conversion, a dummy Class element will be created to represent
the Context element of Composite Structure diagram.

A dummy Class will be named after the closest owner package of the Composite Structure diagram. The
Composite Structure diagram and all of the Composite Structure elements will be placed inside the
dummy Class element.

EA (Before Conversion) MD (After Conversion)
Dummy Class element.

5. [ Package1 E| Packagel /
E-E Packaget

ﬁ CompositeStructureDiagram

----- Caompositestructurebiagran

Dummy class.

Class

The Class element data will be normally copied even if the Class element is drawn in a Composite
Structure diagram. A Property element will be created to represent the Class element. The Property
element will be named after the Class element.
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Contanment tree

EA (Before Conversion) MD (After Conversion)
2] Package1 -7 Packagel Property element that
: ts acCl | |
& CompositestructureDiagram L Classi represents a Liass elemen

Class1 - Packagel /

0 -Class1 : ModelPackagel::Class1
: CompositeSkractureDiagram

Diagram View
EA (Before Conversion) MD (After Conversion)
Class1 Class1

Property Representing a Class Element.

Class with Attributes and Operations

The Class view in EA will be converted to a Part in MagicDraw. Attributes and operations will not be
shown in the Composite Structure diagram.

Contanment tree

EA (Before Conversion) MD (After Conversion)
5| Parkage! t| Packagel
ﬁ CompaositeStructureDiagram Eg Class1 . .
f- {3 -atbribute ©int

= Class1
He atbribute

a operation()

: E- € +operation() ; void

B Packagsl
b ) -Class] ) Class1
Compositestructureliagram

Diagram Yiew

EA (Before Conversion) MD (After Conversion)
Class1 Classi
atfributa: it Part element cannot show

- Attribute and Oper ation.

+ oparation) ; vold

Part Element after Conversion.

Interface

The Interface element data will be normally copied even if the Interface elementis drawn in a
Composite Structure diagram. A Property element will be created to represent the Interface element.
The Property element will be named after the Interface element.
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Contanment tree

EA (Before Conversion) MD (After Conversion)
Property element that
ﬂ Packagel 7 Packaget represents an Interface element
ﬁ  omposite Skruckurebiagram E}E Packagel

----- & -Interfacel : Interfacel
: CompositestruckureDiagram
L (T Inberfacel =interfaces

=3 ginterfaces Interfacel

Diagram View
EA (Before Conversion) MD (After Conversion)

zinterfaces

ntertaced Interfaced

Property Representing Interface Element.

Part

There are two types of Parts: (i) Part with port; and (ii) Part that sets type to other elements.

Part with Port

If you assign the type of a Part element to a Class, Component, or Node, the Part element can have a
Port (see Port (see page 82) for more information). If a Part is not nested to any element, the Part element
will be exported from EA as a Class. Therefore, this Part element can have a Port.

Contanment tree

EA (Before Conversion) MD (After Conversion)
Macl 1
|H] Packagel 3 Pac mgiﬂ Part element is exported
&l CompositestruckureDiagram E}E Packagel from EA as a Class element
= [m=] Parkl {0 b -Parcl i Parcl
- Compositesk eDiagram
44 Pnrkl L
EHE Partl
o = e
Diagram View
EA (Before Conversion) MD (After Conversion)
. : Fartl Port
Forl

Part that does not Nest Element(s) with Posts.
If a Part is nested to an element and the type is not set, then the Part type will be used to set type to a
dummy Class. This particular Part can have a Port. A dummy Class will be created at the same level of
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the Part element that sets type to it. The dummy Class will be named after the Part concatenating with

"_type'".

Contanment tree
EA (Before Conversion)

5| Packagel
ﬁ ZomposikeStruckareDiagram
=] Class1
[=)-- [2=] Partl
<3 Porti

Diagram View
EA (Before Conversion)

Cla==1

Fart1
Forll

Part that Nests Element(s) with Post.

