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This study aims to determine whether there is an effect of YouTube on student 
learning activeness and performance in class VIII MTS Tarbiyah Islamiyah 
Ulumahuam students. This activity was carried out offline. The research subjects 
were MTS Tarbiyah Islamiyah Ulumahuam students and the sample used amounted 
to 50 students where 25 participants for the experimental class and 25 participants 
for the control class. The research method chosen in this study is quantitative. Data 
collection was carried out by means of observation, and questionnaires. The 
instrument used is a questionnaire of student activeness and learning performance 
using YouTube as media and documentation. The analysis techniques used are 
Normality, Homogeneity, and Hypothesis tests. Based on the results of the research 
conducted, there is an effect of YouTube on the activeness and performance of 
student learning with a learning model using YouTube seen from the average value 
of the questionnaire of student learning activeness and performance, namely with a 
significant value of 0.000. For hypothesis testing using one-way anova test with 
significant results of 0.000 
Keywords: Learning model, youtube, activeness and learning performance 

 
 
1. Introduction 
 
 According to Noprastiyaning & Zainal (2019) Mathematics is one of the subjects closest to 
everyday life and plays a very important role in students' lives, both directly and indirectly. A good 
understanding of mathematics helps students learn logic, problem solving, and critical thinking in 
a variety of everyday contexts according to (Hijrah et al., 2024). One of the basic objectives of 
learning mathematics is to determine student learning activeness and performance. Learning 
activeness consists of the word "active" and the word "learning". The word activeness comes from 
the basic word active which gets the suffix ke-an so that it becomes activeness, which means 
activity or busyness.  
 Learning activeness means an effort or activity carried out by students by actively learning 
according to (Hasanah & Himami, 2021),  Learning activeness is a process in which we are all 
involved in the learning process. Not just attending class or doing assignments, but we are also 
actively involved in the process of discovering and understanding something.  
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 Students' active participation in the learning process is an important factor that supports their 
understanding of various problems or situations that arise during learning activities. Student 
activity is a basic element that really determines the success of learning, because through this 
involvement, students can more easily understand and internalize the material being taught. (Kanza 
et al., 2020).  
Student learning activeness is the student's effort to participate in learning activities. Learning 
activeness can be shown through student involvement in seeking or obtaining information from 
sources such as teachers, books, and other friends. It is expected that students will be better able to 
recognize and develop all their abilities. (Putri et al., 2019). 
Learning activeness is a state, behavior, or activity carried out by students during the learning 
process. Active learning can be seen from student participation, such as asking questions, 
completing assignments, answering teacher questions, collaborating with peers, and carrying out 
responsibility for the assignments received. Teachers can systematically improve their learning 
system and activate student engagement through student activities. These activities can also help 
students in critical thinking and solving everyday problems. (Muhamad Azin & Eko Subiantoro, 
2023). 
 Student learning activeness is very important for the learning process. This is due to the fact that 
students are the main actors in the educational process. Students act as actors, researchers, and 
recipients of knowledge in the educational process. The results and outcomes of human resources 
(HR), namely students, determine the success of the educational process. Therefore, it is very 
important for students to be actively involved in learning activities. Students' active involvement 
in the learning process includes physical involvement in the form of certain actions or treatments, 
but also active involvement mentally, emotionally, and mindfully through the process of analyzing, 
comparing, and appreciating during the learning process. (Prayitno, 2022). 
 Learning activeness refers to student participation in each stage of learning. This is reflected in 
the way students interact in activities such as discussing, listening to explanations, solving 
problems, completing assignments, compiling reports, and presenting the results of their work. 
(Pranoto, 2020). Student activeness is basically the process of student interaction with the teacher, 
activities carried out by students, and learning experiences felt by teachers and students during the 
learning process (Indrayani, Ibrahim and Suroyo, 2022) quoted from the journal (Erina Hannawita 
Br Sembiring & Tanti Listiani, 2023). 
 According to (Khoiriyah, 2015), indicators of student activity include several aspects, namely 
paying attention to explanations from the teacher, asking questions, providing answers to questions, 
participating in group discussions, completing assignments or problems, listening to presentations 
from friends, and recording summaries of lesson material. 
Meanwhile, learning performance is the result achieved by a student in the learning process. These 
results can be in the form of knowledge, skills, attitudes, and values obtained by students through 
the learning process. Student performance is a description of students' ability to complete specific 
tasks given by the teacher and can be measured based on predetermined criteria. To assess student 
performance, Student Worksheets are used as an instrument that is assessed with a performance 
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assessment gradation rubric. In learning mathematics, there must be a link between student 
activeness and learning performance. 
 Student learning performance is the result or achievement obtained by students after going 
through the learning process. It is an indicator of how effectively students absorb subject matter 
and turn it into knowledge and skills that can be applied. Student learning performance is a 
reflection of how successful a student is in mastering the subject matter that has been taught. It is 
not just about how much students memorize, but also about the extent to which students are able 
to understand concepts, apply knowledge, and develop relevant skills. 
