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Multiple software artefacts such as class
diagrams can sometimes be related and
have common parts. In the following, let us
refer to the set of artefacts as a family and
members of this family as variants.
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There exist different reuse mechanisms
that support working with families of
software artefacts.
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There exist different reuse mechanisms
that support working with families of
software artefacts.
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An enumerative mechanism illustrates the family
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An annotative mechanism

allows combining all variants
into a single representation
with suitable annotations.
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Let’s now see how to derive “flat” variants
from such a refinement hierarchy.
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Step 1 (Union): Compute all transitive parents of the
variant to be flattened and build a union of all these class
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