Romsal: Smart casual

At the Banyan Tree, buffet dining
enters a new dimension

TIM FOOTMAN

asual dining buffetstick all the
right boxes atinternational hotels,
allowing jaded, jetlagged travellers
the chance to refuel attheirown
pace until their body clocks realign
themselves. The trick is to make the buffet some-
thing more than a kind of culinary gas station,
to create an environment that people - whether
hotel guests or not - actually wantto visit, to
enjoy the relaxed vibe, the pleasant surroundings,
and above all the food. It should be a place of
pleasure rather than somewhere to fulfila meta-
bolic necessity. Andthat's atrick that Romsai,
the basementrestaurant atthe Banyan Tree
Bangkok, manages to pull off with effortless
grace.

Despite the restaurant’s humble location -
especially when compared with some of the
Banyan Tree’s higher-rise dining haunts - it's
an attractive, airy space, with aview outontoa
tropical garden, with a fish pond, turtles and
even amini-waterfall. Butit's the food that
makes it really worthwhile.

The breakfast crowd can get enjoy warm
croissants and Danish pastries, eggs any way
youwantthem, and for those who favour Asian
flavours to start the day, congee, nasilemak
and a selection of Japanese dishes. Whether
you need sustenance for a hard working day, or
have the blessed luxury of time to linger longer
before doing notvery much, itmakes foran
excellentstart. (6.00am-10.30am, 720 baht ++.)

Atlunch and dinner, the menuis broadened
toinclude afine array of freshly prepared pasta
dishes, including ink tagliatelle with scallops
and sesame oil, and spinach pasta with smoked
duck andtapenade. Andthere’s adelicious grill
selection, allowing you choose your preferred
seafood, sausage or chicken satay and let the
expert staff cook it to perfection, served, if you
like, with a piquant chillisauce. Fancy some
tempura? Perhaps alittle sliced roast pork? You

from a selection of cakes, mousses and other
delights, including a fine array of Thai sweets.
And be sure to stop by the ice cream teppanyaki
station, where you make your selection of ices
and toppings and watch the expert chef chop
and mixthemon afrozen steel sheet, intoa
whole new taste sensation, creating a delectably
dialectical dessert. (Lunch Monday-Saturday,
11.45am-2.30pm, 850 baht ++; dinner Sunday-
Thursday, 6.00pm-11pm, 990 baht ++; Friday-
Saturday, 1,200 baht ++.)

Sunday lunchtime is brunchtime at Romsai,
when luxury dishes such as freshriver prawns,
foie gras, suckling pig and Peking duck are added
tothe equation. Guests of 11 years and under
canjointhe Kids Club, playing in the children’s
corner and having the resident magician teach
them tricks and make balloon animals. And ifa
club member comes to Romsaion his or her
birthday, there’s a specially made cake to ensure
the occasion s really memorable. (Sunday brunch
11.30am-2.30pm, 1,500 baht++, children charged
1 bahtper centimetre of their height.)

And just when you think Romsai can't offer
any more choices, be sure to check out their
festive offerings. Turkey and all the trimmings
come into play for Christmas Eve dinner (1,900
baht nett) and Christmas day lunch (1,800 baht
nett), with the extra fun of carol singing. On
New Year's Eve there’s ajazz trio, aswell as fun
and entertainment for the children (3,000 baht
nett; 3,500 baht nettincluding free flowing house
wines, local beers and softdrinks; 1,500 baht
nett for children). And on New Year’s Day you'll
be able to enjoy succulent suckling pig, luxurious
seafood and more, as well as live jazz, for the
entirely appropriate (and reasonable) sum of
2,011 bahtnett,and 1,011 baht nett for children.

Christmas and New Yearis traditionally a
time torelax and letyour everyday worries take
aback seat. Sowhy nottake the family along to
Romsai, where the only decision you need to

Mr Antonio Calce, CEO of Corum.

jury of horology professionals,
A brought together by the maga-

zine "Montres Passion”, re-
cently rewarded Corum’s Miss Golden
Bridge model with a double award;
women’s watch of the year 2010 and
overall 3rd prize of the Jury.

Before a panel of 500 people,
Antonio Calce, CEO of Corum,
received the double award for the
Miss Golden Bridge. Elected under
totalimpartiality, the timepiece
establishes itselfamong three
horological references and as the
Women’s watch of the year 2010.

An exceptional movement Launch-
ed at Baselworld, the Miss Golden
Bridge combines the substance of
high horology and feminine elegance.
The movementremains an excep-
tional achievementand a unique
watchmaking expression. Composed
of 140 elements, offering a balance
wheelwith variable inertia, a barrel
with slipping spring, a power reserve
of 40 hours, and hand-engraved
bridges and plate made of fine gold.
This concentration of watchmaking
know-how is staged in anew, slender,
curved tonneau shaped case made
of 18ktred gold.

