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63 PO UnOm U model things with your own tool @

Pounamu Tutorial

e Tutorial: Pounamu installation and configuration

o Tutorial: Tips about using Pounamu
o Tutorial: Using Pounamu to create a simple UML tool

o Tutorial: Using the created UML tool to model a simple project
e Tutorial: How to create an event handler

Tutorial: Pounamu installation and configuration

back to head
1. Install pounamu software:
1) Make sure in your machine, JDK1.4.0 has been installed.
2) Unzip the download pounamu.zip file to wherever in your machine.
3) Move the "compile_and_run_pounamu.bat" file to the same folder where pounamu folder is in.

4) Edit the "compile_and_run_pounamu.bat" file, change the path before "javac" and "java" to the right path
to "javac" and "java" in your machine.

e compile_and_run_pounamu.bat - Notepad Q@@

File Edit Format Yiew Help

set classpath=.;

E:"\\j2sdkl.4. 0\\b1n\\]avac -deprecation pounamuhcoreZ¥.java pounamuhdata®¥.java
pounamu\command\ java pounamugevent\* ]ava pounamuieditor\¥. java pounamuivisualcompi\¥. java
E:"\\j2sdkl.4. 0\\b1n\\]ava -classpath %classpath¥% pounamu. core.Pounamu

pause

2. Configure pouanmu:
1) Run pounamu by executing "compile_and_run_pounamu.bat".
2) In the tree panel, click the node "pouanmu".

3) Click the menu "pounamu" in the menu bar, or right click anywhere on the tree panel, then in the menu
click the "confiure this tool" item.

6/10/13 6:15 PM



New Page 1 file:///Users/jgrundy/Documents/Code/PounamuTutorial .html

Pounamu Configuration E]

Please specify the pathes ta the following tools -

Pounamu |E:1pounamu| Browse

Web Browser IC:IF'mgram Files\internet ExplorenlEXPLORE.EXE Browse

0K |Enj2sdk 4.0 Browse

Ji

please specify currently available tools -

||¥ Tool_hgj [V Tool_kfis [V Tool_rwty
[V Do not show this dialog next time when start this tool.

For this time only Save for later use | Cancel l

4) A dialog box will pop up. Input or "choose by browsing" the right full paths to the pounamu folder, Web
Browser and JDK in your machine.

5) In the available tools area, the tools created and registered before are shown. Select them if you want to
use them or deselect them if you do not want to use them any more.

6) Check the box "Do not show..." if you do not want to configure pounamu on your machine again.
7) Click "save for later use" button if you want to save your configuration for later use. Click "for this time

only" button if you just want to make the configuration effective for this time only. Click "cancel" button to
cancel the configuration.

Tutorial: Tips about using Pounamu

back to head

Pounamu: A dynamic universal modeller
Pounamu  Help Menu Bar

=8 =
tool projects
s model projects

configure this tool '

exit right now

Tree Panel =l Main Showing Area Property Area
‘ i

general | undo list | redo list |

Information Area

« l i

hWelcome to use Pounamu

¢ Objects -- entities inside Pounamu

Pounamu is a MetaCASE/CASE tool. You can use it to create your own tool, or you can use it to model a
real-world case. In both cases, you need to define lots of objects. These objects can be as "big" as a tool which
is what you want, a model which is the result of your modelling using your own created tool, or as "small" as a
visual component used to create a visual icon. Pounamu itself, as a whole, is an object.
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There are two kinds of objects in Pounamu. One kind are pre-defined objects, such as the tool project
manager, model project manager, shape creator, connector creator, handler definer, metamodel definer, view
type definer and pounamu itself; another kind are user-defined objects, such as shapes, connectors, handlers,
views, view types, entity types, association types, entities and associations.

e Naming -- what you call your objects

All pre-defined objects have a given name which begins with a lower case letter and is unchangeable.
For example "pounamu" for Pounamu itself, or "tool projects" for the tool project manager.

All user-defined objects have a name given by user. However to manager the names well, Pounamu
automatically adds the object type to the user given name as a prefix, and changes the first letter of the user
given name to upper case. For example, if you want to create a new shape, you give a name "class" to this
shape, then Pounamu will change this name to "S_Class", "S_" is the object type for all shape objects. Please
note that when there is a dialog box asking you to input the name of an object, do not input the part
which will be automatically added, like "S-".

