When the screen is rotated, RME defines in addition to DIMS screen orientation [xx] the following key mapping functionality:

Most mobile UE have two or more softkeys adjacent to the screen. Rotation of the screen changes their position relative to the DIMS scene and must be reported to the rich media engine. For this reason each time the screen is rotated, the new position of every softkey on the UE is sent with the ScreenOrientationPortrait or ScreenOrientationLandscape event.  

The position of each softkey represents the center of each key in relation to the edge of the screen.  Figure Y below shows a UE with two softkeys. In this example, in portrait mode, the primary softkey (which returns event ‘Softkey_0’ when pressed) is on the right and the secondary  softkey (which returns event ‘Softkey_1’ when pressed) is on the left. In the example below, when in portrait mode, Softkey_0 is at position (112,200) and Softkey_1 at (38,200)

Rotating the phone 90 degrees to the right triggers the UE to go into landscape mode (either automatically or via user selection).  The softkeys are now on the left edge with Softkey_1 on the top.  The UE sends ScreenOrientationLandscape to the Rich Media Engine which includes the position of each softkey on the device. The positions for the softkeys returned are now (0,112) for Softkey_0 and (0,38) for Softkey_1.  Similarly, rotating -90 degrees (or +270 degrees) puts us in landscape again but with the keys on the right side of the device.  This again results in ScreenOrientationLandscape being sent from the UE, but this time the positions returned for the softkeys are now (200,38) for Softkey_0 and (200,112) for Softkey_1
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While this example shows a UE with only two softkeys, RME supports an unlimited number of softkeys. Since key positions are reported as absolute coordinates by the UE for each and every softkey, any number of softkeys can be accommodated as shown in Figure Z
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Because of the unlimited number of softkeys, all changes to the SoftkeyOrientation are sent at the same time along with the portrait or landscape events. This allows RME scene authors to cope with the new key locations in a single repaint.

Then the screen orientation interface in RME add the following attribute to DIMS:

interface ScreenOrientationEvent : Event
{

readonly attribute unsigned long screenWidth;

readonly attribute unsigned long screenHeight;

readonly attribute unsigned long screenAngle;

readonly attribute DOMString softKeysLocation;
}
screenWidth - contains the new screen display or viewport width
screenHeight -contains the new screen display or viewport height

screenAngle – documents the angle between the primary axis of the screen, and vertical.
softKeysLocation - comma or space separated list of sofkey identifiers and their locations in screen coordinates relative to the origin.
1.1.1.1 Additional UE events supported by the Rich Media Engine

The following additional events shall be supported by the Rich Media Engine:

	Key Identifier
	Namespace
	Description
	Event Type
	Default Translation to DOM Level 3 Event
	Bubble
	Cancelable

	‘Softkey_0’
	rich-media
	The primary softkey.  Located on the left or right softkey in the Mobile Phone profile
	KeyboardEvent
	N/A
	Yes
	Yes

	‘Softkey_1’
	rich-media
	The secondary softkey.  Located on the left or right softkey in the Mobile Phone profile
	KeyboardEvent
	N/A
	Yes
	Yes

	‘Softkey_2’
	rich-media
	Optional softkey.  The middle softkey in the Mobile Phone profile
	KeyboardEvent
	N/A
	Yes
	Yes

	‘Softkey_n’
	rich-media
	Additional optional softkeys 3 and beyond where n indicates the number.
	KeyboardEvent
	N/A
	Yes
	Yes

	Joystick_Left
	rich-media
	Rocker/5-way switch support. Required for Mobile Phone profile.
	KeyboardEvent
	‘Left’
	Yes
	Yes

	Joystick_Right
	rich-media
	Rocker/5-way switch support. Required for Mobile Phone profile.
	KeyboardEvent
	‘Right’
	Yes
	Yes

	Joystick_Up
	rich-media
	Rocker/5-way switch support. Required for Mobile Phone profile.
	KeyboardEvent
	‘Up’
	Yes
	Yes

	Joystick_Down
	rich-media
	Rocker/5-way switch support. Required for Mobile Phone profile.
	KeyboardEvent
	‘Down’
	Yes
	Yes

	BatteryLevel
	rich-media
	Indicates the Battery has n % charge remaining, where n is passed in the Event Detail
	ProgressEvent
	N/A
	Yes
	Yes

	SignalLevel
	rich-media
	Indicates the quality of the UE signal strength as % n where n is passed in the Event Detail
	ProgressEvent
	N/A
	Yes
	Yes

	Fullscreen
	rich-media
	Indicates the UE wishes the application (rich media engine) to take focus of entire available screen.

the new height and width  of the screen are sent In the event Details, followed by a subsequent ScreenOrientation portrait landscape event
	Event
	N/A
	Yes
	Yes
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