Part that sets type to other elements

MD (After Conversion)

£ Packagal
E & Classt Part element set bype

----- & +Parkl : Partl_tvp to this Dummy Class
E-E Partl_kyvpe

LB +Prett
EHE Packaget
i () -Partl
o Classl  Classi
CompositeStruckureDi agram

MD (After Conversion)

Clazs1

Part1
Portl

L]

The type of a Part can be set to another element (such as a Class, Actor, Component, or Usecase) by
right-clicking the Part element and selecting Advanced > Set Property Type > Select Property Type.

ot -
BT o il & Select Property Type
i |2¥* Propsries.. X B )
,,, A oy
ES | Advanted k Custen Properties, ., is':""":hl
"#3 Creste Linked Document Ciri4alt4D St Fraperty Tree .. InM
Add L - 'ﬂ
® multipiicity..,
Fird ¥ = | 2] DurnngClass
&l SetPraperty Values 2 fchor
Trarnsform Cirl+H c} Uszecare
: Embedded Elaments v B Class1
"= Mode
&5 Feature Visibikty,.. Cirl +5hift+ "nnnE
|} Lock Bement...
- [+] selectabie
Dagkesble
Apps=srance ]
I-Order ]

Setting Part Type.

If the Part type is set to a type that cannot be the owner of a port, the port will be removed.

In MagicDraw, the Property element data cannot have any elements. However, in EA, it can have
elements. Therefore, if you draw a Part element and it has an element inside it, that particular element
will be relocated to an element, which is the Part type.
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If a Part is not nested to any element, the Part element will be exported from EA as a Class. The element

inside the Part will not be relocated. If that particular Part assigns a type to other elements, its type will

always be set to Class.

Containment tree
EA (Before Conversion)

E] Packagel
ﬁ Zomposite Struckure
Class1
= (s Partl iClass1
Class2
[u=] Partz

Diagram VYiew
EA (Before Conversion)

Fart1

Farit Qass:
Classs

Part that Sets Type to Other Elements.

If a Nested Part whose type is set to another element (such as a Class, Actor, or Usecase) and this Part

MD (After Conversion)

£ Packagel

o Classt

EQ Packagel

© b -Parkl : Parkl
CompositeSkruckureDiagramm

EE Partl ClassZ and Part? are
e 3 +Part2 both under Partl.

MD (After Conversion)
Part

Class2
Part2 |

contains Nested elements, all of the Nested elements of the Part will be relocated to the element that is

the type of this Part.
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Containment tree
EA (Before Conversion)

5] Packagel
ﬁ CompositestructureDiagram
= Class1
= [wE] Partl iClass2
Class3
[n=] Partz
Class2

Diagram View
EA (Before Conversion)

Clasa®

C—

Class1:Pard
Clagsd Hasss

Far

[

MD (After Conversion)

-] Packagel
- Class1
Loy -Partl : Class?
E-E Class2
b -Class3: Class3
L @ +Part2 N r
EE%@Z:S rﬁﬁtﬁe mEur::Ecll-' II:J;JEII:.aa;stZl

MD (After Conversion)

Chazsl

Pl

Chyz=d
Pt

Part that Sets Type to Other Elements has Nested Element Inside Itself.

Port

In MagicDraw, a Property element that can have a Port is the Property that sets type to a Class,

Component, or Node, and other elements cannot have a Port. However, in EA, most of the elements
can have a Port.

If a Port is created with an element that is not a Class, Component or Node, the Port will be removed
from the diagram view. However, its data will be preserved.
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Contanment tree

EA (Before Conversion) MD (After Conversion)
|8 Package1 |='__| Package 1
i@ CompositestructureDiagram E'E Classl
=] Class1 P B +port1
T Partt E}E Packagel
- =@ zinterfaces Intetfacel i i -Interfacel : Inkerfacel

£ -Classl ¢ Classl
CZomposite SkruckureDiagram
B} Interfacel sinterfaces

<1 Partz

R
Diagram View
EA (Before Conversion) MD (After Conversion)
Classi L sintefaces - Claz=1 winterfaces
. | _iferfacet Interfacet
Pl

! Portt IF'tl-rt::

Only Class, Component, and Node Can Have a Port.

