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    public class EngineModelProcessor : ModelProcessor 
    { 
 
        [DefaultValue(false)] 
        [Browsable(true)] 
        public bool UseBumpMapAsDisplacement { get; set; } 
 
        [DefaultValue(false)] 
        [Browsable(true)] 
        public bool UseSkeletonAnimation { get; set; } 

. 

. 

. 
 }   
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public void ComputeAbsoluteTransform() 
        { 
            if (GameObject.Parent != null) 
                AbsoluteTransform = Matrix.CreateScale(Scale) * Rotation * 
Matrix.CreateTranslation(Position) * 
GameObject.Parent.Transform.AbsoluteTransform; 
            else 
                AbsoluteTransform = Matrix.CreateScale(Scale) * Rotation * 
Matrix.CreateTranslation(Position); 

     }
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public class TestingComponent : 
Component 
{ 
    private bool _boolTest = true; 
    public enum MyEnum 
    { 
        TEST1, 
        TEST2, 
        TEST3, 
        TEST4, 
    } 
 
    public bool BoolTest 
    { 
        get { return _boolTest; } 
        set 
        { 
            if (value != _boolTest) 
            { 
                _boolTest = value; 
              
Debug.WriteLine("Changing  

    value to:" + value); 
            } 
        } 
    } 
 
    public float FloatTest 
    { 
        get; 
        set; 
    } 
    public Vector3 Vector3Test; 
    public MyEnum EnumTest; 
    public GameObject GameObject; 
 
    public List<GameObject> 
ListOfGameObjects 
    { 
        get; 
        set; 
    } 
    public List<float> List; 
    [ReadOnly] 
    public List<string> StrList; 
    public int IntTest; 
    public List<Material> 
MaterialsTest; 
    public AnimatedMesh AnimatedMesh; 
 

}
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[DoNotSerialize] 
public List<GameStateMachine.IntVariable> Variables 
{ 
get  

{ return 
Scene.CurrentScene.GameStory.StateDiagram.IntVariab
les;  } 

 
set  

{ 
Scene.CurrentScene.GameStory.StateDiagram.IntVariab
les = value;  

} 
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