 Student learning performance is the result or achievement obtained by students after going 
through the learning process. It is an indicator of how effectively students absorb subject matter 
and turn it into knowledge and skills that can be applied. Student learning performance is a 
reflection of how successful a student is in mastering the subject matter that has been taught. It is 
not just about how much students memorize, but also about the extent to which students are able 
to understand concepts, apply knowledge, and develop relevant skills. 
 According to Robbins (2016: 260) performance indicators are tools used to measure the extent 
to which employees have achieved their work results. Several aspects that are often used as 
measures in evaluating employee performance include (1) quality of work results, (2) amount of 
work completed, (3) compliance with time, (4) level of efficiency, and (5) ability to work 
independently. (Tarmizi & Hutasuhut, 2021). 
 Based on the above understanding, the researcher takes independence as an indicator of student 
learning performance which will be used as a research variable that is still related to student 
learning activeness, because independence is a very relevant learning performance indicator to 
reflect students' ability to learn actively, responsibly, and independently. High independence will 
have a positive impact on student achievement and prepare them for the future. 
 Learning independence is not a skill that automatically develops with age. Instead, it must be 
taught and nurtured by students. The goal is for students to have the ability to interact with 
mathematical concepts in an active and constructive way. (Marni & Pasaribu, 2021). 
Several studies have shown that there is a positive and significant relationship between student 
engagement and performance in mathematics. That is, the more active students are in learning 
mathematics, the higher their performance. This can be explained by several reasons: Students who 
are active understand the subject matter better: When students are active in learning, they are more 
focused and engaged in the learning process. This makes it easier for them to understand the subject 
matter and remember the information better.  
 Teachers are required to know, understand, choose and apply learning models that are 
considered effective so that they can create a conducive classroom atmosphere in supporting the 
optimal learning process. One of the learning models that can facilitate these activities is using the 
Youtube application. YouTube, founded in February 2005 by three former PayPal employees, is a 
platform for uploading, watching and sharing videos, with a variety of content such as films, TV 
shows, music, vlogs and educational material, presented using Adobe Flash Video and HTML5 
technology . 
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 YouTube is the right and fast application to understand mathematics learning, YouTube 
application has many advantages that can be utilized to improve the quality of mathematics 
learning. By utilizing YouTube creatively and effectively, teachers and students can create a more 
interesting, meaningful, and productive learning experience. The use of YouTube as a learning tool 
aims to provide an interesting, fun and interactive learning experience for students. This platform 
allows learning to take place flexibly, both in the classroom and outside the classroom, as long as 
the device is connected to the internet. YouTube can be used without time or space limitations, so 
students can access the material at any time. This writing aims to describe: 1) strategies for using 
YouTube as a learning medium, and 2) the effectiveness of YouTube in supporting the teaching 
and learning process. (Arham, 2020). 
Using the right learning media is essential for learning that aims to improve students' understanding 
of certain subjects. YouTube is an audio-visual media that students often use because it looks 
interesting and not boring. This application can be used as an interesting learning media 
(Nurfaidzin Ihsan, 2022).Kartika explained that the purpose of using YouTube as a learning media 
is to make learning more interesting, fun, and interactive. (Suwarto et al., 2021). 
 YouTube application as learning media and YouTube application as math learning media have 
the ability to create a more active and creative learning atmosphere for students. Then students can 
channel all ideas freely, which makes learning more fun and entertaining. help students understand 
learning, improve student performance, and motivate students to participate in learning, increase 
student confidence according to (Yusriani et al., 2022). According to Baihaqi et al. (2020), 
YouTube is a website used to disseminate information. It helps students develop user skills and 
enhance learning in videos. It makes learning easier and develops skills, and develops educators' 
professionals. (Mutoharoh Tryas, 2022). 
YouTube is used as an online learning medium for a number of online learning activities due to its 
features and advantages, which allow it to sustain learning objectives. In addition, the fact that most 
people of all ages have YouTube accounts allows teachers, lecturers and educational facilitators to 
use YouTube apps as an online learning medium. Other studies have also found that YouTube has 
a positive effect on students' learning achievement and encourages them to learn specific topics. 
(SUharto, R. P. (2022). 
 In the teaching and learning process, there are several practical benefits of learning media: they 
can clarify the way messages and information are conveyed, which accelerates and improves the 
learning process and results; they can increase and direct students' attention to create motivation to 
learn; and they can help students interact more directly with others and with their environment. 
(Nudini & Wardana, 2023).  
 In this modern era, humans do not have to meet face-to-face to complete their various activities, 
one of which is activities in the field of education. Social media can be used as an alternative to 
help students learn. YouTube is one of the most popular social media in the community. YouTube 
audio video tools can be used as learning media (Karami et al., 2021). From the above 
understanding, this research aims to increase student activeness and learning performance using 
the Youtube application. Because learning using the YouTube application can make it easier and 
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easier to understand and more interesting or not easily bored. YouTube provides additional learning 
resources and diverse references for students who want to deepen their knowledge in mathematics. 
 
