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Fig. 1 A conceptual model and an object CRUD diagram.
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Fig. 5 Labeling an extraction target model.
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Fig. 6 Extracting the extracted models.
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3

Table 3 The number of the extracted usability patterns.

a b c d e f g h

Wizard 2 0 0 0 0 0 1 0 3

History Logging 2 0 0 0 0 0 0 0 2

Cancel 3 0 1 0 0 0 3 0 7

System Feedback 5 0 0 0 0 1 0 0 6

Global Menu 7 0 0 0 0 0 0 0 7

19 0 1 0 0 1 4 0 25
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