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Pendahuluan
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In English language education at the junior high school level, vocabulary mastery

plays a fundamental role in supporting the development of students' skills in

reading, writing, speaking, and listening. A strong vocabulary base not only aids

comprehension but also facilitates more effective and confident language use.

However, many students encounter significant difficulties in acquiring and

retaining new vocabulary, particularly abstract word classes such as verbs

and nouns. This challenge often stems from the limited exposure to

contextual language use in conventional classrooms (Yuliana & Wijayanti,

2023).



Rumusan Masalah
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How to improve word-guess

bouquest as a media for Vocabulary

Learning of Verbs and Nouns?



Metode Penelitian
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In this study use qualitative method



Hasil dan Pembahasan
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the Word-Guess Bouquet successfully combines educational

play with structured learning goals. It validates current

educational approaches that emphasize student-centered,

interactive, and visual learning strategies as effective

alternatives to traditional memorization-based vocabulary

instruction.
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The use of the Word-Guess Bouquet as a vocabulary learning tool

significantly improved junior high school students’ understanding

and usage of verbs and nouns. The media facilitated meaningful

engagement, helped categorize words contextually, and encouraged

active participation.
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