2. Methods 
 
 According to Sugiyono (2011) the quantitative approach in research is based on the philosophy 
of positivism, which aims to analyze data from a particular population or sample using research 
tools in the data collection process. The data analysis process is carried out using statistical or 
quantitative methods, with the main aim of testing previously established hypotheses. This 
approach focuses on measuring and generalizing research results based on structured and objective 
data. (Hidayat & Susanto, 2022). This research involved 50 students in classes VIII-A and VIII-B 
who were divided into two groups, each consisting of 25 students for the experimental and control 
classes. Data was collected using a questionnaire to assess the influence of YouTube on activities 
and learning outcomes, The questionnaire in this study results serve to provide information to the 
reader related to the answers of the respondents, and the use of this questionnaire to obtain data on 
the use of learning media. The data collected in this study are those related to the influence of the 
use of media in learning. The type of questionnaire used in this study is a direct questionnaire, 
which is in the form of a Likert scale with closed questions, namely with the answers to the 
questions asked already available.  
 This type of research is quantitative research. In this study there are 3 variables, namely one 
independent variable (free), namely X1 (YouTube application). The two dependent variables are 
Y1 (learning activeness) and Y2 (learning performance). This study uses two main variables, 
namely student learning activeness and student learning performance, with predetermined 
indicators to measure the effect of using the YouTube application as a learning medium. 
 
