Concept
Meta model (MM)
EPC
BML
SD

Time-point
Occurs instantly, i.e. takes no time
Implicit
Implicit
Occurs instantly, i.e. takes no time 

Event
Two types of events:

1) Time point event + Pre-activity event

2) Time point event + Post-activity event + State change event
Two types of events:

1) Pre-activity event 

2) Post-activity event


Two types of events

1) Time point event + External event + Pre-activity event + State change event

2) Time point event +

External event + State change event
Two types of events

1) External event + State change event

2) Post-activity event + Internal event + State change event



State
Shows the condition of a process. 

(Begins/ends with the an event of the type 2 above, i.e. Time point event + Post-activity event + State change event) 


BML Wait for Event equals the MM’s state (but begin/end with one of the event types above).
UML state is equals the MM’s state (but begin/end with one of the event types above). 

Activity
Lasts during some period of time and can be either concrete or abstract. (Begin with an event of type 1 above and end with an event of type 2 above. )
An EPC function equals the MM’s definition of activity, (but begin with an an event of type 1 above and end with an event of type 2 above.
BML Send message, BML Start timer and BML Business activity are activities that happend instantaneously and are concrete.
UML Activity equals the MM’s activity. 



Process
A set of partially ordered activities with at least two states during its lifetime: a start and an end state. It changes states as a consequence of events.
A set of partially ordered activities together with the EPC-events that exists before and after the activities
BML Process equals the MM’s process.


Rule
Descriptions of allowed and disallowed relationships of the process’ concepts, and rules thus govern a process.
Rules are modeled implicitly in the type and order of the EPC-events and activities. Only allowed relationships are modelled.
Rules are modeled explicity in the Automated business decision symbol and 

implicitly in the type and order of the BML-events and activities.
Guard-conditions equal the MM’s rules

Resource
Some form of material, information, man or machine needed in an activity to achieve desired results. 
Modeled as a rectangle with a connection to an EPC-function 



Actor
A person, machine or organisational entity that can cause one or more events to initiate one or more activities, may have a goal for its actions, and is a resource that can be used in an activity.
Modeled as an ellipse with a connection to an EPC-function  
BML visualise to which person, machine, organisational entity or BML process a message is received from or sent to.


Location
A physical or conceptual space where an activity is performed. It can be a system, part of a system or an organisational unit.
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