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Abstract: Against the backdrop of the deep integration of digital technologies and the cultural

industry, Guangcai—a representative overglaze enamel porcelain tradition of the Lingnan regio-
n—faces persistent challenges, including an ageing audience structure, high learning thresholds,
and limited dissemination channels. Virtual reality (VR) and serious games offer emerging p-
athways for immersive experience and contextualised communication of intangible cultural he-
ritage (ICH) practices. From the perspective of digital media art, this study develops a "Guang-
cai VR serious game" prototype system. Using Unity3D, the research constructs a virtual work-
shop and exhibition environment and integrates pattern re-design with interactive scene desig-
n to explore communication mechanisms aligned with contemporary youth aesthetics and me-
dia habits. Methodologically, the study combines a literature review with practice-based desig-
n research. On the one hand, it examines the developmental trajectories and characteristics of
VR and serious games in cultural heritage communication; on the other, it focuses on visual
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pattern reconstruction, virtual scene narration, and interaction flow design. The contribution
of this study lies in proposing a visually driven construction approach to Guangcai VR serious
games from the standpoint of digital media art and interactive storytelling, offering a transfe-
rable design framework for the digital dissemination of Guangcai and other craft-based ICH.
By employing task-oriented and level-based exploration, the system enhances user engagement
and dwell time, thereby alleviating the long-standing divide of traditional exhibitions that are
"visible but untouchable and unlearnable." Without directly replacing the master-apprentice p-
edagogical model, the study reserves interactive interfaces and narrative foundations for the f-
uture extension of skill-training systems.

Keywords: Digital media art; Virtual reality; Serious games; Guangcai; Intangible cultural herit-
age
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