UML Resources

Books.

If you were ever to be stranded on a desert island, with somehow only your UML skills as a means of survival, and you could only have two UML books with you -  hey, we've all been there, right? - then you wouldn't be too far wrong in choosing the following two texts.

Booch, Grady, Ivar Jacobson, and James Rumbaugh, The Unified Modeling Language Reference Manual (Addison-Wesley)

Booch, Grady, and James Rumbaugh, The Unified Modeling Language User Guide (Addison-Wesley) 
 
Online Resources.

The IBM UML Resource Centre is perhaps the most complete UML resource on the Web, providing extensive documentation, for beginners and experts alike, plus a forum. The OMG also provides an extensive and credible nline UML resource.

IBM UML Resource Centre, www-306.ibm.com/software/rational/uml/ 

OMG UML Resource Page, www.uml.org/ 
The UML Specification.

The Unified Modelling Language Superstructure (currently on version 2.1.1) details the meta-language upon which UML is defined. It serves as a good foundation to UML knowledge.

UML Superstructure 2.1.1, www.omg.org/docs/formal/07-02-05.pdf 

UML1 versus UML2.

The following resources describe their differences.

IBM White Paper, ftp.software.ibm.com/software/rational/web/whitepapers/intro_uml2.pdf 

Borland White Paper, www.borland.com/resources/en/pdf/white_papers/whats_new_in_um2.pdf 

OMG UML Certification. 

OMG Certified UML Professional, www.omg.org/uml-certification/

Design Patterns resources. 

The Hillside Group is the hub of the design patterns community. Sourcemaking.com offer a clear, concise, and consistent description of the GoF patterns, with code-samples. The book by Gamma et al is the definitive text for software design patterns.

Hillside Group - www.hillside.net/patterns/

Sourcemaking.com - www.sourcemaking.com

Gamma, Eric, Richard Helm, Ralph Johnson, and John Vlissides, Design Patterns - Elements of Reusable Object-Oriented Software (Addison-Wesley)

Articles 

Llopis, Noel, “By the Books: Solid Software Engineering for Games,” Gamasutra, 2003, www.gamasutra.com/archives/2003/llopis_noel.doc 

Demachy, Thomas, “Extreme Game Development: Right on Time, Every Time,” Gamasutra, July 16th 2003, www.gamasutra.com/resource_guide/20030714/demachy_01.shtml 

McShaffry, Mike, “Game Coding Complete, Smart Design Practices,” Gamasutra, June 29th 2005, www.gamasutra.com/features/20050629/mcshaffry_01.shtml 

Kreimeier, Bernd, “The Case For Game Design Patterns,” Gamasutra, March 13th 2003, www.gamasutra.com/features/20020313/kreimeier_01.htm 

Dalmau, Daniel Sánchez-Crespo, “Learn Faster to Play Better: How to Shorten the Learning Cycle,” Gamasutra, November 8th 1999, www.gamasutra.com/features/19991108/dalmau_01.htm 

Bell, Alex E., “The Boeing Company - Death by UML Fever,” ACM Queue, March 2004, www.acmqueue.com/modules.php?name=Content&pa=showpage&pid=130 

Booch, Grady, “IBM Fellow - The Fever is Real,” ACM Queue, March 2004, www.acmqueue.com/modules.php?name=Content&pa=showpage&pid=131 

Booch, Grady, “IBM Fellow - Best Practices for Game Development,” GDC, 2006, www.booch.com/architecture/blog/artifacts/Game%20Best%20Practices.ppt 
IEEE Software, Patterns edition, July/August 2007, Vol. 24, No. 4, csdl2.computer.org/persagen/DLAbsToc.jsp?resourcePath=/dl/mags/so/&toc=comp/mags/so/2007/04/s4toc.xml 

Venners, Bill, “A Conversation with Erich Gamma, Part IV - Patterns and Practice,” Leading-Edge Java, June 2005, www.artima.com/lejava/articles/patterns_practice.html

Lieberman, Benjamin, “UML Activity Diagrams: Detailing User Interface Navigation,” April 2004, www.ibm.com/developerworks/rational/library/4697.html

Pinheiro da Silva, Paulo and Norman W. Paton, “User Interface Modeling in UML,” IEEE Software, Vol.20 No. 4, July/August 2003, www.ksl.stanford.edu/people/pp/papers/PinheirodaSilva_SOFTWARE_2003.pdf