The following transformation message will open:

Removed view <xmi:id>: Invalid Port. Port can be added to Part that -its
type is set to Class, Component and Node only.

Port whose type is set to other elements

You can set the type of Port element to another element (a Class, Actor, Component, or Usecase) by

right-clicking the Port element and selecting Advanced > Set Property Type > Select Property Type.

ﬂ """""""" B [ Select Property Type
... B

At
TR Propertes... Bt+Enter t """ -~ EBrowse |5“";|"|
‘—I| ) Achranced I'l Custom Properbes. .. InM
- - - - =
..... % Create Lnked Document Curl+alt+D | setProperty Tyge. S ol |
..... Add o 0 =1 | 2] DunnwClass
L ®  mudtislicity... ? Aihor
e 5 @ Usecare
..... Transfor... cis b - B Closs1
""" Embedded Elements B[ R ?Nnda
LRONeE
|F.i Lock Element, ..
Selectable
""" Dockable I
Do ar ance *
Z-Crder »

Setting Port Type.
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Port whose type is set to another element and containing Expose Interfaces

If an Expose Interface is created on a Port and the Port type is set to another element, the Expose

Interface data will be relocated to the Port's type element. For example, if the Port1 type is set to Actor,

an Interface Realization (the Expose Interface data) will be placed inside the Actor after conversion.

Contanment tree
EA (Before Conversion)
N

packl
? Actor
- [ Class!
- E Portl Ackor
@ ProvidedInterfacel

Diagram View
EA (Before Conwversion)

Claz=1

Provided|ntarface
Pordd

MD (After Conversion)
£ packt

- Classt

¢ i1 4Portl 1 packl:fctor

[ LD Providedinterfacel

B3 packi

i i~ @ -Classl : packi::Classl

BT

E- % Actor

E}- < Relakions
& Inberface Realzation[nack! iackar « pack] nClass]

MD (After Conversion)

Provddedntartacal

Chaas D ¥
|:|/ P

Port that Sets Type to Other Element Contains Expose Interface.

Collaboration

The Collaboration element data and its nested data will normally be copied. However, if the
Collaboration element is drawn in a Composite Structure diagram, a Collaboration use element will be
created to represent the Collaboration element. The Collaboration use element will be named after the

Collaboration element.

Containment _tree
EA (Before Conversion)
5] Packagel

ﬁ CompositeStruckureDiagram
i Collabaration 1

Diagram View
EA (Before Conversion)

- -
il LY
.F! Collaboration1 %

MD (After Conversion)

[ Packagel
B} Package!
CompositeStruckurebiagram

; i Collaboration] -4— Collaboration uses
b Collaborakion element that represents

a Collaboration dement.

MD (After Conversion)

p ‘Collaborationd "
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Collaboration use.

Collaboration containing other elements

A Collaboration can contain only Property, Activity, State Machine, and Interaction. Elements other than
these will be removed. If any element is drawn inside the Collaboration, it will be removed from the
diagram view.

Contanment tree

EA (Before Conversion) MD (After Conversion)
] Packagel EI Packagel
ﬁ ComposikeStructurebiagran E‘E Package1
= g Collaborationl ~[Bj] CompasiteStructureDiagram
s Partl - ozf2 Collaboration
= @ StateMachine E|--<IZ_Z> Collaborationl
[=3] StateMachine El-- tateMachine
StakeMachine
- £ +Partl

- 3 -SkakeMaching : StakeMachine
Diagram View

EA (Before Conversion) MD (After Conversion)
7 g Collabarationt . . - Collsboration .
1/ \x I .
.I'! % £ 1
I StabeMachine L] : \
1 Part1 J '. .I
LY i y
b % ) ) ,.- % . y
My N L P
o e ~ ;

Collaboration Containing Other Elements.
The following transformation messages will open:
* Removed element <xmi:id>: Invalid Element. Collaboration can
contain Property, Activity, State Machine and Interaction only.