Table 1.liveliness observation results 

Indicator Indicator Category 
Paying attention to the teacher's 
explanation 

90% High 

Asking questions 90% High  
Answering questions 93% High 
Discussing in groups 87% High 
Solving problems 86% High 
Paying attention to friends' 
presentations 

93% High 

Recording a summary of the lesson 
material 

94% High 

 
Table 2.performance observation results 

Indicator Indicator Kategori 
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Independence 88% High  
 
 From the results of the researcher's observation table on the effect of using the Youtube 
application on student activeness and learning performance with a questionnaire instrument of 
student activeness and learning performance, it has shown the effect of learning using toutube on 
student activeness and learning performance. This is evidenced in the results of the activeness 
questionnaire in class VIII A which used the learning model using YouTube, indicator 1, namely 
paying attention to the teacher's explanation, obtained a percentage of 90%, indicator 2, namely 
asking questions obtained a percentage of 90%, indicator 3, namely answering questions obtained 
a percentage of 93%, indicator 4, namely discussing in groups obtained a percentage of 87%, 
indicator 5, namely solving problems obtained a presentation of 86%, indicator 6, namely paying 
attention to a friend's presentation obtained a presentation of 93%, and indicator 7, namely 
recording a summary of the subject matter obtained a presentation of 94%.This is also evidenced 
in the results of the student learning activeness questionnaire in class VIII A, indicator 1, namely 
independence obtained a presentation of 88%. 
 
INSTRUMENT TEST 
 
 Before the questionnaire was given to respondents, the instrument was tested to ensure its 
validity and reliability. This stage aims to ensure that the instruments used produce accurate and 
reliable data. In this research, the instrument reliability value has been calculated with the help of 
SPSS version 22 software. The results of the instrument test analysis carried out using SPSS 22 are 
presented in Table 1 below. 
 
Table 3. Reliability Test Results of Research Data 
Variables Cronbach’s Alpha Description 
Learning activeness 0,925 Reliable 
Learning performance 0,931 Reliable  

 
From the output table of the questionnaire statement reliability test for activeness and performance, 
it can be seen that the Cronbach's Alpha value or if rcount> rtable is 0.925>0.60 for activeness, 
while for performance it can be seen that the Cronbach's Alpha value or if rcount> rtable is 
0.931>0.60 so that the 40 questionnaire statements are declared reliable. The steps to test the 
reliability of the questionnaire statement using SPSS 22.0 
 
 
3. Result and Discussion 
 
1. NORMALITY TEST 
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 This research collects data through a questionnaire containing statements regarding student 
activity and their learning performance.  
 
 Normality Test Output of Creativity Questionnaire Results. 
 
 The following below are the results of calculating the normality of the research instrument data 
data using SPSS 22.0. 
 
Table 4. Normality Test 
 

 
Class 

Kolmogorov-Smirnova Shapiro-Wilk 

Statistic df Sig. Statistic Df Sig. 

Results Activeness VIII A .159 25 .101 .892 25 .013 

Activeness VIII B .124 25 .200* .953 25 .286 

Performance VIII 

A 
.157 25 .115 .895 25 .014 

Performance VIII 

B 
.119 25 .200* .976 25 .796 

 
 The analysis results show that both variables have a normal distribution. In the activity variable, 
class VIII-A has a significance value of 0.13 which is greater than 0.05, while class VIII-B has a 
significance value of 0.289 which is also greater than 0.05. For the learning achievement variable, 
class VIII-A shows a normal distribution with a significance value of 0.14 > 0.05, while class VIII-
B has a significance value of 0.796 > 0.05, which confirms that the data is normally distributed. 
 
2. HOMOGENEITY TEST  
 
 Homogeneity test of student learning performance and activeness questionnaire results  
 
 The homogeneity test was carried out using the same research data instruments as in the previous 
normality test. This analysis was carried out with the help of SPSS version 22.0 software, and the 
calculation results are presented as follows. 
 
 Homogeneity Test of Research Instruments Results of liveliness and performance 
questionnaires. 
 
 
Table 5. Test of Homogeneity of Variance 
 

https://creativecommons.org/licenses/by-sa/4.0/


Edumatsains, Volume 9, Issue 2, January 2025, pp 66-76 

73 
 

 
 

This is an open access article under the CC BY-SA license.  
Copyright ©2022 by Author. Published by Universitas Kristen Indonesia 

 

 
Levene Statistic df1 df2 Sig. 

