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[Abstract] “Mechanical memory” approach was commonly used in the knowledge learning of
traditional Chinese medicine, which makes students often feel that the knowledge is too abstract, and
this method is thus ineffective. “Qihuang the way” using Unity 3D game development platform inte-
grates the elements of medical knowledge of the Chinese medical history, and combines TCM theoretical

knowledge learning with serious games, which can help invoke students' enthusiasm and improve
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learning efficiency in an entertaining way.
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