* Removed view <xmi:id>: Invalid Element view. Collaboration cannot
be contained in any element view.

Expose Interface

Expose Interfaces are the Provided and Required interfaces in MagicDraw.

In MagicDraw, you can draw a Provided Interface or Required Interface in a Port only and set the type of
the Port to another element (an Actor, Usecase, or Class). You can create that particular Port on a Part
element whose type is set to a Class, Component, or Node only.

Expose Interface with Port

If you draw an Expose Interface in a Port and the Port does not assign a type to any elements, that
particular Port will be used to set type to a Dummy Class. The Dummy Class will be created and named
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after the Port concatenating with '_type'. The Interface element will be moved to the same level of the

Port.

Contanment tree

EA (Before Conversion) MD (After Conversion)  Interface element
- will be moved to the
=)~ (Bl Fackacel . ) L D Package same level of Port.
ﬁ CompositeStructurebiagram i E-E Oasst
= [E Classt i 1 i~ +Portl : DummyCla :s1:Port]_type
= 4d Portl _" Providedinterfara]
=& PravidedInterfacel i | ErEPuotl type -——Dummy Class
! E--7 Relations
i o Interface Resization[DummyClass:: Class1::
B-E Packagel
@ <Classl : DurrmeClass: i(0ass ]
CompositeStructureDiagram
Diagram View
EA (Before Conversion) MD (After Conversion)
. . . : Prov.idedlrﬂérlﬂce’l.
ol o o _ v Clazs1 +
Port1
Frovidedinterfass1

it

Expose Interface with Port.

If an Expose Interface is created on a Port and the type of the Port is set to another element, the Expose
Interface data will be relocated to the Port's type element (see (ii) Port whose type is set to another
element and containing Expose Interfaces for more information).

In MagicDraw, some elements can be used as a Port type. These elements can have either a Provided
Interface or Required Interface, or both.

The following is a list of the Port's type elements with specific conditions:

Interfaces can only have a Provided Interface.

Artifacts cannot have a Provided Interface.

Information Items cannot have a Provided Interface.

Signals cannot have a Provided Interface.

Components always have both Provided and Required Interfaces.

The other elements can have both Provided and Required Interfaces.

After conversion, if the type of a Port is set to an Interface and the Port has an Expose Interface,
only the Provided Interface will be shown and the Interface Realization data will be removed.
Artifacts, Information Items, and Signals cannot hold Interface Realization. If the type of a Port is
set to one of them, the Provided Interface will be removed. However, this does not affect the
Required Interface.

If the type of a Port is set to a Component and the Port has an Expose Interface, it will always
show both the Provided and Required Interfaces.
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Diagram View

EA (Before Conversion) MD (After Conversion)
Set Port type to Interface
g Interfaced
Class1 " Brovidedinteracs 1 — 'S Port can have Provided
' : . . - ﬁ Interface only.
| g R Port
- Frowidedinbefaced .
- o mintérdcen : :
Porl |

Set Port type to Artifact, Information Item and Signal

Class+ Frovidedintarface Class1 Port cannot have
Foitl Provided Interface.
— A—”f
Prowidedinterfaoe :
Fortd -
Providedinter face2
Set F"Ol't t","pe tﬂ Cﬂmpﬂﬁ Ent Providedirerface]
- O
Class1 Providedinterface 1 Class1 Port always has
H]—O Pl 4~ both Provided and
P Required Interface.

Providedinterface]

Port's Type Element with Specific Conditions.
The following transformation message will open:

Updated element <xmi:id>: Provided Interface conflicts with Port type.
The Port type is updated to an owner of Interface Realization.