Liveliness and 

Performance 

Based on Mean .061 1 48 .806 

Based on Median .026 1 48 .872 

Based on Median and with 

adjusted df 
.026 1 47.672 .872 

Based on trimmed mean .058 1 48 .811 
 
 The results of the homogeneity test on the questionnaire data show a significance value of 0.806, 
which is greater than 0.05, so the data is declared homogeneous. Thus, the variance between the 
experimental class and the control class in the application of YouTube-based learning is uniform, 
so the data meets the requirements for hypothesis testing. 
 
 
3. HYPOTHESIS TEST 
 
 After carrying out normality and homogeneity tests, the next stage is hypothesis testing using 
the one-way ANOVA method. This test aims to evaluate the effect of the project-based learning 
model on increasing student creativity in number pattern material, as well as determining whether 
the hypothesis is accepted or rejected. 
 
Table 6. Activity 
Model Sum of Squares Df Mean Square F Sig. 

1 Regression 835.452 1 835.452 121.934 .000b 

Residual 157.588 23 6.852   
Total 993.040 24    

 
 The results of hypothesis testing using ANOVA show that the variables of student activity and 
learning performance have a significance value of 0.00 which meets the criteria of 0.00 ≤ 0.05. 
Therefore, H0 is rejected and Ha is accepted, which indicates that there is a significant influence 
on student activity in learning using a YouTube-based model. Based on the analysis results table, 
the significance value of the activeness variable is 0.000 <0.05, strengthening the conclusion that 
the use of the YouTube learning model has a real impact on increasing student activity. 
 
Table 7. Performance 
Model Sum of Squares Df Mean Square F Sig. 

1 Regression 729.006 1 729.006 29.456 .000b 

Residual 569.234 23 24.749   

https://creativecommons.org/licenses/by-sa/4.0/


Edumatsains, Volume 9, Issue 2, January 2025, pp 66-76 

74 
 

 
 

This is an open access article under the CC BY-SA license.  
Copyright ©2022 by Author. Published by Universitas Kristen Indonesia 

 

Total 1298.240 24    
 
 Based on the results of analysis using ANOVA, a significance value of 0.00 was obtained for 
the student activity and learning performance variables, which was smaller than 0.05, so H0 was 
rejected and Ha was accepted. These results indicate that the application of a YouTube-based 
learning model has a significant influence in increasing student activity and learning outcomes. In 
other words, the use of YouTube as a learning medium has proven to be effective in supporting 
increased student learning activity and performance. 
 