The common types in Pounamu naming system is listed here:

Type Object
S shape
C connector
H Handler
ET entity type
AT association type
MMV metamodel view
VT view type
Tool tool
Model model

e Tree -- the overall manager

To manage all objects, Pounamu uses a tree, called the manager tree. It is located in the middle left panel
of the main user interface. Each object, predefined or user_defined, will have an entry in the this tree, where its
name will be showed as a node. The tree automatically expands, adding nodes, when a new object is created,
and shrinks, deleting nodes, when a object is removed.

e Target -- choose a working object

Before you do anything, you have to decide which object you want to work with. As the manager tree
has listed all existing objects, you may easily select an object by selecting the node on the tree which displays
the object name. The selected object will be the so-called "working object". At anytime, there is only one node
that can be selected, therefore there is only one working object. Once a working object is selected, the viewing
area, which is the main area located in the centre of the main interface, will show its visual icon (if it has any),
the property area, located in the middle right area of the main interface will show its properties (if it has any),
and the menu (and popup menu) will show all available functions that can be performed on this object.

e Menu -- select available functions

As there are so many types of objects inside Pounamu, and there are many functions can be applied to
each type of object, it is hard for a user to find the right functions which can be applied to the working object if
there is not a good way to arrange menus. Pounamu make it simple for user to select functions by using "smart
menu". In Pounamu interface, the menu area only has two menus. One is for help, another one is the so_called
"smart menu" named "pounamu". When you select a working object from the manager tree, all available
functions for this working object will be shown in the "smart menu". Its twin, a popup menu which has the
exactly the same list of menu items, is also available for users who like "right clicking" mouse.

¢ Property -- what information the target contains

Once an object is selected from the manager tree, if it has any properties "exported" to the user, the
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properties will be shown in the property area. The properties are arranged in a table. This table can be used to
both view and edit properties and hence configure the object. If the object has no property to be shown, the
property area will be empty.

e Icon -- the viusal form of the target

Pounamu is a kind of visual programming tool. Therefore most of objects in Pounamu have icons as
visual representations. Once an object is selected from the manager tree, if it has a visual icon, the icon will be
shown in the viewing area of the main interface. The viewing area is managed with a four_level structure. The
base level use a tabbed pane to hold each project pane. The second level uses a tabbed pane to hold all view
types in the project. The third level uses a tabbed pane to hold all views in this view type, and the fourth level
is a panel to show icons. For example, if you select a shape object "S_Class" in the tree panel, the node
"S_Class" has a parent node "shape creator" and parent-parent node "Tool-UML", then the viewing area will
show a tabbed pane which contains "Tool_UML" as its base pane, then inside this pane is the tabbed pane
"shape creator" which contains all created shapes, then in that tabbed pane, is displayed the panel which
contains shape "S_Class" and in that panel, the icon for "S_Class" is shown as selected. The levels of the
viewing area have been mapped to the levels of the tree node. So any change to either of them will cause a
corresponding change to the other one.

¢ Information -- what is going on behind the interface

When you have chosen a working object, and also have selected a function from the menu, if there is
nothing happening, do not panic! You will be told what is going on behind the interface. What you need to do
is move down to the lower part of the main interface, where there is a tabbed pane, clicking the "general" tab if
it is not currently shown, then read the information shown. Then you know what is happening, even what is
wrong.

¢ Undo/redo -- oops! I made a mistake

If you are using the tool you created to model a project, whenever there is something wrong, you may be
able to undo it. The undo / redo lists are nested in the same tabbed pane with general information. You may
undo/redo an operation at any time. Please note that, at most times, undoing the latest operation is safe, but
undo/redo of an operation deeper in the undo/redo history may cause errors. The undo / redo part works in
model project only currently.

e Save/load -- do you want to reuse it

Any user-defined objects can be saved into xml files and then reloaded whenever you want to reuse it.
The file name will be the same as it appears in the tree. All saved files will be automatically put into the "tools"
folder under pounamu folder except the handlers which go to "handler" folder. Please note that there are some
"conditions" to load some saved files, for example, if you try to load a "view" file, then the tool which create
this view must be the current tool. Trying to reload a view created by "Tool_UML" into a project using
"Tool_Architecture" will cause an error.

e Inspect -- is this what I want

At anytime, if you want to check what information is included in the objects you created, you have two
options to do so. One is clicking the corresponding node, then checking the property table shown in the
property area. As all properties are listed there, you may easily inspect available information. Another way is
by selecting the "view xml file" option from the menu, then in the popup xml pane, you may view the whole
xml file for this object.

e Multiview -- An object can have different faces

Pounamu supports both multiple view types and multiple views. Multiple view types means we can have
different view types in a model. For example, in a UML tool, we have "class diagram" view type, "Use cases"
view type and "sequence diagram" view type etc. Multiple views means we can have more than one window
(view) in each of the view types. This is extremely useful when a diagram is getting too big for a view -- we
can cut it into several windows thus make each window tidy and elegant.

