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Abstract: We are living in the urgency of sustainability, which is one of today's 
fundamental themes. The value of cultural heritage towards sustainable development is 
perceived since the mid-20th century [1]. Built heritage as an enabler of identity and 
memory [2], as well as a space for learning [3] [4], has gained new possibilities through 
mobile technological solutions. The triad of Education, Heritage and Technology reveals 
a set of potentialities linked to innovation and originality, which are essential for arousing 
students' curiosity and involvement [5], [6]. This work aims to conceptualise the mobile 
augmented reality game "Art Nouveau Path" in the "EduCITY" app. This game promotes 
Education for Sustainability through Aveiro's Art Nouveau built heritage. This work aims 
to i) present the EduCITY project and its characteristics, and ii) present the "Art Nouveau 
Path" and its educational resources in the development of competences for Education 
for Sustainability. This explores the potential of Art Nouveau as a style linked to nature 
and environmental concerns. Considering the characteristics of the EduCITY application 
and the "Art Nouveau Path", the role of Augmented Reality in Education will be explored, 
associating it with curriculum development. To achieve this, a narrative literature review 
was conducted to map information on these issues and stimulate new research. It 
should be noted that the game is still under development, but the pilot project points to 
its value in raising awareness of environmental and sustainable development issues 
through the valorisation of heritage, digital literacy, and as an innovative educational 
proposal. 
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