4. Conclusion 
 
 Research conducted on students in classes VIII A and VIII B at MTS Tarbiyah Islamiyah 
Ulumahuam shows that the use of a YouTube-based learning model has a positive impact on student 
activities and learning outcomes. The average questionnaire results show a significant effect with 
a significance value of 0.000. The One-Way ANOVA test also produces a value of 0.000, smaller 
than 0.05, so H0 is rejected. Thus, the application of YouTube as a learning medium has proven to 
be effective in increasing student activity and learning outcomes in class. 
 This study aims to measure the effect of using the YouTube application on student learning 
activeness and student learning performance. The following are the results obtained based on the 
indicators of each variable: Student Learning Activity, Student learning activity is measured using 
several indicators that show their active participation in the learning process. Based on the 
questionnaire results and data analysis: Paying Attention to Teacher's Explanation: Students in the 
experimental class showed a significant increase in paying attention to the teacher's explanation 
compared to the control class. This can be seen from the higher average value of the questionnaire 
score on this indicator. Asking Questions: Students in the experimental class were more active in 
asking questions during learning using YouTube media. The average score on this indicator shows 
an increase of 20% compared to the control class. Answering Teacher's Questions : Student 
participation in answering teacher's questions increased significantly. YouTube media helps 
students understand the material better, so they are more confident to give answers.Participating in 
Group Discussion : Students in the experimental class were more often involved in group 
discussions than the control class. This indicator scored high because students found it easier to 
understand the material through YouTube videos. Completing Tasks or Problems: Students' ability 
to complete tasks showed a significant increase, supported by the flexibility of accessing material 
on YouTube which allowed students to study independently outside of class. Recording Material 
Summary: This indicator showed significant improvement in the experimental class. Students felt 
more motivated to record summaries as the YouTube videos provided interesting visual 
explanations. And for student learning performance, it shows that students become more 
independent in learning. They are able to search for additional information and complete tasks 
without relying too much on the teacher. 
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	1. Introduction
	According to Noprastiyaning & Zainal (2019) Mathematics is one of the subjects closest to everyday life and plays a very important role in students' lives, both directly and indirectly. A good understanding of mathematics helps students learn logic,...
	Learning activeness means an effort or activity carried out by students by actively learning according to (Hasanah & Himami, 2021),  Learning activeness is a process in which we are all involved in the learning process. Not just attending class or d...
	Students' active participation in the learning process is an important factor that supports their understanding of various problems or situations that arise during learning activities. Student activity is a basic element that really determines the s...
	Student learning activeness is the student's effort to participate in learning activities. Learning activeness can be shown through student involvement in seeking or obtaining information from sources such as teachers, books, and other friends. It is ...
	Learning activeness is a state, behavior, or activity carried out by students during the learning process. Active learning can be seen from student participation, such as asking questions, completing assignments, answering teacher questions, collabora...
	Student learning activeness is very important for the learning process. This is due to the fact that students are the main actors in the educational process. Students act as actors, researchers, and recipients of knowledge in the educational process...
	Learning activeness refers to student participation in each stage of learning. This is reflected in the way students interact in activities such as discussing, listening to explanations, solving problems, completing assignments, compiling reports, a...
	According to (Khoiriyah, 2015), indicators of student activity include several aspects, namely paying attention to explanations from the teacher, asking questions, providing answers to questions, participating in group discussions, completing assign...
	Meanwhile, learning performance is the result achieved by a student in the learning process. These results can be in the form of knowledge, skills, attitudes, and values obtained by students through the learning process. Student performance is a descr...
	Student learning performance is the result or achievement obtained by students after going through the learning process. It is an indicator of how effectively students absorb subject matter and turn it into knowledge and skills that can be applied. ...
	Student learning performance is the result or achievement obtained by students after going through the learning process. It is an indicator of how effectively students absorb subject matter and turn it into knowledge and skills that can be applied. ...
	According to Robbins (2016: 260) performance indicators are tools used to measure the extent to which employees have achieved their work results. Several aspects that are often used as measures in evaluating employee performance include (1) quality ...
	Based on the above understanding, the researcher takes independence as an indicator of student learning performance which will be used as a research variable that is still related to student learning activeness, because independence is a very releva...
	Learning independence is not a skill that automatically develops with age. Instead, it must be taught and nurtured by students. The goal is for students to have the ability to interact with mathematical concepts in an active and constructive way. (M...
