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                                     Abstract
Electronic game is a rising resource which is used to develop the players’ multiple intelligences. This paper tested the intrapersonal intelligence of 192 middle school students who play role-playing game (RPG) by questionnaire, aiming at exploring the effects of RPG on intrapersonal intelligence. The results showed that RPG has a positive effect on students’ intrapersonal intelligence, and the effect is subject to factors such as age, frequency of playing games and RPG type. It concluded that Role-playing game could help improving students’ intrapersonal intelligence, and gave some suggestions about the development of RPG and students’ intrapersonal intelligence in the future. The study highlighted a new approach of developing middle school students’ multiple intelligences in the current educational environment.
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