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The objective of this research was to develop learning materials to develop critical thinking skills
and comparison skills through a games-based learning approach entitled “Television Receiver
Circuit”. The physical contents of the game consisted of television receiver components such as:
1) antenna section, 2) tuner and tuning section, 3) VIF section, 4) SIF section, 5) synchronizing
section, 6) horizontal section, 7) vertical section, 8) luminance section, 9) chrominance section, 10)
RGB Output, 11) CRT section , and 12) power supply. The activity required students to television
Receiver Circuit in a simulated situation. The learning theory used in developing this game was the
theory of “Comparing” which is comprised of the four following steps: Selecting a problem
situation; Identifying the elements to be compared in the problem situation; Finding the attributes of
comparison of the elements; and Finding the similarities and differences of the attributes of the
elements. According to the results of the study, it was found that most respondents were satisfied
with GBL entitled “Television Receiver Circuit” at the most level (X =4.66,5.D.=0.78)
especially on general status (X =4.54, S.D.=0.51), the specification (X =4.71,
S.D.=0.46), and critical thinking skills of comparing (X =4, , S.D.=0.44) of GBL. The least

satisfaction of the game was ‘the direction’ of GBL which was at the more level (X =4.05,

S.D.=0.66).