In Pounamu, an object can appear in different views of different view types. It can appear with a different
icon in the different view types, but it has the same icon in the views of the same type. All icons in the views of
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the different view types are "sharing" the same object. Pounamu has facilities to handle coordination among
them.

Tutorial: Using Pounamu to create a simple UML tool

back to head

Pounamu: A dynamic universal modeller B@@

Pounamu Help

= e pounamu

Y oo roiecs|

.48 model projects
new tool project

4 open existed tool project

close all tool projects
QN oo e roTer e

4 | i

Welcome to use Pounamu

1) Click the "tool project" node in the manager tree, then in the menu (either the menu "pounamu" in the
menu bar or the popup menu accessed by right clicking anywhere in the tree panel) click the "new tool
project". In the popup new tool project dialog, enter "UML" for the name of this tool (pounamu will add
"Tool_" to it as prefix and change the first letter to upper case). You may enter a description in the description
area or leave it empty. You should now leave the location field unchanged (for now pounamu now uses it as
default folder to store any objects from tool creation or modelling). Click the "ok" button.

New Tool Project Dialog @

iPlease input the name for the new tool

lumL

Please input the description for the new tool

simple UML tool

Please specify where this tool will be saved

E:\pounamuitoals Browse

OK | Cancel |

2) Now in the manager tree you have a "Tool_UML" node with 5 child nodes. In the main viewing area you
have the tabbed pane for "Tool_UML" which contains 5 tabbed panes corresponding to the nodes.
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Pounamu: A dynamic universal modeller

Pounamu  Help

= a pounamu i'
E] £ tool projects
=@
-4 shape_creator
.48 connector_creator

A handler_definer shapes | connectors
G meta_model_definer andlers
o A view_type_definer _'_I meta_model_views
< LI view_types
general | undo list | redo lst |
0: the new tool project narmed Tool UML has been created! JL]
| k

Welcome to use Pounamu

3) Click "meta_model_definer" node in the tree, and then in the menu select "open a new view". In the popup
name dialog, enter "1" ("MMV_" will be added to it). Click the "ok" button.

New Model View Name Dialog

/ Please input the name for the new meta model view here:
e Please note that "MMY _" will be added as prefix automaytically!

Il

Cancel

4) In the tree, the node "MMV_1" is added and selected and the tabbed pane of "meta_model_views" is set to
be the current pane. In the menu, select "add an entity type", then in the popup dialog, select the "by given a
name to this entity type" radio button. Enter "class" (pounamu will make it "ET_Class"). Click the "ok" button.

meta model object dialog @

add an entitytype object to MMY_1

+" by giving a name to this entitytype Iclass

" by choosing from the added ones I _I

(" by restoring an existed one entitytype I Browse

OK | Cancel |

5) Nothing happens! Do not panic. As you are asked to specify the position of this entity type icon. So in the
viewing area, click where you want the icon to be. A icon appears where you clicked. and a property table is
shown in the property area.
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Pounamu: A dynamic universal modeller

Pounamu  Help

mmy_1 | metamadel prop | visual prop | sl
- ~Please specify metamodel properties here

[-hame

Q shape_creator ET_Class
e connector_creator :l IET_CIass
’6 handler_definer
meta_model_definer
@ vy _t

[ i a
@ view_type_definer .
el projects

! property

~The current attributes list

~Add or delete attribute here

attribute name |
attribute type IStrin q X I

is a key or not key Ik

1 add | delete |
| > ki
v || meta_model_views | view_types
4 _l > shapes | connectors | handlers | | [ LI L‘

general | undo list | redo list |

0: the new tool project named Tool UML has been created! JLI
Rl | b

Welcome to use Pounamu

6) In the property table, we enter three attributes "name, String, key", "attribute, Multilinesinput, nonkey" and
"method, multilinesinput, nonkey". Click the "ok" button. (Please note that the properties will not be updated if
you do not click "ok"). In the icon, you will see these attributes. If you are not satisfied with what you have
entered, you may use the property table to reedit them.

Pounamu: A dynamic universal modeller

Pounamu  Help

MMY_1 -Please specify metamodel properties here
i] name
ET_Class [ET_Class
attribute:MultiLinesText:nonkey
method:MultiLinesTextnonkey [FProperty
- *name:Strlng:key ~The current attributes list
- N
L 4 I | L,J attribute:MultiLinesText:nonkey
i : e method: MultiLinesText:nonkey
meta_model_views _typ name:String:key
shapes connectors | handlers :—I

general | undo list | redo lst |

0: the new tool project naraed Tool UIML has been created! ._ILJ
Kl | »

Weelcome to use Pounamu

7) In the menu (you know where it is or how to bring it up:-)), select the "register this entity type" item. This
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entity type is created! You may also click corresponding items in the menu to view xml files, to save files. But
if you want to use this entity type later on, you must register it. Registering the entity type also saves it to
default folder.

