

    
      
          
            
  
Welcome to Read the Docs

This is an autogenerated index file.

Please create an index.rst or README.rst file with your own content
under the root (or /docs) directory in your repository.

If you want to use another markup, choose a different builder in your settings.
Check out our Getting Started Guide [https://docs.readthedocs.io/en/latest/getting_started.html] to become more
familiar with Read the Docs.
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# MudBlazor.Extensions
MudBlazor.Extensions is a extension library for MudBlazor Component library from https://mudblazor.com

## Demos
[![Azure](https://img.shields.io/badge/Azure-Demo-blue)](https://mudex.azurewebsites.net/)
[![Cloudflare](https://img.shields.io/badge/Cloudflare-Demo-blue)](https://mudblazor-extensions.pages.dev)
#

<!—
[Running Sample Application (Github Pages)](https://fgilde.github.io/MudBlazor.Extensions/sample/wwwroot/)
–>

# MudBlazor.Extensions

The MudBlazor.Extensions is a convenient package that extends the capabilities of the MudBlazor component library. This guide will demonstrate the setup process for your project, along with detailed explanations of the components, extensions, and functionalities provided.

It’s important to note that this package requires a MudBlazor project and the referenced MudBlazor package. For further information and assistance, please visit the official MudBlazor documentation at [MudBlazor](https://mudblazor.com/) and [MudBlazor/Templates](https://github.com/MudBlazor/Templates).

## Table of Contents
- [Installation](#installation)
- [Setting Up MudBlazor.Extensions](#setting-up-mudblazor-extensions)
- [Components](#components)



	[MudExObjectEdit](#mudexobjectedit)


	[MudExFileDisplay](#mudexfiledisplay)


	[MudExFileDisplayZip](#mudexfiledisplayzip)


	[MudExFileDisplayDialog](#mudexfiledisplaydialog)


	[MudExUploadEdit](#mudexuploadedit)








	[Extensions](#extensions)
- [Making Dialogs Resizable and Draggable](#making-dialogs-resizable-and-draggable)
- [Adding a Maximize Button](#adding-a-maximize-button)
- [Adding Custom Buttons](#adding-custom-buttons)
- [Animation for Showing Dialog](#animation-for-showing-dialog)
- [Removing Need of DialogParameters](#removing-need-of-dialogparameters)




## Installation

The installation process is straightforward. All you need to do is add the MudBlazor.Extensions NuGet package to your Blazor project. You can do this using the following code:

`
<PackageReference Include="MudBlazor.Extensions" Version="*" />
`

## Setting Up MudBlazor.Extensions

Setting up MudBlazor.Extensions involves three steps:


	Update the _Imports.razor with the following lines:




`
@using MudBlazor.Extensions
@using MudBlazor.Extensions.Components
@using MudBlazor.Extensions.Components.ObjectEdit
`


	Register MudBlazor.Extensions in your Startup.cs in the ConfigureServices method.




```
// use this to add MudServices and the MudBlazor.Extensions
builder.Services.AddMudServicesWithExtensions();

// or this to add only the MudBlazor.Extensions
builder.Services.AddMudExtensions();
```


	(Optional) Define default dialogOptions.




```
builder.Services.AddMudServicesWithExtensions(c =>
{


c.WithDefaultDialogOptions(ex =>
{


ex.Position = DialogPosition.BottomRight;




});





});

Please note: The dialog extensions are static, hence, you need to set the IJSRuntime somewhere in your code, for example, in your App.razor or MainLayout.razor in the OnAfterRenderAsync method. This is not a requirement but it does save you from passing the IJSRuntime in every DialogOptionsEx.

```
protected override async Task OnAfterRenderAsync(bool firstRender)
{



	if (firstRender)
	await JsRuntime.InitializeMudBlazorExtensionsAsync();





await base.OnAfterRenderAsync(firstRender);






}

<!– WIKI:START –>
<!– Copied from https://raw.githubusercontent.com/wiki/fgilde/MudBlazor.Extensions/Showcase.md on 2023-07-07 19:02:31 –>
## Showcase

https://github.com/fgilde/MudBlazor.Extensions/assets/11070717/39e06d88-a947-43cd-9151-a7cf96bcd849

https://github.com/fgilde/MudBlazor.Extensions/assets/11070717/3c77b8bf-6198-4385-b452-f25cc2852e0a

https://github.com/fgilde/MudBlazor.Extensions/assets/11070717/ce9bdf86-aaf9-4f04-b861-bd57698bb7f5

https://github.com/fgilde/MudBlazor.Extensions/assets/11070717/6b054bdc-a413-437c-8dbb-ded4e242d2a7

https://github.com/fgilde/MudBlazor.Extensions/assets/11070717/57f39cec-c3e9-43aa-8bfe-260d9aa05f63

https://github.com/fgilde/MudBlazor.Extensions/assets/11070717/c6a0e47d-2ed6-4a4e-b2b8-f4963274c9f8

https://github.com/fgilde/MudBlazor.Extensions/assets/11070717/3fc658d7-7fa2-487e-98d2-91860e00374a

https://github.com/fgilde/MudBlazor.Extensions/assets/11070717/aa266253-f1ac-450d-bd7b-510d2b99e3c0

https://github.com/fgilde/MudBlazor.Extensions/assets/11070717/cf4ff772-953e-4462-90fc-b32249083fb8

https://github.com/fgilde/MudBlazor.Extensions/assets/11070717/79bccec3-9e04-4901-a7d2-a08c9cef031c

https://github.com/fgilde/MudBlazor.Extensions/assets/11070717/8963eaaa-0f96-4c76-8e3c-c945920b2c23

https://github.com/fgilde/MudBlazor.Extensions/assets/11070717/cd5bab33-75cd-442d-a156-f43cc3a1c78c

https://github.com/fgilde/MudBlazor.Extensions/assets/11070717/8545a70c-1ce2-4683-8f1e-40a69efe462b

https://github.com/fgilde/MudBlazor.Extensions/assets/11070717/5c736020-94ba-431a-94f7-8e437530978e

<!– WIKI:END –>

## Components

This section introduces you to the various components provided by the MudBlazor.Extensions.

### MudExObjectEdit
<!– OBJECTEDIT:START –>
<!– Copied from ObjectEdit.md on 2023-07-07 19:02:31 –>
The MudExObjectEdit is a robust component that allows for object editing and automatically generates the corresponding UI. This component supports automatic validation for DataAnnotation Validations or fluent registered validations for your model.

To use MudExObjectEdit, you can simply use the MudExObjectEditForm and pass your model to it as shown below:

`
<MudExObjectEditForm OnValidSubmit="@OnSubmit" Value="@MyModel"></MudExObjectEditForm>
`

You can also utilize the MudExObjectEditDialog to edit your model in a dialog. The easiest way to do this is by using the extension method EditObject on the IDialogService.

`
dialogService.EditObject(User, "Dialog Title", dialogOptionsEx);
`

[More](https://github.com/fgilde/MudBlazor.Extensions/blob/main/MudBlazor.Extensions/Docs/ObjectEdit.md)
<!– OBJECTEDIT:END –>

### MudExFileDisplay
<!– FILEDISPLAY:START –>
<!– Copied from MudExFileDisplay.md on 2023-07-07 19:02:31 –>
The MudExFileDisplay component is designed to display file contents, such as a preview before uploading or for referenced files. This component can automatically handle URLs or streams and deliver the best possible display. Additionally, you can implement IMudExFileDisplay in your own component to register a custom file display.

Example of using MudExFileDisplay:


	```
	<MudExFileDisplay FileName=”NameOfYourFile.pdf” ContentType=”application/pdf” Url=”@Url”></MudExFileDisplay>





```

![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/MudBlazor.Extensions/Screenshots/FileDisplayPdf.png)

### MudExFileDisplayZip
This component can be automatically utilized by MudExFileDisplay, but can also be used manually if necessary.


	```
	<MudExFileDisplayZip AllowDownload=”@AllowDownload” RootFolderName=”@FileName” ContentStream=”@ContentStream” Url=”@Url”></MudExFileDisplayZip>





```

![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/MudBlazor.Extensions/Screenshots/FileDisplayZip.png)

### MudExFileDisplayDialog
A small dialog for the MudExFileDisplay Component. It can be used with static helpers as shown below:


	```
	await MudExFileDisplayDialog.Show(_dialogService, dataUrl, request.FileName, request.ContentType, ex => ex.JsRuntime = _jsRuntime);





```

It can be used directly with an IBrowserFile:


	```
	IBrowserFile file = File;
await MudExFileDisplayDialog.Show(_dialogService, file, ex => ex.JsRuntime = _jsRuntime);





```

Or it can be used manually with the MudBlazor dialogService:

```
var parameters = new DialogParameters
{


{nameof(Icon), BrowserFileExtensions.IconForFile(contentType)},
{nameof(Url), url},
{nameof(ContentType), contentType}




};
await dialogService.ShowEx<MudExFileDisplayDialog>(title, parameters, optionsEx);
```

![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/MudBlazor.Extensions/Screenshots/FileDisplayDialog.gif)

[More](https://github.com/fgilde/MudBlazor.Extensions/blob/main/MudBlazor.Extensions/Docs/MudExFileDisplay.md)
<!– FILEDISPLAY:END –>

### MudExUploadEdit
<!– UPLOADEDIT:START –>
<!– Copied from MudExUploadEdit.md on 2023-07-07 19:02:31 –>

This component provides multi-file upload functionality, with features like duplicate checks, max size, specific allowed content types, max items, zip auto-extract, and many more.