If an Expose Interface is created with an element that is not a Port, the element will be removed both
from the Containment tree and diagram view.

iContanment tree

EA (Before Conversion) MD (After Conversion)
= =[] Packagel
B Packagel ) ) EI J Expos=e Interface
&l CompositeStructureliagram i Classt “— alement will be removed.
= B dass1 | E-E Packaget
=3 Providedinterfacel i 0 -Classl o | Class:Class]
 mTmem
Diagram View
EA (Before Conversion) MD (After Conversion)
Cla=ss1
Class1

Providedinterface

Expose Interface with Element that is not Port.
The following transformation message will open:

Removed element <xmi:id>: Invalid Element. Expose Interface can be added
to Port only.
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Expose Interface with relationship

In MagicDraw, the Provided and Required Interfaces cannot be connected with any relationship, as
shown in Figure 93. If there is any relationship connecting to the Expose Interface, it will be removed
from both the Containment tree and diagram view.

Diagram View
EA (Before Conversion) MD {After Conversion)

Frovidedniertacel
Classi . [Cin=a? Clazsl ] Clags?
\ O L Fartl Part2

—{—CO——3 : :
midedntedace’ ";.mmmmm L /j
! o Fart: = I

Frovidedrierfmce2

Hassd - Clazsd Clazsd
ctilegains sk

Froadedintinazas Prewidecriefaze

Expose Interface with Lines.
The following transformation message will open:

Removed element <xmi:id>: Invalid Element. Expose Interface cannot be
connected with the element.

Package

In MagicDraw, a Package cannot be drawn in a Composite Structure diagram. If it is drawn in EA, it will
be removed from the diagram once it has been converted to MagicDraw.

Contanment tree

EA (Before Conversion) MD (After Conversion)
B Packagel 7 Packaget

ﬁ Composikes tructurebiagram ----- 1 Packagez

] Packagez E-E Packagel

CompositestructureDiagrany
Diagram Yiew
EA (Before Conversion) MD (After Conversion)

Package view will be removed from
_Eurrpusil:e Structure diagram

= : /
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Package.

Assembly

In MagicDraw, there is no Assembly line. It will be updated to a Connector.
The following transformation message will open:

Updated element <xmi:id>: Assembly updated to Connector.

Diagram View
EA (Before Conversion) MD (After Conversion)
| Amenbly - - | Part assEmbly Part2
Fart1 = e FartZ

Updating the Assembly Line to the Connector Line.

Dependency

There are many relationships that EA exporter exports to Dependency as the following elements:

+ Delegate

* Role Binding
* Represents
« Occurrence
* Nest

* Derive

* Import

* Instantiate
* Usage

* Realize

* Trace

The above relationships will be shown in the diagram view as Dependencies with stereotype.

Removed relationships

If an Association, Direct Association, Aggregation, Composition, Generalization, or Specialization is
created in a Composite Structure diagram, it will be removed from the diagram view, but its data will be
preserved.
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DiagramView

EA (Before Conversion) MD (After Conversion)

Clas=1

Class2

Ameciabion | . Claas] 1= s : Clase2

Claesd ; S Class4 ] 3 o
[rirs o Bowncisdion ahz i sl
—
Classt Clus=E Classs Claszh
Agaregatian
= . . -:-}
Classy Claxad Clazs? Clazsf
" Compostien :
— -
ClassE Clmmx A0 Clazsg ; Casz10
Eeneralization -
[
Class11 Cass1z Cleaztd Chag 2
E i
k=p Specialization

Removing lines.

The following transformation messages will open:

Removed view <xmi:id>: Association cannot be shown in Composite
Structure diagram.

Removed view <xmi:id>: Direct Association cannot be shown 1in
Composite Structure diagram.

Removed view <xmi:id>: Aggregation cannot be shown in Composite
Structure diagram.

Removed view <xmi:id>: Composition cannot be shown in Composite
Structure diagram.

Removed view <xmi:id>: Generalization cannot be shown in Composite
Structure diagram.

Transformation report

A report containing the conflicts solved during transformation, along with other transformation
information (such as special mapping and removal of some irrelevant data), is required to be provided

to the users.

The following is a list of the transformation messages:
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* Removed view <xmi:id>: Invalid Port. Port can be added to Part that
set type to Class, Component, and Node only.