XML representation for ET_Class

=<?xral version="1.0"?=
<IDOCTYPE raetarmodelelerment SYSTEM "retarodeleleraent dtd"=
<raetarmodelelerent=
=name>=ET_Class=</narae=
=type=entitytype<itype=
=attrbute=attribute MultiLinesText nonkey  <fattrbute=
=attrbute=raethod MultiLinesText nonkey  <fattribute=
<attribute=narae:String'key  <fattribute=
<J'metamodslelsmem>|

8) Repeat 4) - 7), but click "add an association type". Give the new association type a name "implement"
("AT_Implement" in pounamu). In the property table, input one attribue "label, String, Key". Then register it.

Pounamu: A dynamic universal modeller

Pounamu Help

A1) vt | ‘name -|2]
I = [AT_Implement
e_creator ET_Class -property -
ector_creator attribute:MultiLinesText:nonkey I
dler_definer method:MultiLinesText nonkey ~The current attributes list
5_model_definer hame:String:ke
_MV 1' | ey label:String:key
@
3 ET_Class

_type_definer
ts

AT_Implement
label:String:key

=
K - ]
B meta_model_views view_types

4 _l » shapes Connectors handlers LI
general | undo list | redo lst |

=
0: the new tool project named Tool UML has been created! v
< | >

Welcome to use Pounamu

9) If you want to reuse this meta model view later, then click "MMV_1" node, then click the "register this
view" button or the "save this view" button.

10) We have an entity type "ET_Class" and an association type "AT_Implement". Now we will choose icons
for both. For any entity, we need a shape as icon, and for any association we need a connector as icon.

11)Click the "shape creator" node in the tree. In the menu, click "Create a new shape". In the popup dialog,
input "class" ("S_Class" in pounamu).

New Shape Name Dialog

/ Please input the name for the new shape here:
f . Please note that "S_" will be added as prefix automatically!

Iclass

Cancel

12) A shape icon appears in the viewing area and the node "S_Class" has been added to the tree with a
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subnode "S_Class_basepanel" which is selected. The base panel is the contaiing panel of the shape into which

we may add additional elements as we need. The property area shows the properties of the base panel.

Pounamu: A dynamic universal modeller

Pounamu  Help
namu 21| 5_Class Properties I exported props | Yol
'3| projects ~Please specify properties here
-4 Tool_UML
: = ~type
E}Q shape_creator
- =49 5_Class [Rectangle -]
f LAl
G connector_creator ~stroke
A handler_definer - ] I
Q meta_model_definer
A view_type_definer fineColor
model projects
o ~fillColor
3 [ I
~linevisible
true ¥
-shapeOpaque
= ] false v
-index
(i
~location
- shapes | connectars | handlers 5 ion: | &
4 __l > meta_model_views | view_types 4 I | »

general | undo list | redo list |

0: the new tool project naraed Tool UML has been created!

Kl | 2

Weelcome to use Pounamu

13) In the property table, we change the layout to "V-Flow" with the "vgap" 5. That means we are using

vertical flow layout to manager components in this base panel. We also change its size by width = 100, height

=120, click "ok" button.

~location
X |100
¥ |1UU
-size
width |100
height 120
“layoutManager
" null " Flow
& ¥_Flow (" Border
" Grid " GridBag
shapes | connectors | handlers
T meta_model_views | view_types
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14) In the menu, click "add a label". In the property table change horizontal alignment to "center" and input
"name" in "text" field. Switch to the "exported tab" in the property table then click "text" radio button and input
"name" in the text field. Then Click ok.

name

opaque

enabled

false Y

true Y

verticalalignment

CENTER X

horizontalalignment

text

CENTER X

[name

15) Select the base panel again and in the menu select "add a text area". In the property table input "attribute"
to the "MultilinesText" field. Switch to the "exported tab" in the property table then click the "MultilinesText"
radio button and input "attribute" in the text field. Then Click ok.

16) Add another text area to the base panel. In its property table input "method" to the "MultilinesText" field.

Switch to the "exported tab" in the property table then click the "MultilinesText" radio button and input

"method" in the text field. Then Click ok.