![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/MudBlazor.Extensions/Screenshots/UploadEdit.gif)
[Download Video](https://github.com/fgilde/MudBlazor.Extensions/blob/main/MudBlazor.Extensions/Screenshots/UploadEdit.mkv?raw=true)

[More](https://github.com/fgilde/MudBlazor.Extensions/blob/main/MudBlazor.Extensions/Docs/MudExUploadEdit.md)
<!– UPLOADEDIT:END –>

## Extensions
<!– DIALOG_EXT:START –>
<!– Copied from DialogExtensions.md on 2023-07-07 19:02:31 –>
### Resizable or Draggable Dialogs

You can make your dialogs resizable or draggable using the following code snippet:

`
var options = new DialogOptionsEx { Resizeable = true, DragMode = MudDialogDragMode.Simple, CloseButton = true, FullWidth = true };
var dialog = await _dialogService.ShowEx<YourMudDialog>("Your Dialog Title", parameters, options);
`

### Adding a Maximize Button

You can add a maximize button to your dialogs with the following code:

`
var options = new DialogOptionsEx { MaximizeButton = true, CloseButton = true };
var dialog = await _dialogService.ShowEx<YourMudDialog>("Your Dialog Title", parameters, options);
`

### Adding Custom Buttons

To add custom buttons to your dialog, first define the callback methods as JSInvokable in your component code:

```
[JSInvokable]
public void AlarmClick()
{


// OnAlarmButton Click




}

[JSInvokable]
public void ColorLensClick()
{


// OnColorLensButton Click






}

Next, define your custom buttons:

```
var buttons = new[]
{


new MudDialogButton( DotNetObjectReference.Create(this as object), nameof(AlarmClick)) {Icon = Icons.Filled.Alarm},
new MudDialogButton( DotNetObjectReference.Create(this as object), nameof(ColorLensClick)) {Icon = Icons.Filled.ColorLens},






};

Finally, add your custom buttons to the dialog:

`
var options = new DialogOptionsEx { MaximizeButton = true, CloseButton = true, Buttons = buttons };
var dialog = await _dialogService.ShowEx<YourMudDialog>("Your Dialog Title", parameters, options);
`

Your dialog can now look like this:

![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/sampleDialogScreenshot.png)

### Using Animation to Show Dialog

You can use animation to display your dialog. This is done by setting the Animation property of DialogOptionsEx.

```
var options = new DialogOptionsEx {


MaximizeButton = true,
CloseButton = true,
Buttons = buttons,
Position = DialogPosition.CenterRight,
Animation = AnimationType.SlideIn,
AnimationDuration = TimeSpan.FromMilliseconds(500),
FullHeight = true




};
var dialog = await _dialogService.ShowEx<YourMudDialog>(“Your Dialog Title”, parameters, options);
```

![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/MudBlazor.Extensions/Screenshots/slideIn.gif)

When you animate a dialog with dialogServiceEx, it’s recommended to add the class mud-ex-dialog-initial to your dialog to ensure no visibility before animation.

`
<MudDialog Class="mud-ex-dialog-initial">
`

> _NOTE:_ All animations can be used on other components as well. Currently, the following animations are supported: SlideIn,FadeIn,Scale,Slide,Fade,Zoom,Roll,JackInTheBox,Hinge,Rotate,Bounce,Back,Jello,Wobble,Tada,Swing,HeadShake,Shake,RubberBand,Pulse,Flip,FlipX,FlipY.

### Using Extension Method with an Action<YourDialog>

Instead of using DialogParameters, you can call the extension method with an Action<YourDialog>

`
await dialogService.ShowEx<SampleDialog>("Simple Dialog", dialog => { dialog.ContentMessage = "Hello"; },options);
`

[More](https://github.com/fgilde/MudBlazor.Extensions/blob/main/MudBlazor.Extensions/Docs/DialogExtensions.md)
<!– DIALOG_EXT:END –>

## Conclusion

This README file provides an overview of the MudBlazor.Extensions library, which is designed to simplify and enhance the development process in Blazor using MudBlazor. The library contains a variety of components, extensions, and features that aim to reduce the time and effort required to build intricate UIs. For additional information or help, visit the official [MudBlazor website](https://mudblazor.com/) or [MudBlazor GitHub repository](https://github.com/MudBlazor/Templates).

We hope you find this library helpful and encourage you to provide any feedback or contribute to its development.

## License

MudBlazor.Extensions is released under the MIT License. See the bundled LICENSE file for details.

## Change Log
Latest Changes:
<!– CHANGELOG:START –>
<!– Copied from CHANGELOG.md on 2023-07-07 19:02:31 –>



	1.7.61 > _Breaking:_ Rename: Move namespace for Css enums like CssUnit, BorderStyle etc from MudBlazor.Extensions.Core to MudBlazor.Extensions.Core.Css


	1.7.61 > new Component [MudExIconPicker](https://www.mudex.org/mud-ex-icon-picker) to select icons. Used in [API]((https://www.mudex.org/api)) overview and in ComponentGrid as MudExObjectedit config.


	1.7.60 > Better component support for MudExObjectEdit


	1.7.59 > Add Parameters for Typo and preview size in ThemeSelect


	1.7.56 > Support default border radius in [MudExThemeSelect](https://www.mudex.org/theme-edit)


	1.7.55 > new Component [MudExThemeEdit](https://www.mudex.org/theme-edit) to edit theme(s) and presets of themes as easy as possible and supports all options from your inherited MudThemes.


	1.7.54 > new Component [MudExThemeSelect](https://www.mudex.org/theme-select) to simple select a theme with an automatically generated preview image.


	1.7.53 > Extend [MudExSvg](https://www.mudex.org/d/MudExSvg/MudExSvg) utils with new Methods to generate an SVG application image for the current theme.


	1.7.50 > new Component [MudExColor](https://www.mudex.org/c/MudExColorEdit) for all color parameters as default renderer in MudExObjectEdit


	1.7.48 > BugFix







<!– CHANGELOG:END –>
Full change log can be found [here](https://github.com/fgilde/MudBlazor.Extensions/blob/main/MudBlazor.Extensions/Docs/CHANGELOG.md)

#### Planned Features
Notice this is just a first preview version.
There are some features planned like



	Dragging with snap behaviour




#




If you like this package, please star it on [GitHub](https://github.com/fgilde/MudBlazor.Extensions) and share it with your friends
If not, you can give a star anyway and let me know what I can improve to make it better for you.

## Links
[![GitHub](https://img.shields.io/badge/GitHub-Source-blue)](https://github.com/fgilde/MudBlazor.Extensions)
[![NuGet](https://img.shields.io/badge/NuGet-Package-blue)](https://www.nuget.org/packages/MudBlazor.Extensions)
#
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# MudBlazor.Extensions
MudBlazor.Extensions is a extension library for MudBlazor Component library from https://mudblazor.com

## Demos
[![Azure](https://img.shields.io/badge/Azure-Demo-blue)](https://mudex.azurewebsites.net/)
[![Cloudflare](https://img.shields.io/badge/Cloudflare-Demo-blue)](https://mudblazor-extensions.pages.dev)
#

<!—
[Running Sample Application (Github Pages)](https://fgilde.github.io/MudBlazor.Extensions/sample/wwwroot/)
–>

### Using / Prerequirements
Using is as easy it can be
Sure you need a MudBlazor project and the referenced package to MudBlazor for more informations and help see https://mudblazor.com/ and https://github.com/MudBlazor/Templates

Add the nuget Package MudBlazor.Extensions to your blazor project

`
<PackageReference Include="MudBlazor.Extensions" Version="*" />
`

For easier using the components should change your _Imports.razor and add this entries.