* Removed element <xmi:id>: Invalid Element. Collaboration can
contain Property, Activity, State Machine, and Interaction only.

* Removed view <xmi:id>: Collaboration cannot be contained 1in any
element view.

* Removed view <xmi:id>: UseCase cannot be contained in any element
view.

* Removed element <xmi:id>: Invalid Element. Expose Interface can be
added to Port only.

* Removed element <xmi:id>: Invalid Element. Expose Interface cannot
be connected with the element.

* Updated element <xmi:id>: Assembly updated to Connector.

* Updated element <xmi:id>: Provided Interface conflicts with Port
type. The Port type is updated to an owner of Interface
Realization.

* Removed view <xmi:id>: Association cannot be shown 1in
CompositeStructure diagram.

* Removed view <xmi:id>: Direct Association cannot be shown 1in
Composite Structure diagram.

* Removed view <xmi:id>: Aggregation cannot be shown in Composite
Structure diagram.

* Removed view <xmi:id>: Composition cannot be shown in Composite
Structure diagram.

* Removed view <xmi:id>: Generalization cannot be shown in Composite
Structure diagram.

On this page

* Import elements (see page 76)
+ Conversion details (see page 77)
« Dummy class (see page 77)
+ Class (see page 77)
+ Interface (see page 78)
* Part(see page 79)
* Port (see page 82)
+ Collaboration (see page 84)
+ Expose Interface (see page 85)
+ Package (see page 88)
+ Assembly (see page 89)
+ Dependency (see page 89)
* Removed relationships (see page 89)

+ Transformation report (see page 90)
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1.5.7 Interaction Overview Diagrams

The following sections describe additional EA specific Interaction Overview diagram information.

Conversion Details

Interaction Overview Diagram

An Interaction Overview diagram is one of four types of Interaction diagrams. The other three are
Timing, Sequence, and Communication diagrams. An Interaction Overview diagram, just like an Activity
diagram, visualizes a sequence of activities. Most of the notation elements for Interaction Overview
diagrams are the same as those for Activity diagrams (such as initial, decision, fork, join, and final
nodes). Interaction Occurrences and Interaction elements are two new elements in the interaction
overview diagrams.

EA (Before Conversion)

CS e E L

=l Smifia

Gkt :ﬂ Ok ju sk ot o
ey
T

=0i=

()

kb eFi al

Interaction Overview Diagram.

After conversion, the Interaction Overview diagram will be placed within an Activity element.

EA (Before Conversion) MD (After Conversion)

_il Package = Packags
7T ClassDiagram El 3 EA_Achivity
Inkerackionneerviawhiagram RS i It eractionDverviendiagram™
T SequenceDisgram [ BA_Colaberationt
@ Initislhcde | BB EA_Interaction]
: L[l sequerceDisgram®
i [E] ClazsDisgram
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Interaction Overview Diagram Placement.

Interaction Element

Interaction elements display an inline Interaction diagram (Interaction Overview, Timing, Sequence, or

Communication diagram). In EA, Interaction elements can be created to display other diagrams than

those classified as Interaction diagrams.

EA (Before Conversion)

=d CommDia o

1: scall= —»

Objecti

=d Sea i

[=1CIT oY | %
e
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Interaction element.

EA (Before Conversion)

A [smersant S

Objectd ::%: o

CActer! .
S

et B H
S

Interaction Element in Interaction Overview Diagram.

Interaction Occurrence

MD (After Conversion)

Activitylnitial

5 r2
", /
el

ref

ref

®

ActivityFinal

Interaction Occurrence elements refer to an existing Interaction diagram. They are visually represented
by a rectangular frame, which can be created by dragging the Interaction diagram from the project

Browser to an Interaction Overview diagram and selecting the 'Interaction Occurrence' option from the
pop-up dialog.

EA (Before Conversion)

- g

MD (After Conversion)

ref
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Interaction Occurence element.