R

AsBbCcDAEEFEGy |

-4 5_Class
=8 SS_CIIaZS_Igase background
: abel
§ 8 textareal $-3
o A name
I connector_creator attribute font
J handler_definer
= ethod
J meta_model_definer v '
I view_type_definer Perier
projects
opaque
true
enabled
true
multiLlinesText

Fethod

17) Select the "S_Class" node on the tree. In the property area, check if the exported properties are what you
want. If not, select the object to change it.
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Pounamu: A dynamic universal modeller

Pounamu  Help

[ = S_Class properties I Jetl
ojects ~Please specify properties here
OI—UML -name:textfield
9 shape_creator
) |name
= ’8 S_Class_Base
4B 1abeln -attribute:textarea
AD textaread £ ‘
L4 textareal name ’at.t:rlbute
9 connector_creator attribute

handler_definer
meta_model_definer
view_type_definer
projects

guethod ‘method:textarea-

Fethod

- shapes | connectors | handlers I
4 _l » meta_model_views | view_types < l -

general | undo list | redo lst |

§ S e

0: the new tool project naraed Tool UML has been created! :]
1: the new shape naraed S_Class has been created! ~|
Kl I ]

Welcome to use Pounamu

18) Click "S_Class" node in the tree. And in the menu select "register this shape" if you want to use it later
on. You may also select "view xml file" to check the information saved in the shape xml file.

XML representation for S_Class

=<Paral version="1.0"?= =
<IDOCTYPE pounarushape SYSTEM "icon.dtd"=
<pounaraushape=

=<source=S_Class<fsource=

=type=pounarauvisualcorap PounarauPanel=/type=

<path=this=<fpath=

<property=

<propertynare>type</propertynarne=

v
Znrnerttrtrne=Chana Trme< nrmerturttmes J

19) Click "connector creator" node on the tree. In the menu, click "Create a new connector”. In the popup
dialog, input "implement" ("C_Implement" in pounamu).

New Connector Name Dialog

Please input the name for the new connector here:
. Please note that "C_" will be added as prefix automavytically!

Iimplement

Cancel

20) In the property table, select an empty triangle shape for the endShape and input "label" in "middleLabel"
field. Switch to "exported tab" and select the "middleLabel" radio button and input "label" in the text field.
Click the "ok" button.
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] b o LCALT
=4 connector_creato_l I_ LI
T Le |
G handler_definer | rendShape
) meta_model_defir
A view_type_define IH— ﬂ
model projects
startLabel
label > |
middleLabel
[1abel
~mndl ahsl
_»J shapes connectors I handlers] meta_model_views] view_types] 4J L]

o list | redo list |

21) Click "C_Implement" node on the tree. And in the menu select "register this connector" if you want to use
it later on. You may also select "view xml file" to check the information saved in the connector xml file.

XML representation for C_Implement

<?xral version="1.0"?=
=IDOCTYPE pounarauconnector SYSTEM “icon.dtd"=
<pounarauconnector=
=somrce=C_Iraplerent<isource=
=type=pounarau visualcomp PounarauConnector=/type=
<path=this<fpath=
<property=

Zrvene vrmamazhnalMalare ovanertrmamas
—

=

23) We have created one shape, one connector, one entity type and one association type. Now we move to the
handler creator to define a handler. On the tree, click the "handler_definer", and in the menu, click "create new
handler". Then in the popup dialog, input "print" ("H_Print" in pounamu) in the name field. Click "ok" button.

Event Handler Name Dialog

/ Please input the name for the new connector you are going to create here:
(Please note that "H_" will be attached to it automaytically!)

|ring

Cancel |

24) for step 24-25, please see "Tutorial: How to create an event handler". In the handler definition panel, click
the "visual event" radio button, then select "NewShapeEvent". You may leave the description area empty at this
time and then input the code in the code area. This time, input "System.out.println("Welcome to Pounamu!");"
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Pounamu: A dynamic universal modeller

Pounamu  Help

S Tool_UML

-4 shape_creator

= G connector_creator
o d® Cmplement
Eﬁ handler_definer
e

~ ) meta_model_defim
G view_type_definer
odel projects

s

i VH_Print |

( Please specify the events this will response to

(¢ visaul events

" model events

[V NewShapeEvent [~ NewConnectorEvent |~ RemoveShapeEvent

[~ RemoveConnectorEvent [~ MoveShapeEvent |~ ResizeShapeEvent

[~ ChangePropertyEvent

-Please describe the action this handler will perform

Iprint a line after the secified event caught

~Please input the action code here

System.out.println(“Welcome to use Pounamu!"™); ;]

shapes | connectors handlers | meta_model_views | view_types |

general | undo list | redo list |

0: the new tool project naraed Tool UML has been created!
Llha newrr chane named S Mlace has hean rreatedl
4