`csharp
@using MudBlazor.Extensions
@using MudBlazor.Extensions.Components
@using MudBlazor.Extensions.Components.ObjectEdit
`

Register the MudBlazor.Extensions in your Startup.cs in the ConfigureServices method.
> _NOTICE:_ You can pass Assemblies params to search and add the possible service implementations for IObjectMetaConfiguration and IDefaultRenderDataProvider automaticly. If you don’t pass any Assembly the MudBlazor.Extensions will search in the Entry and calling Assembly.

```csharp
// use this to add MudServices and the MudBlazor.Extensions
builder.Services.AddMudServicesWithExtensions();

// or this to add only the MudBlazor.Extensions
builder.Services.AddMudExtensions();
```

You can also provide default dialogOptions here
```csharp
builder.Services.AddMudServicesWithExtensions(c =>
{


c.WithDefaultDialogOptions(ex =>
{


ex.Position = DialogPosition.BottomRight;




});





});

Because the dialog extensions are static you need to set the IJSRuntime somewhere in your code for example in your App.razor or MainLayout.razor in the OnAfterRenderAsync method.
This is not required but otherwise you need to pass the IJSRuntime in every DialogOptionsEx
If I find a better solution I will change this.
```csharp
protected override async Task OnAfterRenderAsync(bool firstRender)
{



	if (firstRender)
	await JsRuntime.InitializeMudBlazorExtensionsAsync();





await base.OnAfterRenderAsync(firstRender);






}

## Components
#### MudExObjectEdit
MudExObjectEdit is a powerfull component to edit objects and automatically render the whole UI.
You can also use the MudExObjectEditForm to have automatic validation and submit.
Validation works automatically for DataAnnotation Validations or fluent registered validations for your model.
The easiest way to use it is to use the MudExObjectEditForm and pass your model to it.
`csharp
<MudExObjectEditForm OnValidSubmit="@OnSubmit" Value="@MyModel"></MudExObjectEditForm>
`

You can also use the MudExObjectEditDialog to edit you model in a dialog. The easieest way to do this is to use the extension method EditObject on the IDialogService.
`csharp
dialogService.EditObject(User, "Dialog Title", dialogOptionsEx);
`

[More Informations of MudExObjectEdit you can find here](https://github.com/fgilde/MudBlazor.Extensions/blob/main/MudBlazor.Extensions/Docs/ObjectEdit.md)

#### MudExFileDisplay
A Component to display file contents for example as preview before uploading or for referenced files.
This components automatically tries to display as best as possible and can handle urls or streams directly.
Also you can easially implement `IMudExFileDisplay`in your own component to register a custom file display. For example if you want to build or use your own video player
You can use it like this


	```xml
	<MudExFileDisplay FileName=”NameOfYourFile.pdf” ContentType=”application/pdf” Url=”@Url”></MudExFileDisplay>





```
![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/MudBlazor.Extensions/Screenshots/FileDisplayPdf.png)


	#### MudExFileDisplayZip
	This component is also automatically used by MudExFileDisplay but can also used manually if you need to.

```xml
<MudExFileDisplayZip AllowDownload=”@AllowDownload” RootFolderName=”@FileName” ContentStream=”@ContentStream” Url=”@Url”></MudExFileDisplayZip>





```
![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/MudBlazor.Extensions/Screenshots/FileDisplayZip.png)

#### MudExFileDisplayDialog
A small dialog for the MudExFileDisplay Component. Can be used with static helpers to show like this


	```csharp
	await MudExFileDisplayDialog.Show(_dialogService, dataUrl, request.FileName, request.ContentType, ex => ex.JsRuntime = _jsRuntime);





```

Can be used directly with an IBrowserFile
```csharp


IBrowserFile file = File;
await MudExFileDisplayDialog.Show(_dialogService, file, ex => ex.JsRuntime = _jsRuntime);




```

Can also be used completely manually with MudBlazor dialogService
```csharp
var parameters = new DialogParameters
{


{nameof(Icon), BrowserFileExtensions.IconForFile(contentType)},
{nameof(Url), url},
{nameof(ContentType), contentType}




};
await dialogService.ShowEx<MudExFileDisplayDialog>(title, parameters, optionsEx);
```

![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/MudBlazor.Extensions/Screenshots/FileDisplayDialog.gif)

#### MudExUploadEdit

This is a multi file upload component with Features like duplicate check, max size, specific allowed content types, max items, zip auto extract and many more.

![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/MudBlazor.Extensions/Screenshots/UploadEdit.gif)
<br>
<a href=”https://github.com/fgilde/MudBlazor.Extensions/blob/main/MudBlazor.Extensions/Screenshots/UploadEdit.mkv?raw=true” target=”_blank”>Download Video</a>

## Extensions

#### Make dialogs resizeable or draggable


	```csharp
	var options = new DialogOptionsEx { Resizeable = true, DragMode = MudDialogDragMode.Simple, CloseButton = true,  FullWidth = true };
var dialog = await _dialogService.ShowEx<YourMudDialog>(“your dialog title”, parameters, options);





```

#### Add Maximize Button


	```csharp
	var options = new DialogOptionsEx { MaximizeButton = true, CloseButton = true};
var dialog = await _dialogService.ShowEx<YourMudDialog>(“your Dialog title”, parameters, options);





```

#### Add Custom Buttons

First in your component code you need to define the callback methods as JSInvokable


	```csharp
	[JSInvokable]
public void AlarmClick()
{


// OnAlarmButton Click




}

[JSInvokable]
public void ColorLensClick()
{


// OnColorLensButton Click




}





```

Then define your custom buttons


	```csharp
	
	var buttons = new[]
	
	{
	new MudDialogButton( DotNetObjectReference.Create(this as object), nameof(AlarmClick)) {Icon = Icons.Filled.Alarm},
new MudDialogButton( DotNetObjectReference.Create(this as object), nameof(ColorLensClick)) {Icon = Icons.Filled.ColorLens},





};









```


	```csharp
	var options = new DialogOptionsEx { MaximizeButton = true, CloseButton = true, Buttons = buttons};
var dialog = await _dialogService.ShowEx<YourMudDialog>(“your dialog title”, parameters, options);





```

Now a dialog can look like this

![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/sampleDialogScreenshot.png)

Use animation to show dialog


	```csharp
	
	var options = new DialogOptionsEx {
	MaximizeButton = true,
CloseButton = true,
Buttons = buttons,
Position = DialogPosition.CenterRight,
Animation = AnimationType.SlideIn,
AnimationDuration = TimeSpan.FromMilliseconds(500),
FullHeight = true





};
var dialog = await _dialogService.ShowEx<YourMudDialog>(“your dialog title”, parameters, options);





```

![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/MudBlazor.Extensions/Screenshots/slideIn.gif)

If you animate a dialog with dialogServiceEx, you should add the class mud-ex-dialog-initial to your dialog to ensure no visibility before animation.
Currently you can use following animations: SlideIn,FadeIn,Scale,Slide,Fade,Zoom,Roll,JackInTheBox,Hinge,Rotate,Bounce,Back,Jello,Wobble,Tada,Swing,HeadShake,Shake,RubberBand,Pulse,Flip,FlipX,FlipY


	```csharp
	<MudDialog Class=”mud-ex-dialog-initial”>





```
> _BETA (Work still in progress):_ All animations can currently also used on other components for example in this popover. <MudPopover Style=”@(IsOpen $”animation: {new [] {AnimationType.FadeIn, AnimationType.SlideIn}.GetAnimationCssStyle(TimeSpan.FromSeconds(1))}” : “”)”>Popover content</MudPopover>

#### Remove need of DialogParameters
Also you can call our extension method with an Action<YourDialog> instead of DialogParameters.


	```csharp
	await dialogService.ShowEx<SampleDialog>(“Simple Dialog”, dialog => { dialog.ContentMessage = “Hello”; },options);





```

#### Change Log
<!– CHANGELOG:START –>
## Change Log



	1.7.55 > new Component [MudExThemeEdit](https://www.mudex.org/theme-edit) to edit theme(s) and presets of themes as easy as possible and supports all options from your inherited MudThemes.


	1.7.54 > new Component [MudExThemeSelect](https://www.mudex.org/theme-select) to simple select a theme with an automatically generated preview image.


	1.7.53 > Extend [MudExSvg](https://www.mudex.org/d/MudExSvg/MudExSvg) utils with new Methods to generate an SVG application image for the current theme.


	1.7.50 > new Component [MudExColor](https://www.mudex.org/c/MudExColorEdit) for all color parameters as default renderer in MudExObjectEdit







#### Planned Features
Notice this is just a first preview version.
There are some features planned like



	Dragging with snap behaviour




#




If you like this package, please star it on [GitHub](https://github.com/fgilde/MudBlazor.Extensions) and share it with your friends
If not, you can give a star anyway and let me know what I can improve to make it better for you.

## Links
[![GitHub](https://img.shields.io/badge/GitHub-Source-blue)](https://github.com/fgilde/MudBlazor.Extensions)
[![NuGet](https://img.shields.io/badge/NuGet-Package-blue)](https://www.nuget.org/packages/MudBlazor.Extensions)
#




            

          

      

      

    

  

    
      
          
            
  # BrowserFileExt

BrowserFileExt is a static utility class that provides a set of extension methods for working with IBrowserFile instances. These methods include downloading a file, getting the appropriate file icon based on its content type or extension, and getting the content type of a file.

## Methods

### DownloadAsync (this IBrowserFile, IJSRuntime)

Downloads an IBrowserFile asynchronously.

#### Parameters


	browserFile: The IBrowserFile to be downloaded.


	jsRuntime: The IJSRuntime instance to be used for JavaScript interop.




#### Example

`csharp
await browserFile.DownloadAsync(jsRuntime);
`

### IconForFile (string)

Returns the appropriate icon for a file based on its content type.

#### Parameters


	contentType: The content type of the file.




#### Example

`csharp
string fileIcon = BrowserFileExt.IconForFile("application/pdf");
`

### GetIcon (this IBrowserFile)

Returns the appropriate icon for an IBrowserFile instance.

#### Example

`csharp
string fileIcon = browserFile.GetIcon();
`

### GetContentType (this IBrowserFile)

Returns the content type of an IBrowserFile instance.

#### Example

`csharp
string contentType = browserFile.GetContentType();
`

### IconForFile (ContentType)

Returns the appropriate icon for a file based on its ContentType.

