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What is grammar?

• Grammar is ‘a description of rules for forming sentences, including an
account of the meanings that these forms convey’. (Thornbury, 1999)

• ‘Technically, the term grammar refers to the structure or system of a
language, which sounds simple enough. But socially, the term
grammar can bring up images of diagramming sentences or
memorizing rules and definitions, as well as confusion and boredom.’
(Calderonello et al., 2003, p.1)



ELE KLA Curriculum Guide (P1-S6) (2017) (p.68)
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Learning and teaching of grammar in context (at the text level)

Focus on Form Focus on Meaning
• Describe explicit instruction on discrete points of 

grammar in isolation, with no apparent focus on meaning 
(i.e. a structure-based syllabus) (Ellis, 2006)

• ‘Overtly draws students’ attention to linguistic elements 
as they arise incidentally in lessons whose overriding 
focus is on meaning or communication’ (Long, 1983, pp. 
45-46) 

Teaching grammar explicitly
• Explicit knowledge is conscious, declarative, and often 

inconsistent (i.e. it takes the form of ‘fuzzy’ rules 
inconsistently applied) and generally only accessible 
through controlled processing in planned language use. 
It is verbalizable, in which case it entails semi-technical or 
technical metalanguage. (Ellis, 2006)

Teaching grammar implicitly:
• Implicit knowledge is intuitive, procedural, systematically 

variable, automatic, and thus available for use in fluent, 
unplanned language use (Ellis, 2006)

• Objective is to help learners understand grammar rules; 
metalanguage is used whenever necessary

• Objective is to help learners comprehend and express 
meaning at the text level in different kinds of genre



Source: 

The Curriculum Development 
Council, Education Bureau. (2017). 
English Language Education Key 
Learning Area Curriculum Guide (P1-
S6). HKSAR



Teaching Grammar in Context – Punctuating as an example

• Learning to punctuate is a difficult area for local Chinese learners (ESL) 
because of first language interference. 

• Some children may associate punctuation marks with ‘space’ but not 
meaning. (Wyse & Jones, 2008)

e.g. they put full stops at the end of each line (rather than sentence)

• This may be explained by teachers’ introduction to children’s usage of 
punctuation marks to positions rather than functions.



Grammaring in a local primary classroom 

• When learning a language, there are basically four skills – Reading, 
Writing, Listening, Speaking.

• According to Dianne Larsen-Freeman (2003), there is a fifth skill –
Grammaring, which is defined as ‘the ability to use grammar 
structures accurately, meaningfully and appropriately’.

Explore how to help students 
grammar better



Gamification of grammar teaching and learning

• Features of gamification (Nilubol & Sitthitikul, 2023, p.383-384)

Features Teaching grammar effectively and creatively with games

Rules of the game (e.g. time 
limit, reward system)

• Learners follow the rules.
• Teachers can manage the implementation of grammar activities effectively.

Aesthetic elements • Infusion of graphics, images and multi-modal elements makes the grammar 
activities more appealing.

Competitive nature of games • The idea of turning something mundane into an exciting activity - friends 
compete against one another while simultaneously offering encouragement.

Problem-solving • Gamification has a lot of potential in terms of teaching players how to solve 
problems. Because of the cooperative nature of games, more than one 
individual can focus on solving a problem as a team – application of grammar 
rules. 



Teaching grammar inductively

• Help students discover the grammar rules themselves

• Start with examples/ counter-examples

• Use questions to prompt students to discover the rules



Teaching grammar deductively

• Teacher-centred – explanation of grammar rules to learners

• Teachers may use metalanguage to explain the corresponding 
grammar rules.



Teaching grammar inductively/ deductively

• There is no ‘ONE SIZE FITS ALL’!

• Both approaches have their own strengths.

• Teachers need to make sound pedagogical decisions and adopt 
strategies that best meet their students’ learning needs.



Using e-learning resources – infusing grammar teaching in a 
shared writing task

• Doing shared writing with students

• Exercising co-construction

• Grammar focus – past tense



Using e-learning resources – infusing grammar teaching in a 
speaking task

Healthy Bites Make Me Bright!

(Sung to the tune of "If You're Happy and You Know It")

If you want to eat some veggies, take a bite!
(Clap clap)
If you want to eat some veggies, take a bite! 
(Clap clap)
Carrots help your eyesight shine so bright,
Lettuce makes your muscles strong and tight,
If you want to eat some veggies, take a bite!
(Clap clap)

Countable/ uncountable nouns
Carrots help…
Lettuce makes…

Conditional sentences
If you want to eat some veggies,
take a bite.

Word order
… makes your muscles strong and tight
… makes your (noun) (adjective) and
(adjective)



Selection of ‘good sources’ when designing grammar 
activities for young learners – The 5 As

A wide variety of sources: Use a mix of different types of resources, such as
digital tools, print materials, and hands-on activities, to cater to different
learning styles.
Active engagement: Choose sources that are interactive and fun to maintain
the learners' interest. This can include games, songs, and stories.
Age Appropriateness: Ensure the materials are suitable for the age group in
terms of language complexity, themes, and visual appeal.
Adaptability: Choose sources that can be easily adapted to different learning
environments. This can save teachers’ preparation time.
Authenticity: Use authentic materials that reflect real-life language use.
Young learners find these materials more relevant to their real-life
experience.



• Noticing – Students notice/ pay attention to a novice grammar item. 
(e.g. tenses)

• Hypothesising – Students see the patterns in language, create 
hypotheses about the rules these patterns might demonstrate, and 
gradually revise their hypotheses according to new information.

• Structuring/ Re-structuring – Using the input they have gathered, 
students find patterns and generate grammar rules correspondingly. 
If they get misunderstood/ misinterpreted, they reconstruct these 
rules.

• Automatising - Through repeated practice of the successful forms, its 
use will ultimately become automatic, in just the same way as it does 
with children acquiring their first language. 
Adapted from Hedge (2000, pp146 – 149)



Dealing with grammatical errors

Reformulation
- Correct for the learners
- A ‘corrective’ strategy

Identification of the errors
- Let students know that 

something is ungrammatical
- Encourage students to reflect 

and make corrections 
themselves

Negotiation of meaning
- Let students know that the 

construction is not comprehensible
- Create room to negotiate meaning 

with the learners

Describing the errors
- Tell students what kind of errors 

there are in their production 
e.g. wrong tense/ missing article/ 
problematic word order/ wrong voice
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