On this page

+ Conversion Details (see page 92)

* Interaction Overview Diagram (see page 92)
* Interaction Element (see page 93)

* Interaction Occurrence (see page 94)

1.6 Known Limitations and Constraints

The following table shows the conversion limitations and constraints in EA exported XMI and EA Import

Plugin.

Constraint
name

N-ary
Association

Diagram
Legend

Diagram
Note

Text size

Word wrap

Contact point
between
element and
link

Display
alternative
image

Description

Due to the difference between the EA exported XMl and MagicDraw XM, the
view of N-ary association will not be imported.

MagicDraw does not have a similar element. Diagram legends will not be
imported.

The element most similar to Diagram Note is the MagicDraw diagram
information table (Option > Show diagram info). However, in EA it will be
mapped to the Option > show diagram details. So Diagram Notes will not
be imported to MagicDraw.

The size of text displayed in EA and MagicDraw may vary. The text size in EA
is mostly larger.

Due to size constraints in text displayed in element blocks, the result of word
wrap in EA and MagicDraw is likely to be different.

The position of both ends of a link element cannot be mapped to MagicDraw
because the last segments of the link element in MagicDraw always point to
the center of connected elements.

In EA, you can display an element in a diagram by using an alternative image.
MagicDraw will not import that particular image and will use a default shape
instead.
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10

11

12

13

14

15

16

17

18

Link label
position

Pin position

Nested
CallBehavior-
Action

DataStoreNo
de inner
element

Object inner
element

Lifeline
position

Diagonal
Sequence
Message

Sequence
Activation
Options

State
contains
diagram

Region in
Orthogonal
State

Assembly
Relationship
in Composite
Structure
diagram

A Link element such as an association has many text labels, such as
multiplicity and role name labels. MagicDraw will not import the position of
these labels and will use a default position instead.

A pin position in MagicDraw may have been slightly moved from its original
position in EA. Especially if the pin is placed at the corner of its containing
element, it will be shifted a little away from the corner (mostly in a clockwise
direction).

A CallBehaviorAction element nested with another CallBehaviorAction
element. The outermost part of the element will remain. The other will be
removed.

A DataStoreNode element that contains Activity-Diagram-related-elements.
Every element inside that particular DataStoreNode element will be
removed. Only the DataStoreNode element will remain.

An Object element that contains Activity-Diagram-related-elements. Every
element inside that particular Object element will be removed. Only the
Object element will remain.

The Lifeline position in MagicDraw will not correspond to the original
position in EA. The position is fixed.

MagicDraw does not support Diagonal Sequence Messages.

MagicDraw does not support manipulating Sequence Activation through
Sequence Activation Options.

A diagram element placed inside a State element will be removed.

EA exported XMI contains incorrect information when:

* more than one region has identical names.
* region was created and then removed before exporting to XMI.

This will result in an unexpected result after importing it into MagicDraw.

Assembly relationships in EA are exported to XMl as Connectors. They will
then be imported to MagicDraw as Connectors.
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19

20

21

22

23

Interaction
elements as
diagram
frame

Message
timing details

Concurrent
State Regions
in
StateMachine

Combined
Fragment

Problem
occurs during
conversion of
Sequence
diagram.

MagicDraw does not import Interaction elements displayed as diagram
frame in an Interaction Overview diagram.

Duration Observation, and Timing Observation are not imported to
MagicDraw.

Adding and removing multiple Concurrent State Regions to and from
StateMachine in EA can cause the EA XMI to be incorrectly exported. If the EA
exported XMl is in this state, the result of the StateMachine imported to
MagicDraw cannot be determined.

The same problem also occurs if there are multiple Concurrent State Regions
with the same name.

Adding and removing multiple Interaction Operands to and from Combined
Fragment in EA can cause the EA XMI to be incorrectly exported. The
problem can be fixed by importing the EA XMI back to a new project in EA
and exporting it back before importing it to MagicDraw.

Importing EA XMI to MagicDraw sometimes results in the following error
message: “Problem occurred during conversion of Sequence diagram”. If this
occurs, please try to import the XMl back to a new project in EA and export it
back again before importing it to MagicDraw.
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