#### Parameters


	contentType: The ContentType of the file.




#### Example

`csharp
string fileIcon = BrowserFileExt.IconForFile(new ContentType("application/pdf"));
`

### IconForExtension (string)

Returns the appropriate icon for a file based on its file extension.

#### Parameters


	extension: The file extension.




#### Example

`csharp
string fileIcon = BrowserFileExt.IconForExtension(".pdf");
`



            

          

      

      

    

  

    
      
          
            
  
	## Change Log
	
	1.7.61 > _Breaking:_ Rename: Move namespace for Css enums like CssUnit, BorderStyle etc from MudBlazor.Extensions.Core to MudBlazor.Extensions.Core.Css


	1.7.61 > new Component [MudExIconPicker](https://www.mudex.org/mud-ex-icon-picker) to select icons. Used in [API]((https://www.mudex.org/api)) overview and in ComponentGrid as MudExObjectedit config.


	1.7.60 > Better component support for MudExObjectEdit


	1.7.59 > Add Parameters for Typo and preview size in ThemeSelect


	1.7.56 > Support default border radius in [MudExThemeSelect](https://www.mudex.org/theme-edit)


	1.7.55 > new Component [MudExThemeEdit](https://www.mudex.org/theme-edit) to edit theme(s) and presets of themes as easy as possible and supports all options from your inherited MudThemes.


	1.7.54 > new Component [MudExThemeSelect](https://www.mudex.org/theme-select) to simple select a theme with an automatically generated preview image.


	1.7.53 > Extend [MudExSvg](https://www.mudex.org/d/MudExSvg/MudExSvg) utils with new Methods to generate an SVG application image for the current theme.


	1.7.50 > new Component [MudExColor](https://www.mudex.org/c/MudExColorEdit) for all color parameters as default renderer in MudExObjectEdit


	1.7.48 > BugFix


	1.7.47 > Update Microsoft.AspNetCore.Components.Web to 7.0.5 for .net 7 and 6.0.16 for .net 6


	1.7.47 > Update MudBlazor to 6.4.1 and adapt MudExPopover required changes.


	
	1.7.47 > _Breaking:_ New Color Type [MudExColor](https://www.mudex.org/d/MudExColor) that can used with MudColor, MudBlazor.Color enum, string or it directly used for all color parameters.
	Because of this change the static util class MudExColor is now MudExColorUtils and we have _Breaking:_ changes for theese components. MudExDivider, MudExSlideBar, MudExTaskBar, MudExCardList, MudExGradientText, MudExObjectEdit, MudExCollectionEdit







	1.7.47 > _Breaking:_ Rename: Static util class MudExColor is now MudExColorUtils


	1.7.46 > Ensure Min or Max sizes arn’t overwritten when using Resizable


	1.7.46 > More fluent overloads for [MudExStyleBuilder](https://www.mudex.org/d/MudExStyleBuilder/MudExStyleBuilder)


	1.7.42 > Add Dialog Appearance


	1.7.41 > Add Documentation for some static utils


	1.7.41 > Continue work on Taskbar and No Modal feature (still in progress)


	1.7.41 > Support Inline Dialogs with new Component MudExDialog


	1.7.41 > Bugfix on size when dialog resize is enabled


	1.7.40 > Event bugfix


	1.7.37 > MudExAppLoader web component to add loading animation for application


	1.7.36 > MudExObjectEdit: Fix errors where in some cases a meta config expressions fails for the RenderWith extension


	1.7.36 > New Possibility for ServerSideRendered Projects to use the IApplicationBuilder extension UseMudExtensions to bypass the need to register the JSRuntime


	1.7.36 > New Utils Methods for MudExCss


	1.7.36 > Setting DialogOptions as Default now also applys to dynamic dialogs for MudExCollectionEdit or MudExObjectEdit


	1.7.36 > New Component [MudExGradientText](https://www.mudex.org/gradient-text)


	1.7.36 > New Component [MudExCardList](https://www.mudex.org/card)


	1.7.36 > New Component [MudExPopover](https://www.mudex.org/popover)


	1.7.36 > Fix small DialogOptions bugs


	1.7.35 > New Animations for dialogs Perspective3d and LightSpeed


	1.7.34 > New Components [MudExSplitPanel](/c/MudExSplitPanel) [MudExSplitter](/c/MudExSplitter) [MudExDivider](/c/MudExDivider)


	1.7.34 > _Breaking:_ Rename: SvgIconHelper is now MudExSvg


	1.7.34 > _Breaking:_ Rename: CssHelper is now MudExCss


	1.7.34 > _Breaking:_ Rename: MudExColorHelper is now MudExColor


	1.7.34 > _Breaking:_ Move: Namespace MudBlazor.Extensions.Extensions is now MudBlazor.Extensions.Helper


	1.7.33 > Fix bug if no header is active on dialogs


	1.7.33 > Load Modules manually for MAUI Apps


	1.7.31 > Update BlazorJS to v 2.0.0 and MudBlazor to 6.1.8.


	1.7.30 > Fix broken layout in full-height dialogs with new css selector.


	1.7.29 > Fix broken dialog header buttons positions based on MudBlazor css changes


	1.7.28 > Update MudBlazor to 6.1.7 and implement missing members in IMudExDialogReference


	1.7.27 > MudExObjectEdit and MudExCollectionEditor now supporting Virtualize on [MudExCollectionEditor](https://www.mudex.org/shared-config) its default enabled. But you need to specify height of control. On [MudExObjectEdit](https://www.mudex.org/virtualized-object-edit) is disabled and currently in Beta


	1.7.27 > MudExObjectEdit and MudExCollectionEditor now supporting Height, MaxHeight and custom Style as Parameter


	1.7.27 > MudExCollectionEditor now supporting Item search


	1.7.27 > MudExCollectionEditor now supporting top or bottom toolbar position by setting the Parameter ToolbarPosition


	1.7.26 > Improvements and extensibility for MudExFileDisplay


	1.7.25 > DialogOptions can now set as Default for all dialogs where no explicit options are used


	1.7.24 > Allow converting any IDialogReference to an IMudExDialogReference<TComponent> with Extension method AsMudExDialogReference. With this reference, the inner dialog component is type safe accessable


	1.7.23 > New small dialogService extension method ShowInformationAsync


	1.7.22 > New small dialogService extension method PromptAsync


	1.7.21 > Correct initial color for colorpicker from MudExColorBubble


	1.7.20 > .net6 and .net7 compatible.


	1.7.20 > New componments MudExColorPicker, MudExColorBubble, MudExUploadEdit


	1.7.20 > Fixed Bug that localizer is not passed to MudExCollectionEdit


	1.7.10 > UPDATE TO .NET 7 and MudBlazor 6.1.2


	1.6.76 > BugFix in MudExEnumSelect


	1.6.74 > MudExEnumSelect select now supports nullable enums and flags


	1.6.73 > Pass Class and ClassContent for MudExMessageDialog as Parameter


	1.6.72 > Extension for DialogService to show any component in a dialog dialogService.ShowComponentInDialogAsync<Component>(…) [Sample](https://www.mudex.org/component-in-dialog)


	1.6.70 > MudExObjectEdit has now events for before import and beforeexport, that allows you to change imported or exported date before executed


	1.6.69 > BugFix wrong js was loaded


	1.6.68 > New small DialogComponent MudExMessageDialog with custom actions and result and with small dialogServiceExtension dialogService.ShowConfirmationDialogAsync


	1.6.68 > New parameter for MudExObjectEdit ImportNeedsConfirmation if this is true and AllowImport is true a file preview dialog appears on import and the user needs to confirm the import.


	1.6.68 > Import and Export specifix properties only in MudExObjectEdit are now configurable with the MetaConfiguration


	1.6.68 > Dialog DragMode without bound check. ScrollToTopPosition for MudExObjectEdit


	1.6.67 > Add MudExColorPicker simple extended default MudColorPicker with one option DelayValueChangeToPickerClose (default true). If this is true ValueChanged is invoked after picker close


	1.5.0 > Add MudExObjectEdit MudExObjectEditForm MudExObjectEditDialog and MudExCollectionEditor


	1.4.6 > Registered Localizer is no longer a requirement


	1.4.0 > Add New Component MudExEnumSelect


	1.2.8 > Add New Component MudExChipSelect


	1.2.6 > Add New Animationtypes for dialog or manual using


	1.2.4 > Add Components MudExFileDisplay MudExFileDisplayZip and MudExFileDisplayDialog


	1.2.2 > Animations can be combined


	1.2.2 > Add animation fade


	1.2.2 > Improved animations for dialogs


	1.2.0 > Slide in animations for dialogs.