In2010, Corum celebrates the 30
years of its legendary Golden Bridge
movement. The design and concep-
tion of both the calibre and the case
have of course evolved, whereas the
spirit of the timepiece remains the
same. Itis a strong message for
Corum, whose timepieces are devel-

can always come back for seconds, or maybe
fifths. Ifyou prefer something cooler, there’s

make is whatto eat next?

plenty of excellent sushi and sashimi, and a
wide selection of salads as well.
Dessertisn’'t neglected, of course: choose

Romsai, Banyan Tree Bangk@4/100 South Sathor
Road, Bangkok 10120; Tel: 02 679 1200;
www.banyantree.com.

oped with along term perspective.
This prize shows that even thirty years
afterits creation, the Golden Bridge
and its emblematic movementremain
front of stage.
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The Game
Layer

How gaming and the Internet are
shaping the future of education

ADRIAN HODGE

hroughout human history games and game play have
been ahuge part of social development. Inthe last 30
years since the advent of personal computing we
have seen the exponential spread of gaming consoles,
platforms, and handheld devices. With the spread of Internet
access alongside faster connections and speedier hardware
the spread of gaming has reached all corners of our day-to-
day lives. Powerful smart phones, or 'super phones’ and
other devices are now offering users permanentalways-on’
connections. Processor speeds and graphic chip expansionis
allowing access toimmersive gaming and play worlds as
never before. We can now play games onthe bus or train, in
the carand onthe move. Social networks such as Facebook
offer accessto arange of gaming 'apps’. The gaming company
Zyngais leading the way - producing games for Facebook and
MySpace. Founded only three years ago Zynga now has 1300
employees worldwide and a shadow share market valuation
of approximately $5 billion. Tapping into the human desire
for play and games is proving to be an emerging next step in
the spread of the Web and global connectivity. Alongside this
new wave is evolving research into the use of games and
gaminginthe realm of learning.

Researchers have for many years been fascinated and
intrigued to find out what makes young electronic game
playerstick. Watch any group of global teens, or 'Digital
Natives’ as they are termed, and you will see a generation of
youth permanently involved in the rich interactivity of electronic
gaming - on awide range of devices and with a myriad forms
of connectivity and networking capabilities. Most of us are
now familiar with consoles such
as Xbox, Playstation, Nintendo,
aswellas PC gaming. Yetarapidly
growing strata of other connected
devices and access pointsare
now allaround us - the iPad,
iPhone, Android, smart-phones,
online apps, and more. According
toanew reportby research firm
Interpret, mobile phones are now
responsible for about 44 percent
of handheld gaming, up 53 per-
centoverthe lastyear. It's a natu-
ral nextstep to seek away to tap
into these new channels of communication and gaming and
realise their potential as learning tools and services.

Digital Natives spend many hours online, either in solitary
gaming pursuits or as part of a communities of play - networked
gaming has been around foranumber of years. The spread

of handheld devices and faster always-on connections have
turned this phenomenon into a permanent presence inthe
lives of today’s youth. A new research initiative out of New
York City seeks to harness the fascination of online games
and services for educational purposes. Inthe past commercial
educational gaming efforts have produced some stilted and
fairly boring games with educa-

tional aims and objectives. Quest

toLearn (Q2L)isaNew York

City public school focused on

game-based learning using the

gaming platform'Gamestar

Mechanic’ developed by the In-

stitute of Play with financing from

the MacArthur Foundation. Q2L

have developed a curriculumin-

corporating arange of ways to

include gaming principles and

problem solving skillsin the class-

room.

New online games offer amuch richer and more social
dynamic and sense of possibility. The spread of social networks
such as Facebook and MySpace has fostered intoday’s youth
asense of collaboration and community that wasn'’t present
with stand-alone games consoles where gaming was for years
alonejourney. Now gamers can interact online from around
the world in virtual environments within arange of settings
and incorporating an unlimited set of characters, roles and
possibilities. Gamestar Mechanic seeks to develop a gaming

platform and community of play
where learners can delve into
very familiar game play territory
where they both play and create
their own games using the in-
systemtools and functions. Here
alongside the dynamic of funand
interaction learners are able to
expand their skills in critical
thinking and complex problem
solving. Stimulating children to
take hands-on control of these
digital environmentsis key and
provides avery powerful sense
ofinvolvement and achievement. Educational electronic games
of the pastwere considered simplistic and unchallenging and
didn’thave the opportunity to tap into the power of the web.
Now with a range of connected devices and ancillary hardware
such as the Wii controller or the Xbox Kinect controller

immersionis possible as never before.

New platforms such as Gamestar Mechanicfallinto a
category populated by offerings such as those by Quest
Atlantis who create arange of critical thinking games for
schools. These interactive worlds offer much more than
'skills and drills’, encompassing functions and capabilities

familiar to students from their
console play - video game
levels, tools, power-ups and
challenges. Entire virtual
worlds available to adaptand
mould. Engaging studentsin
their own native digital en-
vironments and languages is
akey component of these new
services. Gamestar Mechanic
can be accessed by any school,
training center or club with
Internet connectivity. A pay-
for service canalso be
accessed providing awider range of tutor tools and additional
add-ons. Gamestar also offer arange of curriculum resources
and classroom samples for the educator to adapt to their
needs.

In Gamestar Mechanic students can design platform
games and shooters, they can experiment with physics,
planning and design. A wide range of core skills can be
broughtinto play as learners share and publish games as
well asinvolve themselvesin peer review viain-game
commenting and collaboration tools. Harnessing the power-
fulhuman desire for game play and interaction viathese
toolsis the beginning of anew journey into the heart of the
'Digital Native’ experience and lifestyle, meeting learners
and youth on their own turf.

As the world seeks to place a new game layer on top of
the Internet, via social networking platforms and services
and through a multitude of apps and other tools we will
see the human desire for play and interactivity tapped
into as never before. Awhole new stream of applications
and products utilising game play are setto emerge. The
world of education is evolving as an environmentideally
placed to benefitfromintelligentand creative use of these
new resources. Our instinctive desire for experimentation
and discovery and our wish to solve problems are key
components and the driving forces behind the newly
emerging game layer on top of the world.

www.gamestarmechanic.com, www.instituteofplay.com,
g2l.org, asia.playstation.com, www.xbox.com