Welcome to use Pounamu

25) In the menu, you may choose "view xml" or "view java code" to check if this handler is what you want, or

"generate java code" or "save this handler" ets to save xml file or java code. Or you may click the "register this
handler" to perform all these with one go. if there is compilation failure information is displayed in the
message area. Just follow the message to debug your code then register the handler again.
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Java code for H_Print

import pounarau event *;
import pounaru.cormand *;
import pounarau.core *;
import pounarau.data *;
import pounaran visualcorap.*;
import pounarau editor.*;

public class H_Print extends PounarauEventHandler{
String type = "visual";
public H_Print(}{}

public void eventRecerved{PounarauEvent e){
if{!(e instanceof NewShapeEvent))
return;

Systera.out. printIn{"Welcorme to use Pounarau!");

}

public static String getBrifDescription(){
return "print a line after the secified event caught";
}

public String getType(){
return type;
}

public String toString{){
return "H_Print,print a line after the secified event caught”;

26) Now it is time to define the view type which is a most important part in the tool creation. Click the
"view_type_definer" node on the tree. Then in the menu, click "define a new view type" item. In the popup
dialog, input "UML" ("VT_UML" in pounamu).

New Connector Name Dialog

' Please input the name for the new type here:
/
(e Please note that "vT_" will be added automatically as prefix

UL

Cancel I

27) In the view type define panel, the available handlers, entity types and association types appear in the right
box. What you need to do is select the ones to be used in this tool. First, select "H_Print" from the available
box and "add to" allowed handlers box. Then select both "ET_Class" and "AT_Implement" in the available
model element box and "add to" allowed meta model element box.

28) Then in the icon mapping area, map "ET_Class" to "S_Class" and then map "AT_Implement" to
"C_Implement".

29) Then in the property mapping area, choose a pair from the icon/entity association/connector mappings. A
panel with two columns appears. On the left are properties of the model element in the selected pair, on the
right are properties of the icon in the selected pair. Choose one on the left and then select one on the right, these
two will be mapped to each other. Please note that you do not need to select all properties from the left column,
as some of them can be "invisible" to the user, which means they will not be shown in the icon.
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30) After you have finished mapping properties for all the chosen pairs. You may click register this view type
in the menu. A view type has been defined. Now in "Tool_UML" we have a view type "VT_UML" in which
only one entity type, one association type and one handler are allowed.

Pounamu: A dynamic universal modeller

Pounamu Help

S Tool_UML

G shape_creator

: G connector_creator
LA C_Implement

o) handler_definer

A9 H_Print

e meta_model_defin

AR MMy _1

»»»»» ‘e AT _Implen

’9 ET_Class

'9 view_type_definer

e

WT_UML |

H_Print S — I H_Print 2]
<< remove |
-Please select allowed meta model types
addto == | ET_Class
AT_Implement
<< remove I

W

~Please map meta model types and icons

ET_Class S_Class mapping >3 I [ET_Class:5_Class
AT _Implement:C_Impler
<< remove ]
4 l ! »
~Please map properties here
ET_Class:S_Class = attribute Ianribute LI
AT_Implement:C_In
¢+ method Imethod _V_]
(* name lname LI

shapes | connectors | handlers | meta_model_views view_types |

general | undo list | redo list |

4

0: the new tool project naraed Tool UML has been created!

Welcome to use Pounamu

3Dt is time to register the whole tool! Click the "Tool_UML" on the tree, then in the menu, click the "register
this tool" option. Check the message window, if there is no error message, the tool is registered successfully

and can be later used.

XML representation for Tool UML

<?yral version="1.0"?>

=IDOCTYPE tool SYSTEM "tool.dtd"=

=tool=

=<name>Tool UML=/nare>
=location=tools=</location=

=description=4 siraple UML tool=/description=
=entitytypeicon=S_ForEntityType<fentitytypeicon=

=associationtypeicon=5_ForAssociationT ype</associationtypeicon=

<propertyrappingfromentitytypetoicon=

~Trmvvmsnasan e~ lravve
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Tutorial: Using the created UML tool to model a simple project
back to head

Please first go through the "Tutorial: Using Pounamu to create a simple UML tool" and create a UML tool with
Pounamu.

1) Click the "model project" node in the manager tree and select "new model project" from the menu.