	1.1.2 > New option FullHeight for dialogs










            

          

      

      

    

  

    
      
          
            
  ## DialogService Extensions

<!– DIALOG_EXT:START –>
### Resizable or Draggable Dialogs

You can make your dialogs resizable or draggable using the following code snippet:

`
var options = new DialogOptionsEx { Resizeable = true, DragMode = MudDialogDragMode.Simple, CloseButton = true, FullWidth = true };
var dialog = await _dialogService.ShowEx<YourMudDialog>("Your Dialog Title", parameters, options);
`

### Adding a Maximize Button

You can add a maximize button to your dialogs with the following code:

`
var options = new DialogOptionsEx { MaximizeButton = true, CloseButton = true };
var dialog = await _dialogService.ShowEx<YourMudDialog>("Your Dialog Title", parameters, options);
`

### Adding Custom Buttons

To add custom buttons to your dialog, first define the callback methods as JSInvokable in your component code:

```
[JSInvokable]
public void AlarmClick()
{


// OnAlarmButton Click




}

[JSInvokable]
public void ColorLensClick()
{


// OnColorLensButton Click





}

Next, define your custom buttons:

```
var buttons = new[]
{


new MudDialogButton( DotNetObjectReference.Create(this as object), nameof(AlarmClick)) {Icon = Icons.Filled.Alarm},
new MudDialogButton( DotNetObjectReference.Create(this as object), nameof(ColorLensClick)) {Icon = Icons.Filled.ColorLens},






};

Finally, add your custom buttons to the dialog:

`
var options = new DialogOptionsEx { MaximizeButton = true, CloseButton = true, Buttons = buttons };
var dialog = await _dialogService.ShowEx<YourMudDialog>("Your Dialog Title", parameters, options);
`

Your dialog can now look like this:

![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/sampleDialogScreenshot.png)

### Using Animation to Show Dialog

You can use animation to display your dialog. This is done by setting the Animation property of DialogOptionsEx.

```
var options = new DialogOptionsEx {


MaximizeButton = true,
CloseButton = true,
Buttons = buttons,
Position = DialogPosition.CenterRight,
Animation = AnimationType.SlideIn,
AnimationDuration = TimeSpan.FromMilliseconds(500),
FullHeight = true




};
var dialog = await _dialogService.ShowEx<YourMudDialog>(“Your Dialog Title”, parameters, options);
```

![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/MudBlazor.Extensions/Screenshots/slideIn.gif)

When you animate a dialog with dialogServiceEx, it’s recommended to add the class mud-ex-dialog-initial to your dialog to ensure no visibility before animation.

`
<MudDialog Class="mud-ex-dialog-initial">
`

> _NOTE:_ All animations can be used on other components as well. Currently, the following animations are supported: SlideIn,FadeIn,Scale,Slide,Fade,Zoom,Roll,JackInTheBox,Hinge,Rotate,Bounce,Back,Jello,Wobble,Tada,Swing,HeadShake,Shake,RubberBand,Pulse,Flip,FlipX,FlipY.

### Using Extension Method with an Action<YourDialog>

Instead of using DialogParameters, you can call the extension method with an Action<YourDialog>

`
await dialogService.ShowEx<SampleDialog>("Simple Dialog", dialog => { dialog.ContentMessage = "Hello"; },options);
`

<!– DIALOG_EXT:END –>




            

          

      

      

    

  

    
      
          
            
  MudExAppLoader is a custom Web Component that provides a stylish loading screen for your Blazor WebAssembly applications. The loader automatically hides after the app has loaded, making the transition smooth and visually appealing.

## Installation


	Include the following script in the <head> section of your _Host.cshtml (for server-side) or index.html (for client-side) file:




`
<script src="_content/MudBlazor.Extensions/js/components/MudExAppLoader.min.js"></script>
`

## Usage

To use the MudExAppLoader component in your application, add the following tag in the <body> section of your _Host.cshtml (for server-side) or index.html (for client-side) file:

`
<mud-ex-app-loader AccentColor="#ff4081" MainAppId="app" Logo="https://your-logo-url.com/logo.png" />
`

Make sure that the MainAppId attribute value matches the ID of the <div> element that will render your Blazor application:

`
<div id="app"></div>
`

## Attributes


	AccentColor: (Optional) A string representing the accent color used for the progress circle. Default is #ff0000.


	MainAppId: (Optional) A string representing the ID of the div element where your Blazor application will be rendered. Default is app.


	Logo: (Optional) A string representing the URL of the logo to be displayed in the loader.


	Size: (Optional) A string representing the size and max size for the logo app-name. Default is 200.


	LoadingTextColor: (Optional) A string representing the loading text color. Default is the same as AccentColor.


	AppNameColor: (Optional) A string representing the application name text color. Default is the same as AccentColor.


	Timeout:  (Optional) An integer representing the timeout for the loader animation in milliseconds. Default is 2000.


	PreLoadText: (Optional) A string representing the text to be displayed before the loader percentage is shown. Default is ‘Loading…’.


	AppName: (Optional) A string representing the application name to be displayed. Default is an empty string.


	ContainerClass: (Optional) A string representing the additional CSS class for the mud-ex-app-loader-loading-container.


	ProgressClass: (Optional) A string representing the additional CSS class for the mud-ex-app-loader-loading-progress.


	CircleClass: (Optional) A string representing the additional CSS class for the mud-ex-app-loader-circle.


	LogoClass: (Optional) A string representing the additional CSS class for the logo.


	PercentageClass: (Optional) A string representing the additional CSS class for the mud-ex-app-loader-loading-percentage.


	AppNameClass: (Optional) A string representing the additional CSS class for the app-name.


	OnAppLoaded: (Optional) A string representing the callback function that will be invoked when the application is fully loaded.


	OnAnimationFinished: (Optional) A string representing the callback function that will be invoked when the application is fully loaded and the animation also finished.




## Rendering Child Content

If no Logo attribute is provided, the loader will render the child content of the mud-ex-app-loader element. For example:

`html
<mud-ex-app-loader AppName="MudBlazor.Extensions" AccentColor="#ff4081" MainAppId="app"><p>MyContent</p></mud-ex-app-loader>
`

## Customization

You can customize the appearance of the MudExAppLoader by modifying the CSS classes in the _content/MudBlazor.Extensions/css/MudExAppLoader.css file.

### Overwriting CSS Example

To overwrite some CSS, you can for example create a new CSS file and add the following content:

```css
:root {


–accent-color1: #a94553;
–accent-color2: #423859;
–accent-color3: #16868d;
–accent-color4: #d0a733;




}


	.mud-ex-app-loader-loading-container .app-name {
	background: linear-gradient( 90deg,var(–accent-color1),var(–accent-color2),var(–accent-color3),var(–accent-color4));
background-size: 200% auto;
-webkit-background-clip: text;
-webkit-text-fill-color: transparent;





}


	@keyframes rotate-background {
	
	0% {
	transform: scale(1.5) rotate(0deg);





}


	100% {
	transform: scale(1.5) rotate(360deg);





}





}


	.mud-ex-app-loader-loading-container {
	position: relative;
overflow: hidden;





}


	.mud-ex-app-loader-loading-container::before {
	content: “”;
opacity:.15;
position: absolute;
top: -50%;
left: -50%;
width: 200%;
height: 200%;
background-image: linear-gradient(45deg, transparent 50%, var(–accent-color1) 50%), linear-gradient(135deg, transparent 50%, var(–accent-color2) 50%), linear-gradient(-135deg, transparent 50%, var(–accent-color3) 50%), linear-gradient(-45deg, transparent 50%, var(–accent-color4) 50%);
background-blend-mode: screen;

animation: rotate-background 30s linear infinite;
z-index: -1;






}

Include the new CSS file in your project’s <head> section after the MudExAppLoader.css file.




            

          

      

      

    

  

    
      
          
            
  # MudExAppearance

## Introduction
The MudExAppearance class is a powerful tool that helps to manage CSS and styles of MudBlazor components dynamically.

## Properties
- Class: Get or set the CSS class.
- Style: Get or set the CSS style.
- KeepExisting: Indicates whether to keep the existing style or class.

## Methods
- WithStyle: Add a style to the existing style.
- WithCss: Add a CSS class to the existing class.
- ApplyToAsync: Apply the current CSS class and style to a specific MudBlazor component.

## Static Methods
- FromCss: Create a MudExAppearance instance from a CSS class.
- FromStyle: Create a MudExAppearance instance from a CSS style.

## Usage
To use MudExAppearance, you need to create an instance and set the CSS class or style, then apply it to a MudBlazor component. Here is an example:

`c#
var appearance = MudExAppearance.FromCss("my-css-class");
appearance.WithStyle("color: red;");
await appearance.ApplyToAsync(myMudBlazorComponent);
`

You can also chain methods:

```c#
await MudExAppearance.FromCss(“my-css-class”)


.WithStyle(“color: red;”)
.ApplyToAsync(myMudBlazorComponent);




```

This class is used as the properties to change dialog and dialog background as well.


