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Abstract: This research aims to investigate the influence that role-playing quests in education game may have toward
Grade 9 students’ foreign language (i.e., English) learning outcome when the game is used after school. According to
the content of the three units in the textbook of Grade 9's English course, we design and develop virtual world maps and
role-playing quests in the educational game — Multiplayer Educational Game for All (MEGA World). The pre-test and
post-test scores that students in both of experiment and control group received are collected and analyzed with one-way
ANOVA. The results show that the role-playing quests in the educational game can effectively help students learn
English, particularly for those high and low academic achievement students.
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