2) In the popup new model project dialog, pull down the available tools combo box and check if there is a
tool "Tool_UML" in the list. If there is not such a tool, then click cancel. Click "tool project" node on the tree,
and then in the menu click "open existed tool project" item. Browse to "Tool_UML .xml" then click "ok". If you
have created the UML tool properly, there should be no problem with loading the tool. Click the the
"Tool_UML" node on the tree, then in the menu click "register this tool". Then back to 1).

New Model Project Dialog @

Please input the name for this new model project

Ite st

Please input the description for this new model project

a toy project

Please choose a tool to be used for this model project

=l

[Tool_umL

Please specify where this model project will be saved

Browse

IE:\pounamu\tooIs

OK I Cancel l

3) In the popup new model project dialog, pull down the available tools combo box and select "Tool _UML"
in the list. Then in the name field, input any name you like to name the project, such as "test". You may leave
the description empty and the location area unchanged. Click the "ok" button.

4) Now a "Model_Test" has been added to the tree. Under this node, there is child node "VT_UML", meaning
that only this view type is allowed in the UML tool. In the viewing area is a tabbed pane named "VT_UML"
which will hold all "VT_UML" views.

5) Click the "VT_UML" node and select "open a new VIT_UML view" from the menu. In the popup dialog
input engter "1". You will see that a node named "VT_UML_1" is added to the tree and a panel with the same
name has been added to the tabbed pane.

6) Click "VT_UML_1" node on the tree and then in the menu click "add an object of ET_Class". In the popup
dialog, select the first radio button and then input "person" in the text field. Click ok.

object dialog for model views @

add an ET_Class object to ¥YT_UML_Fan

¢ by giving a name to name or search Iperson

" by re_adding one from the other views

(" by viewing and selecting an existed

OK

| 2
I

I Cancel |

7) Nothing will happenunti you click on the viewing panel where you want to add this object. Then you will
see an icon appear there and its property table appear in the property area.
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8) In the property fields, input "person" for NAME, and anything for ATTRIBUTE and METHOD. then click
ok.

9) Repeat 6)-8), but entering "student" for NAME and anything for ATTRIBUTE and METHOD.

Pounamu: A dynamic universal modeller

Pounamu Help

149 pounamu A | vT_UML_Fan model props | visual
= 8 UéO' projects :] ~Visible model props
Tool_UML
= 00 r-attribute:MultiLine
@ shape_creator person
=49 connector_creator niID
] name
& C_Implement :
=48 handler_definer helgr;]tt
P g wei .
B @ H_Print 9 [-method:MultiLines
E]'a meta_model_definer getName() R
B MMyt = getHeight() getiniID |
o ) AT _Implement getWeight()
: LA ET_Class e
=49 view_type_definer name:String——
A VT _umL
= G model projects IStudent
G Model_Test —_—
=149 Model_Test ‘-flnvisible model proj
=8 vT_umML .

=@ vT_UML_Fgn

------ G ET_Class_Person

W BT Class_Student

d__| ﬂﬂvr_UMLJ .l

general I undo list | redo list |

T

6: Compiling E:Ipourmnu\ha_ndlerlH_Prim Java finished successfully!

1 r Printhac heen reaictedl |
4

Welcome to use Pounamu

10) Click "VT_UML_1" node on the tree and then in the menu click "add an object of AT_Implement". In the
popup dialog, select the first radio button and then input "implements" in the text field. Click ok.

object dialog for model views @

add an AT_Implement object to ¥T_UML_Fgn

(+ by giving a name to name or search Iimplements|

" by re_adding one from the other views I ;I

(" by viewing and selecting an existed l

OK | Cancel I

11) All added entity objects will have been selected. Click on one handle of the object which you think is a
"child" hold the mouse down and drag to the "parent" object and release on one of its handes. A connector will
appear to connect those two shapes and the property table of that association object would be showed in the

property area.

12) In the property table, input "implement" in the label field.
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Pounamu  Help
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t°S°| P’°iSCt5 ~ ||| | - visible model props
Tool _UML o
e shape_creator e [itin
E}e connector_creator |imp|ements
{ a C_Implement Ea'm:t
A 4 eig
=4 rgnil'e:)_fietﬁner weight Invisible model props
: _Prin
Bﬁ meta_model_definer getName()
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=49 view_type_definer <
. e YT_UML implegpents
model projects
a Model_Test
A9 Model_Test e
= vT_um =
=4 ¥T_UML_Fgn student
a AT _Implement_Implements unilD
4D ET_Class_Person getUnilDg
.4 ET_Class_Student
=
o — 2| -
v b
4 | [ v oM | il

general | undo list | redo lst |

6: Corapiling E:lpounamulha;d]eru-l_Pﬁm Java finished successfully!