	```c#
	DialogOptionsEx Options = new();


	Options.DialogAppearance = MudExAppearance.FromCss(MudExCss.Classes.Dialog.ColorfullGlass)
	
	.WithStyle(b => b
	.WithHeight(50, CssUnit.Percentage)
.WithWidth(50, CssUnit.Percentage)
.WithBoxShadow($” 0 8px 32px 0 {_primaryColor.SetAlpha(0.4).ToString(MudColorOutputFormats.RGBA)}”)
.WithBackgroundColor(_primaryColor.SetAlpha(0.2))





);



	Options.DialogBackgroundAppearance = MudExAppearance.FromCss(MudExCss.Classes.Backgrounds.MovingDots)
	.WithStyle(new
{


Border = “4px solid”,
BorderColor = Color.Secondary,
BorderRadius = 8




});









```



            

          

      

      

    

  

    
      
          
            
  # MudExColor

## Overview

MudExColor is a readonly struct that provides a unified way of dealing with colors in the context of MudBlazor components.
It leverages the power of OneOf to allow users to define colors in different formats - System.Drawing.Color, MudBlazor.Color, MudBlazor.MudColor, string (CSS color), and uint (ARGB representation).
This new struct now is default type for the most of the color properties in MudBlazor.Extensions components. Like in [MudExDivider](https://www.mudex.org/c/MudExDivider) for example

`c#
[Parameter] public MudExColor Color { get; set; } = MudBlazor.Color.Default;
`

## Usage

You can use MudExColor to assign color properties in your Blazor components. It accepts the five formats mentioned above, making the handling of colors more flexible and straightforward.

Here are some examples of how you can assign colors using MudExColor:

`c#
<MudExDivider Color="4294901760" Size="2" Vertical="true" />
<MudExDivider Color="Color.Primary" Size="2" Vertical="true" />
<MudExDivider Color="@("#ff0000")" Size="2" Vertical="true" />
<MudExDivider Color="@(new MudColor(255,0,0,255))" Size="2" Vertical="true" />
`

In these examples:


	4294901760 is a uint that represents an ARGB color.


	Color.Primary is an enum value from MudBlazor.Color that represents a color. This color will be looked up from the available colors of the MudBlazor theme.


	“#ff0000” is a string that represents a color using CSS syntax.


	new MudColor(255,0,0,255) is an instance of MudColor which is a color represented as RGBA.




Additionally, you can use System.Drawing.Color to assign color as follows:

`c#
<MudExDivider Color="@(System.Drawing.Color.Red)" Size="2" Vertical="true" />
`

The MudExColor struct also provides several utility methods such as ToCssStringValue which can be used to get the CSS string value of the color, ToMudColorAsync which can be used to get the MudColor representation of the color, and Is which can be used to check if the color matches a specific value.

## Using and editing values
You can fully use it in your components as well, and its fully suported by [MudExObjectEdit](https://www.mudex.org/d/ObjectEdit/MudExObjectEdit)
The Object Edit then uses the newly created component [MudExColorEdit](https://www.mudex.org/c/MudExColorEdit) to edit the value.



            

          

      

      

    

  

    
      
          
            
  # MudExColorUtils

MudExColorUtils is a static utility class that provides a set of extension methods for working with Color and MudColor instances. These methods include converting between Color and MudColor, creating CSS variable names and declarations, and checking if a MudColor is black or white.

## Methods

### CssVarName (this Color)

Returns the CSS variable name for a given Color.

#### Parameters


	color: The Color instance.




#### Example

`csharp
string cssVarName = myColor.CssVarName();
`

### CssVarDeclaration (this Color)

Returns the CSS variable declaration for a given Color.

#### Parameters


	color: The Color instance.




#### Example

`csharp
string cssVarDeclaration = myColor.CssVarDeclaration();
`

### ToDrawingColor (this MudColor)

Converts a MudColor to a System.Drawing.Color.

#### Parameters


	color: The MudColor instance.




#### Example

`csharp
System.Drawing.Color drawingColor = myMudColor.ToDrawingColor();
`

### ToMudColor (this System.Drawing.Color)

Converts a System.Drawing.Color to a MudColor.

#### Parameters


	color: The System.Drawing.Color instance.




#### Example

`csharp
MudColor mudColor = myDrawingColor.ToMudColor();
`

### ToCssRgba (this MudColor)

Converts a MudColor to a CSS RGBA string.

#### Parameters


	color: The MudColor instance.




#### Example

`csharp
string cssRgba = myMudColor.ToCssRgba();
`

### IsBlack (this MudColor)

Checks if a MudColor instance is black.

#### Parameters


	color: The MudColor instance.




#### Example

`csharp
bool isBlack = myMudColor.IsBlack();
`

### IsWhite (this MudColor)

Checks if a MudColor instance is white.

#### Parameters


	color: The MudColor instance.




#### Example

`csharp
bool isWhite = myMudColor.IsWhite();
`



            

          

      

      

    

  

    
      
          
            
  # MudExCss

MudExCss is a static utility class that provides a set of methods to work with CSS animations, generate CSS strings, manipulate CSS variables, and more.

## Methods

### GetAnimationCssStyle (AnimationType, TimeSpan, AnimationDirection?, AnimationTimingFunction, DialogPosition?)

Generates a CSS animation string for a single animation type.

#### Parameters


	type: The AnimationType to be used for the animation.


	duration: The duration of the animation as a TimeSpan.


	direction (optional): The AnimationDirection for the animation. Default is null.


	animationTimingFunction (optional): The AnimationTimingFunction for the animation. Default is null.


	targetPosition (optional): The DialogPosition for the animation. Default is null.




#### Example

`csharp
var animationCss = MudExCss.GetAnimationCssStyle(AnimationType.SlideIn, TimeSpan.FromSeconds(1), AnimationDirection.In);
`

### GetAnimationCssStyle (AnimationType[], TimeSpan, AnimationDirection?, AnimationTimingFunction, DialogPosition?)

Generates a CSS animation string for an array of animation types.

#### Parameters


	types: An array of AnimationType to be used for the animations.


	duration: The duration of the animations as a TimeSpan.


	direction (optional): The AnimationDirection for the animations. Default is null.


	animationTimingFunction (optional): The AnimationTimingFunction for the animations. Default is null.


	targetPosition (optional): The DialogPosition for the animations. Default is null.




#### Example

`csharp
var animationTypes = new AnimationType[] { AnimationType.SlideIn, AnimationType.FadeIn };
var animationCss = MudExCss.GetAnimationCssStyle(animationTypes, TimeSpan.FromSeconds(1));
`

### GenerateCssString (object, string)

Generates a CSS string from an object’s properties.

#### Parameters


	obj: The object to generate the CSS string from.


	existingCss (optional): An existing CSS string to be combined with the generated CSS string. Default is an empty string.




#### Example

`csharp
var cssObj = new { width = 100, height = 200, backgroundColor = "red" };
var cssString = MudExCss.GenerateCssString(cssObj);
`

### GenerateCssString (object, CssUnit, string)

Generates a CSS string from an object’s properties with a specified CSS unit.

#### Parameters


	obj: The object to generate the CSS string from.


	cssUnit: The CssUnit to be used for the properties that require units.


	existingCss (optional): An existing CSS string to be combined with the generated CSS string. Default is an empty string.




#### Example

`csharp
var cssObj = new { width = 100, height = 200, backgroundColor = "red" };
var cssString = MudExCss.GenerateCssString(cssObj, CssUnit.Pixels);
`



            

          

      

      

    

  

    
      
          
            
  # MudExCssBuilder Class Documentation

—

## Class Description

The MudExCssBuilder class is a utility class that helps in building CSS classes dynamically. It implements the IAsyncDisposable and IMudExClassAppearance interfaces.

It uses concurrent dictionaries for storing CSS classes to ensure thread-safety. It also stores disposable objects which are disposed off when the MudExCssBuilder is disposed.

—

## Public Properties


	Default : Provides a new instance of MudExCssBuilder.


	Class : Returns the current CSS class string.




—

## Public Methods

### Factory Methods


	From(string cls, params string[] other)


	From(MudExCss.Classes cls, params MudExCss.Classes[] other)


	From(MudExCssBuilder builder)


	FromStyleAsync(object styleObj)


	FromStyleAsync(string style)


	FromStyleAsync(MudExStyleBuilder styleBuilder)




### AddClass Methods


	AddClass(string value)


	AddClass(MudExCss.Classes cssClass, bool when)


	AddClass(MudExCss.Classes cssClass, params MudExCss.Classes[] other)


	AddClass(string value, params string[] other)


	AddClass(string value, bool when)


	AddClass(string value, Func<bool> when)


	AddClass(Func<string> value, bool when = true)


	AddClass(Func<string> value, Func<bool> when)


	AddClass(CssBuilder builder, bool when = true)


	AddClass(CssBuilder builder, Func<bool> when)


	AddClass(MudExCssBuilder builder, bool when = true)


	AddClass(MudExCssBuilder builder, Func<bool> when)




### AddClassFromStyleAsync Methods


	AddClassFromStyleAsync(MudExStyleBuilder builder, bool when = true)


	AddClassFromStyleAsync(MudExStyleBuilder builder, Func<bool> when)


	AddClassFromStyleAsync(object styleObject, bool when = true)


	AddClassFromStyleAsync(string styleString, bool when = true)


	AddClassFromStyleAsync(object styleObject, Func<bool> when)


	AddClassFromStyleAsync(string styleString, Func<bool> when)




### Other Methods


	RemoveClassesAsync(params string[] values) : Asynchronously removes the specified CSS classes.


	AddClassFromAttributes(IReadOnlyDictionary<string, object> additionalAttributes) : Adds CSS classes from additional attributes.


	Build() : Builds and returns the CSS class string.


	DisposeAsync() : Disposes off the disposable objects stored in _disposables.






            

          

      

      

    

  

    
      
          
            
  # MudExFileDisplay

<!– FILEDISPLAY:START –>
The MudExFileDisplay component is designed to display file contents, such as a preview before uploading or for referenced files. This component can automatically handle URLs or streams and deliver the best possible display. Additionally, you can implement IMudExFileDisplay in your own component to register a custom file display.

Example of using MudExFileDisplay:


	```
	<MudExFileDisplay FileName=”NameOfYourFile.pdf” ContentType=”application/pdf” Url=”@Url”></MudExFileDisplay>





```

![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/MudBlazor.Extensions/Screenshots/FileDisplayPdf.png)

### MudExFileDisplayZip
This component can be automatically utilized by MudExFileDisplay, but can also be used manually if necessary.


