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You can simulate a Behavior (Activity, State-Machine, or Interaction) either with or without its context Classifier by simply right-clicking the Behavior in the 
browser or on a diagram and select either   >   or   >      . Here, the classifier is the context of the Behavior. Simulation Run Simulation Run with Context

You can also set the Behavior as a target of Simulation Configuration (See  for more details) as followsSimulating a Simulation Configuration

Running         a Behavior with its context Classifier
If you run the Behavior with its context Classifier, Magic Model Analyst will initialize the object of the Classifier, which is the Behavior's context, to 
be simulated. And it will simulate the Behavior on the initialized object. If the Classifier has a Classifier Behavior, Magic Model Analyst will start 
the Classifier Behavior of the context and wait until the object is in the idle state (waiting for a signal) to start the Behavior. 

Running       a Behavior without a context Classifier
If you run the Behavior without its context, Magic Model Analyst will create an object of the Behavior and simulate it directly. Magic Model Analyst 
will also initialize values for the properties and parameters of the simulating Behavior. You can modify the values through the  pane Variables 
before starting the simulation. 

The simulation of the Behavior with its properties and parameters.

To simulate a Behavior from an Activity, a State Machine diagram, or an Interaction directly, do either of the following

Open the diagram and click   on the   window toolbarStart Simulation
Right-click the diagram and select   >  .Simulation Run

The simulation of the Behavior, which is the context of the diagram, will run. 

https://docs.nomagic.com/display/MSI190SP3/Activity
https://docs.nomagic.com/display/MSI190SP3/State+Machine
https://docs.nomagic.com/display/MSI190SP3/Interaction
https://docs.nomagic.com/display/MSI190SP3/Simulating+a+Simulation+Configuration
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