T Printhac heen reaicted|
g | 2
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&l

Welcome to use Pounamu

13) Here we finished a simple model. If you are not satisfied with the visual appearance, Click "VT_UML_1"
node on the tree and then in the menu click "enter select state", now you are able to move or resize each shape

on the panel.

Tutorial: How to create an event handler

back to head

1) Overview

¢ Pounmau defines two kinds of events, one is visual event, another is model event. Whenever there is an
operation which causes any visual changes, such as add or deleted a shape or connector, move or resize a
shape, and change a property of a shape or connector, the corresponding visual event will be generated.
Similarly, whenever there is an operation which cause any change in model, such as create or delete an
entity or association object, change a property of an entity object or association object, the corresponding
model event will be generated.

¢ Pouanmu has facilities to listen to and catch events and then pass them to any registered handlers.

¢ Each handler has been predefined to respond to some particular events. And if the passed-in event is one
of its "waiting" events, it will perform some predefined actions.

e Pounamu has interface, which is so-called handler definer, to allow use to define their own handlers, or
more accurately, to define what type of events the handler will respond to, and how to respond.

o The predefined handlers are then registered to a particular view of a particular tool. To achieve this, the
user should: A) registered the defined handler to the tool which is being created. B) In the view type
definer winder, make this handler an allowed handler to this view type.

¢ The handlers will work for model project only. The instances of the handlers will be automatically added
to the new window (view) of the particular view type which the handler is allowed. And then listen to the
events. Once a proper event is caught, they will "act" in the way which has been predefined by user.

2) An example
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Here is the interface and contents for a handler definition.

H_Test H_Test1 |

Please specify the events this will response to

" visaul events " model events
[v NewShapeEvent [ NewConnectorEvent [ RemoveShapeEvent
™ RemoveConnectorEvent [ MoveShapeEvent ™ ResizeShapeEvent

[~ ChangePropertyEvent

Please import any class you want here

lwport java.awt.¥; ;|
import java.util.?*; ;]

< B

Please input the action code here

for{int i = 0; i < v.size(); i+H){ -]
PounamuPanel shape = (PounamuPanel)wv.getii):
Point p = shape.getLocation():
shape.setLocation(new Point(p.x+20, p.y+20));

}

modellerPanel.repaint();

showInfo("Bingo! it is working now™):; A

Kl i

Please input the helper methods code here

public woid showInfo(String info){
getPounamu( ) .displayMessage (info+) ;
System.out.println(“How about this one™);

|»

\

K 2

L]

shapes | connectors handlers | meta_model_views | view_types |

e Select the event category and event type. Please not that you may select more than one event types.
In this example, select "Visual event" from the radio button, and then select "NewShapeEvent" tick box.

e In the "import classes" area, input the java code to import any classes which will be used in your own
code. Please note that if you use any classes inside pounamu, you do not need to import them. As all
classes in all packages of Pounamu have been imported as default. You may click "View Java code" menu
item to view the java code.

In this example, input "import java.awt.*;" and " import java.util.*;".

e In the "action code", input the code which define the actions this handler will take. Please note that the
input code here is just a part of a method. Please see the java code by click the "View Java code" menu
item.

In this example, input the code which will make all shapes in this panel move right_down.

e In the "helper method code" area, input any helper method code you used in the action code. Please
notice that the methods are whole, not only "a part". Please see the java code by click the "View Java
code" menu item.

In this example, one method "showInfo" has been used in the action code, so in "helper method code"
area, this whole method has been written.

o After finish definition, you may compile the code, save the code etc, and you may do it in one go by
registering it. During the registering, the java code is generated and saved, and then compiled and than
registered.

o After registering this handler to the tool, you may go to any "view type" definition window, and you may
find that the handler is there as available handler, you may select it and make it allowed handler to this
view type if you want. If you did so, the handler would be registered to the view type. So in a model
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project, whenever a new window of this view type is created, the instance of this handler will be add to
the new window and listen to the events there.

3) Some useful points

¢ The following object can be referred to directly in your action code:
pounamu ----- getPounamu(), the pounamu working instance
manager ----- getManager(), the manager of the pounamu instance
tool ---- getTool(), the tool this model project uses
project ---- getProject(), the model project

¢ In the method eventReceived, there is parameter event e, from "e", you may access its source, normally a
modellerpanel, and target, normally the shape or connector, or entity or association.

e From these objects you may access to almost all objects you created in a model project as well as the tool
it used and pounamu itself.

e Check the pounamu api, then you know what functions can be performed to those objects. Thus you may

finish the action code.
¢ To make your code elegance and flexible, you may even use helper methods as those in the example.
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