	```
	<MudExFileDisplayZip AllowDownload=”@AllowDownload” RootFolderName=”@FileName” ContentStream=”@ContentStream” Url=”@Url”></MudExFileDisplayZip>





```

![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/MudBlazor.Extensions/Screenshots/FileDisplayZip.png)

### MudExFileDisplayDialog
A small dialog for the MudExFileDisplay Component. It can be used with static helpers as shown below:


	```
	await MudExFileDisplayDialog.Show(_dialogService, dataUrl, request.FileName, request.ContentType, ex => ex.JsRuntime = _jsRuntime);





```

It can be used directly with an IBrowserFile:


	```
	IBrowserFile file = File;
await MudExFileDisplayDialog.Show(_dialogService, file, ex => ex.JsRuntime = _jsRuntime);





```

Or it can be used manually with the MudBlazor dialogService:

```
var parameters = new DialogParameters
{


{nameof(Icon), BrowserFileExtensions.IconForFile(contentType)},
{nameof(Url), url},
{nameof(ContentType), contentType}




};
await dialogService.ShowEx<MudExFileDisplayDialog>(title, parameters, optionsEx);
```

![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/MudBlazor.Extensions/Screenshots/FileDisplayDialog.gif)

<!– FILEDISPLAY:END –>



            

          

      

      

    

  

    
      
          
            
  # MudExSize<T>

## Overview

MudExSize<T> is a readonly struct that provides a convenient and type-safe way to deal with size values in the context of MudBlazor components. It accepts values of type T and pairs them with a CssUnit enumeration to represent the CSS unit of the size value.
This struct is default type for the most current and upcoming size properties in MudBlazor.Extensions components. Like in [MudExDivider](https://www.mudex.org/c/MudExDivider) for example

Some of the supported CssUnit values are:


	Pixels


	Points


	Percent


	Em


	Rem


	ViewportWidth


	ViewportHeight


	CharacterZero




## Usage

You can use MudExSize<T> to assign size properties in your Blazor components. It allows for flexible sizing assignments with appropriate unit specification.

Here are some examples of how you can assign sizes using MudExSize<T>:

`
<MudExDivider Size="2" Vertical="true" />
<MudExDivider Size="@("2rem")" Vertical="true" />
<MudExDivider Size="@(new MudExSize<double>(2, CssUnit.Points))" Vertical="true" />
`

In these examples:


	2 is an implicitly converted string representing a size in pixels (the default unit).


	“2rem” is a string that represents a size in rem units.


	new MudExSize<double>(2, CssUnit.Points) is an instance of MudExSize<double> that represents a size of 2pt.




The MudExSize<T> struct also provides an override of the ToString method which returns a string representation of the size value along with its CSS unit, making it easy to use in contexts where a string size value is required.

The struct provides implicit conversions to and from the type T, string, and MudExSize<T>, allowing for a seamless and intuitive usage in various scenarios.
*/



            

          

      

      

    

  

    
      
          
            
  # MudExStyleBuilder

## Introduction
The MudExStyleBuilder is a C# class used to build style strings. It provides various methods to add or modify CSS properties. It also allows the construction of styles from objects and CSS strings.

## Methods

### Static Methods


	FromObject(object obj, string existingCss = “”, CssUnit cssUnit = CssUnit.Pixels): Creates a MudExStyleBuilder from an object.


	FromStyle(string style): Creates a MudExStyleBuilder from a style string.


	GenerateStyleString(object obj, CssUnit cssUnit, string existingCss = “”): Generates a style string from an object, adding a unit to certain properties.


	CombineStyleStrings(string cssString, string leadingCssString): Combines two style strings, overriding properties in the leading CSS string with those in the CSS string.


	StyleStringToObject<T>(string css): Converts a style string to an object of a specified type.




### Fluent WithProperty Methods

These methods allow to add or modify CSS properties:


	WithStyle(string styleString, bool when = true): Adds style properties from a style string.


	With(object styleObj, CssUnit cssUnit = CssUnit.Pixels, bool when = true): Adds style properties from an object.


	WithColor(string color, bool when = true): Sets the color property.


	WithBorder(string border, bool when = true): Sets the border property.


	WithBorderRadius(string borderRadius, bool when = true): Sets the border-radius property.




And many more for other CSS properties.


	With(string key, string value, bool when = true): Adds or modifies a style property.




### Other Methods


	AsCssBuilderAsync(): Returns a MudExCssBuilder with the current styles added as a class.


	BuildAsClassRuleAsync(string className = null, IJSRuntime jSRuntime = null): Builds the current styles into a class rule.


	RemoveClassRuleAsync(string className, IJSRuntime jSRuntime = null): Removes a class rule.


	DisposeAsync(): Removes all temporary class rules.


	Build(): Returns the current styles as a style string.


	ToObject<T>(): Returns the current styles as an object of a specified type.


	ToString(): Returns the current styles as a style string.




## Usage

Here’s an example of using the MudExStyleBuilder:

`c#
var styleBuilder = MudExStyleBuilder.FromObject(new { width = 100, height = 200 });
styleBuilder.WithColor("red");
string style = styleBuilder.ToString(); // "width: 100px; height: 200px; color: red;"
`



            

          

      

      

    

  

    
      
          
            
  # MudExSvg

MudExSvg is a static utility class that provides a set of methods for combining SVG icons. You can combine icons horizontally, vertically, or centered or for generating SVG representations of application layouts. You can adjust the color and size parameters for the main layout components such as the AppBar, Drawer and Surface.

## Methods

### ApplicationImage

Generates an SVG image string that represents an application layout.

#### Overloads


	ApplicationImage (string, string, string, string[], string, string)


	ApplicationImage (string, string, string, string[], string)


	ApplicationImage (string, string, string, string[], MudExSize<int>)


	ApplicationImage (string, string, string, string, MudExDimension)


	ApplicationImage (string, string, string, string[], MudExDimension)




…and more

#### Parameters

Depending on the overload used, the parameters may include:


	appBarColor, drawerColor, surfaceColor: The color parameters for the layout components.


	textColors: The colors for the lines inside the layout.




### CombineIconsHorizontal (string, params string[])

Combines SVG icons horizontally.

#### Parameters


	image: The first SVG icon.


	other: The other SVG icons.




#### Example

`csharp
string combinedIcons = MudExSvg.CombineIconsHorizontal(image1, image2, image3);
`

### CombineIconsVertical (string, params string[])

Combines SVG icons vertically.

#### Parameters


	image: The first SVG icon.


	other: The other SVG icons.




#### Example

`csharp
string combinedIcons = MudExSvg.CombineIconsVertical(image1, image2, image3);
`

### CombineIconsCentered (string, params string[])

Combines SVG icons centered.

#### Parameters


	image: The first SVG icon.


	other: The other SVG icons.




#### Example

`csharp
string combinedIcons = MudExSvg.CombineIconsCentered(image1, image2, image3);
`

### CombineIcons (int, int, string, string, params string[])

Combines SVG icons with specified margin and viewBox settings.

#### Parameters


	marginLeftRight: The margin between icons horizontally.


	marginTopBottom: The margin between icons vertically.


	originalViewBox: The original viewBox for the SVG icons.


	image: The first SVG icon.


	other: The other SVG icons.




#### Example

`csharp
string combinedIcons = MudExSvg.CombineIcons(14, 0, "0 0 24 24", image1, image2, image3);
`



            

          

      

      

    

  

    
      
          
            
  # MudExUploadEdit

<!– UPLOADEDIT:START –>

This component provides multi-file upload functionality, with features like duplicate checks, max size, specific allowed content types, max items, zip auto-extract, and many more.

![SAMPLE](https://raw.githubusercontent.com/fgilde/MudBlazor.Extensions/main/MudBlazor.Extensions/Screenshots/UploadEdit.gif)
[Download Video](https://github.com/fgilde/MudBlazor.Extensions/blob/main/MudBlazor.Extensions/Screenshots/UploadEdit.mkv?raw=true)

<!– UPLOADEDIT:END –>



            

          

      

      

    

  

    
      
          
            
  # MudExObjectEdit
<!– OBJECTEDIT:START –>
The MudExObjectEdit is a robust component that allows for object editing and automatically generates the corresponding UI. This component supports automatic validation for DataAnnotation Validations or fluent registered validations for your model.

To use MudExObjectEdit, you can simply use the MudExObjectEditForm and pass your model to it as shown below:

`
<MudExObjectEditForm OnValidSubmit="@OnSubmit" Value="@MyModel"></MudExObjectEditForm>
`

You can also utilize the MudExObjectEditDialog to edit your model in a dialog. The easiest way to do this is by using the extension method EditObject on the IDialogService.

`
dialogService.EditObject(User, "Dialog Title", dialogOptionsEx);
`
<!– OBJECTEDIT:END –>

MudExObjectEdit is a powerfull component to edit objects.
You can also use the MudExObjectEditForm to have automatic validation and submit.
Validation works automatically for DataAnnotation Validations or fluent registered validations for your model.
The easiest way to use it is to use the MudExObjectEditForm and pass your model to it.
`csharp
<MudExObjectEditForm OnValidSubmit="@OnSubmit" Value="@MyModel"></MudExObjectEditForm>
`

You can also use the MudExObjectEditDialog to edit you model in a dialog. The easiest way to do this is to use the extension method EditObject on the IDialogService.
`csharp
dialogService.EditObject(User, "Dialog Title", dialogOptionsEx);
`

Ok but what if you want to customize the layout or behaviour of your properties.
Here you can use the Parameter MetaConfiguration or implement the interface IObjectMetaConfiguration.
```csharp
public class MyModelMetaConfiguration : IObjectMetaConfiguration<MyModel>
{


public Task ConfigureAsync(ObjectEditMeta<MyModel> meta)
{


// Configure here
return Task.CompletedTask;