	Several studies have shown that there is a positive and significant relationship between student engagement and performance in mathematics. That is, the more active students are in learning mathematics, the higher their performance. This can be explai...
	Teachers are required to know, understand, choose and apply learning models that are considered effective so that they can create a conducive classroom atmosphere in supporting the optimal learning process. One of the learning models that can facili...
	YouTube is the right and fast application to understand mathematics learning, YouTube application has many advantages that can be utilized to improve the quality of mathematics learning. By utilizing YouTube creatively and effectively, teachers and ...
	Using the right learning media is essential for learning that aims to improve students' understanding of certain subjects. YouTube is an audio-visual media that students often use because it looks interesting and not boring. This application can be us...
	YouTube application as learning media and YouTube application as math learning media have the ability to create a more active and creative learning atmosphere for students. Then students can channel all ideas freely, which makes learning more fun an...
	YouTube is used as an online learning medium for a number of online learning activities due to its features and advantages, which allow it to sustain learning objectives. In addition, the fact that most people of all ages have YouTube accounts allows ...
	In the teaching and learning process, there are several practical benefits of learning media: they can clarify the way messages and information are conveyed, which accelerates and improves the learning process and results; they can increase and dire...
	In this modern era, humans do not have to meet face-to-face to complete their various activities, one of which is activities in the field of education. Social media can be used as an alternative to help students learn. YouTube is one of the most pop...
	2. Methods
	According to Sugiyono (2011) the quantitative approach in research is based on the philosophy of positivism, which aims to analyze data from a particular population or sample using research tools in the data collection process. The data analysis pro...
	This type of research is quantitative research. In this study there are 3 variables, namely one independent variable (free), namely X1 (YouTube application). The two dependent variables are Y1 (learning activeness) and Y2 (learning performance). Thi...
	Table 1.liveliness observation results
	Paying attention to the teacher's explanation
	Asking questions
	Answering questions
	Discussing in groups
	Solving problems
	Paying attention to friends' presentations
	Recording a summary of the lesson material
	Table 2.performance observation results
	From the results of the researcher's observation table on the effect of using the Youtube application on student activeness and learning performance with a questionnaire instrument of student activeness and learning performance, it has shown the eff...
	INSTRUMENT TEST
	Before the questionnaire was given to respondents, the instrument was tested to ensure its validity and reliability. This stage aims to ensure that the instruments used produce accurate and reliable data. In this research, the instrument reliability...
	Table 3. Reliability Test Results of Research Data
	From the output table of the questionnaire statement reliability test for activeness and performance, it can be seen that the Cronbach's Alpha value or if rcount> rtable is 0.925>0.60 for activeness, while for performance it can be seen that the Cronb...
	3. Result and Discussion
	1. NORMALITY TEST
	This research collects data through a questionnaire containing statements regarding student activity and their learning performance.
	Normality Test Output of Creativity Questionnaire Results.
	The following below are the results of calculating the normality of the research instrument data data using SPSS 22.0.
	Table 4. Normality Test
	The analysis results show that both variables have a normal distribution. In the activity variable, class VIII-A has a significance value of 0.13 which is greater than 0.05, while class VIII-B has a significance value of 0.289 which is also greater ...
	2. HOMOGENEITY TEST
	Homogeneity test of student learning performance and activeness questionnaire results
	The homogeneity test was carried out using the same research data instruments as in the previous normality test. This analysis was carried out with the help of SPSS version 22.0 software, and the calculation results are presented as follows.
	Homogeneity Test of Research Instruments Results of liveliness and performance questionnaires.
	Table 5. Test of Homogeneity of Variance
	The results of the homogeneity test on the questionnaire data show a significance value of 0.806, which is greater than 0.05, so the data is declared homogeneous. Thus, the variance between the experimental class and the control class in the applica...
	3. HYPOTHESIS TEST
	After carrying out normality and homogeneity tests, the next stage is hypothesis testing using the one-way ANOVA method. This test aims to evaluate the effect of the project-based learning model on increasing student creativity in number pattern mat...
	Table 6. Activity
	The results of hypothesis testing using ANOVA show that the variables of student activity and learning performance have a significance value of 0.00 which meets the criteria of 0.00 ≤ 0.05. Therefore, H0 is rejected and Ha is accepted, which indicat...
	Table 7. Performance
	Based on the results of analysis using ANOVA, a significance value of 0.00 was obtained for the student activity and learning performance variables, which was smaller than 0.05, so H0 was rejected and Ha was accepted. These results indicate that the...
	4. Conclusion
	Research conducted on students in classes VIII A and VIII B at MTS Tarbiyah Islamiyah Ulumahuam shows that the use of a YouTube-based learning model has a positive impact on student activities and learning outcomes. The average questionnaire results...
	This study aims to measure the effect of using the YouTube application on student learning activeness and student learning performance. The following are the results obtained based on the indicators of each variable: Student Learning Activity, Stude...
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