}




```

The meta configuration is very powerfull you can render every property as you want and have many features like Conditional updates, unlimited configurable wrapper components, label and description resolving and much much more.
There is no requirement to use MudBlazor Components. For example lets configure a property to render with the Syncfusion RichTextEditor

```csharp
public class MyModel {



…
public string Name { get; set; }




public string Text { get; set; }
public string Text2 { get; set; }
public string Text3 { get; set; }


public bool CanEdit() => true;







}
public class MyModelMetaConfiguration : IObjectMetaConfiguration<MyModel>
{


public Task ConfigureAsync(ObjectEditMeta<MyModel> meta)
{



…
// Notice you can also configure multiple properties with meta.Properties(m => m.Text, m => m.Text2, m => m.Text3).RenderWith(e => e.Value, RichTextOptions()).WithSeparateLabelComponent();





	meta.Property(m => m.Text)
	.WithGroup(“HTML Text”)
.RenderWith(e => e.Value, RichTextOptions()).WithSeparateLabelComponent();





return Task.CompletedTask;




}

private static Action<SfRichTextEditor> RichTextOptions()
{


return e =>
{


e.EnableResize = true;
e.Height = “250px”;




};




}




```

## Conditions:
Each property can have all options or attributes the used component supports. The Attributes can set as Action<TComponent> or as Dictionary<string,object> and all options can also set with conditions.
Use IgnoreIf for example then if the condition is not met the property will not be rendered. In this example we have a method CanEdit for example and setting some options only if this returns false
```csharp



	meta.Properties(m => m.Text, m => m.Text2, m => m.Text3)
	
	.WithAttributesIf(m => !m.CanEdit(),
	new KeyValuePair<string, object>(nameof(SfRichTextEditor.CssClass), “sf-rich-text-editor-disabled”),
new KeyValuePair<string, object>(nameof(SfRichTextEditor.EnableResize), false),
new KeyValuePair<string, object>(nameof(SfRichTextEditor.Readonly), true));
// Same code different syntax







	meta.Properties(m => m.Text, m => m.Text2, m => m.Text3)
	.WithAttributesIf<CaseDto, SfRichTextEditor>(m => !CanEdit(m), editor =>
{


editor.CssClass = “sf-rich-text-editor-disabled”;
editor.EnableResize = false;
editor.Readonly = true;




});








```

Instead of using the model type you can also use the component type, the property type (or the field type if you’ve used ConverterFn) for conditions
```csharp


// Here the editor will be readonly of the value will be ‘hello’’
meta.Property(m => m.Text).WithAttributesIf<SfRichTextEditor, SfRichTextEditor>(editor => editor.Value == “Hello”, editor =>
{


editor.CssClass = “sf-rich-text-editor-disabled”;
editor.EnableResize = false;
editor.Readonly = true;




});
// Same code different syntax using propertytype
meta.Property(m => m.Text).WithAttributesIf<string, SfRichTextEditor>(s => s == “Hello”, editor =>
{


editor.CssClass = “sf-rich-text-editor-disabled”;
editor.EnableResize = false;
editor.Readonly = true;




});




```

## Layout:
You can also layout your editor behavior. For example you can set a property to render with a wrapper component.
```csharp


meta.Property(m => m.Text).WrapIn<ComponentToWrapIn>(e =>
{


e.SettingForWrapper = value




}).WrapIn<AnotherWrapperArroundTheWrapper>(e => …);




```
The most common usecase in MudBlazor is to wrap the whole Editor in a grid and each Item in a MudItem.
The MudObjectEdit automatically detects if it should add a MudGrid arround but this behavior can also overwritten by setting the Parameter WrapInMudGrid
For the property or the hole meta is also an easy extension to simply add MudItem
```csharp


meta.Property(m => m.Text).WrapInMudItem(i => i.xs = 12);
meta.WrapEachInMudItem(i => i.xs = 6);




```



            

          

      

      

    

  

    
      
          
            
  # MudBlazor.Extensions.CodeGator Adapter

This is a small package to combine [CG.Blazor.Forms](https://github.com/CodeGator/CG.Blazor.Forms._MudBlazor) with the [MudExObjectEdit](https://github.com/fgilde/MudBlazor.Extensions/blob/main/MudBlazor.Extensions/Docs/ObjectEdit.md)

With this package you can keep all you CodeGator attributes on your property but use the MudExObjectEdit component from [MudBlazor.Extensions](https://www.mudex.org) to render the form.



            

          

      

      

    

  

    
      
          
            
  
[Open Iconic v1.1.1](http://useiconic.com/open)

### Open Iconic is the open source sibling of [Iconic](http://useiconic.com). It is a hyper-legible collection of 223 icons with a tiny footprint&mdash;ready to use with Bootstrap and Foundation. [View the collection](http://useiconic.com/open#icons)

## What’s in Open Iconic?


	223 icons designed to be legible down to 8 pixels


	Super-light SVG files - 61.8 for the entire set


	SVG sprite&mdash;the modern replacement for icon fonts


	Webfont (EOT, OTF, SVG, TTF, WOFF), PNG and WebP formats


	Webfont stylesheets (including versions for Bootstrap and Foundation) in CSS, LESS, SCSS and Stylus formats


	PNG and WebP raster images in 8px, 16px, 24px, 32px, 48px and 64px.




## Getting Started

#### For code samples and everything else you need to get started with Open Iconic, check out our [Icons](http://useiconic.com/open#icons) and [Reference](http://useiconic.com/open#reference) sections.

### General Usage

#### Using Open Iconic’s SVGs

We like SVGs and we think they’re the way to display icons on the web. Since Open Iconic are just basic SVGs, we suggest you display them like you would any other image (don’t forget the alt attribute).

`
<img src="/open-iconic/svg/icon-name.svg" alt="icon name">
`

#### Using Open Iconic’s SVG Sprite

Open Iconic also comes in a SVG sprite which allows you to display all the icons in the set with a single request. It’s like an icon font, without being a hack.

Adding an icon from an SVG sprite is a little different than what you’re used to, but it’s still a piece of cake. Tip: To make your icons easily style able, we suggest adding a general class to the <svg> tag and a unique class name for each different icon in the <use> tag.

```
<svg class=”icon”>


<use xlink:href=”open-iconic.svg#account-login” class=”icon-account-login”></use>




</svg>
```

Sizing icons only needs basic CSS. All the icons are in a square format, so just set the <svg> tag with equal width and height dimensions.

```
.icon {


width: 16px;
height: 16px;





}

Coloring icons is even easier. All you need to do is set the fill rule on the <use> tag.

```
.icon-account-login {


fill: #f00;






}

To learn more about SVG Sprites, read [Chris Coyier’s guide](http://css-tricks.com/svg-sprites-use-better-icon-fonts/).

#### Using Open Iconic’s Icon Font…

##### …with Bootstrap

You can find our Bootstrap stylesheets in font/css/open-iconic-bootstrap.{css, less, scss, styl}

`
<link href="/open-iconic/font/css/open-iconic-bootstrap.css" rel="stylesheet">
`

`
<span class="oi oi-icon-name" title="icon name" aria-hidden="true"></span>
`

##### …with Foundation

You can find our Foundation stylesheets in font/css/open-iconic-foundation.{css, less, scss, styl}

`
<link href="/open-iconic/font/css/open-iconic-foundation.css" rel="stylesheet">
`

`
<span class="fi-icon-name" title="icon name" aria-hidden="true"></span>
`

##### …on its own

You can find our default stylesheets in font/css/open-iconic.{css, less, scss, styl}

`
<link href="/open-iconic/font/css/open-iconic.css" rel="stylesheet">
`

`
<span class="oi" data-glyph="icon-name" title="icon name" aria-hidden="true"></span>
`

## License

### Icons

All code (including SVG markup) is under the [MIT License](http://opensource.org/licenses/MIT).

### Fonts

All fonts are under the [SIL Licensed](http://scripts.sil.org/cms/scripts/page.php?item_id=OFL_web).
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