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• DATE: September 24-26, 2025 
• VENURE: FONDAZIONE UNIVERMANTOVA - Via Scarsellini 2, Mantova 

 
 

General Framework  
The third Italian Local Policy Hub of the European project Greenstage took place during 
the “Green and Digital Transformation” Hackathon, promoted by Fondazione 
UniverMantova in collaboration with PromoImpresa – Borsa Merci and LTO Mantova, 
and supported by Fondazione Cariverona. 

From 24 to 26 September 2025, 40 young students and professionals worked side by 
side with local companies and institutions, with the goal of developing concrete and 
innovative solutions that combine digital transformation with the principles of the circular 
economy. 

The challenges, proposed directly by businesses, public institutions, and local 
organizations, addressed real issues related to resource management, environmental 
sustainability, and the development of more efficient services for citizens. 

For the first time, thanks to the Greenstage project, a cultural challenge was also 
introduced. In collaboration with the Rete 4D Teatro (Teatro Magro, Teatro 
all’Improvviso, Carrozzeria Orfeo, ARS Creazione e Spettacolo), the following question 
was posed: “How can performing arts become more sustainable?” 
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The Event 
The Hackathon dedicated to the Rete 4D Teatro challenge proved to be an unexpected 
success that exceeded all our expectations. The proposed issue – developing digital 
solutions for sustainable management of scenic and technical materials – captured 
the interest of numerous participants, demonstrating how current and pressing the 
theme of innovation in the theater sector truly is. 

The Hackathon served as a Local Policy Hub of the Greenstage project, chosen 
specifically for its ability to connect creativity, innovation, and active participation. The 
hackathon format, grounded in collaboration between professionals, developers, and 
young innovators, proved to be an effective tool for generating practical, immediately 
testable solutions. Aligned with Greenstage’s objectives, this participatory approach 
made it possible to transform local challenges into concrete policy proposals, built upon 
real-world experiences and direct dialogue with cultural operators. The event thus 
functioned as a living policy lab, where co-creation produced ideas capable of advancing 
the sustainability of the theatre system and offering replicable models at the European 
level. 

 

Interaction with Teams 
During the project development phase, we were literally overwhelmed with questions. 
The various groups showed extraordinary interest in exploring the organizational 
and logistical aspects of the 4D Teatro network warehouses. This curiosity was a 
pleasant surprise: we hadn't imagined our challenge could generate such deep 
involvement. Questions ranged from object cataloging to tracking systems, to the 
dynamics of exchange between different theater venues. 

Presentations: Creativity and Diversity 
The final presentations highlighted extremely varied and creative approaches. Each 
team interpreted the challenge from different perspectives, exploring specific aspects: 

• First group (Diego Bonatti, Giulia Tramontano, Luca Fiaccadori, Eva Torosani): 
proposed an NFC tag-based solution, with particular attention to logistics and 
physical space organization, introducing concepts such as "pick to order" and 
"just in time." The use of artificial intelligence to facilitate object searches 
represented an innovative element. 

• Second group (Francesco Genovesi and Simone Trentin): developed a 
complete web management system with registration, booking, and material 
exchange functionalities, including warehouse mapping via QR codes. Their 
cost-benefit analysis demonstrated particular attention to the project's economic 
sustainability. 

• Third group (Christian Rizzi, Leonardo Martinelli, Andrea Ferrari): presented a 
web application focused on booking and traceability systems, also proposing 
interesting future enhancements such as RFID technology and object detection 
systems. Third place 
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• Fourth group (Cristina Zaccaria, Irene Bianchi, Mattia Baroni, Marcello Garonzi, 
Edoardo Paccagnella): highlighted environmental sustainability and circular 
economy aspects, proposing innovative solutions such as informational 
chatbots and used materials buying and selling systems.  

Reflections on Format 
The presentations, deliberately brief and timed, ensured event dynamism but in some 
cases represented a limitation. Some teams would probably have benefited from 
additional time to fully illustrate the complexity of their proposed solutions. This aspect 
certainly represents a point for reflection for future editions: finding the right balance 
between the need to keep the event flowing and the desire to give adequate space to 
articulated projects. 

 

Conclusions 
The Hackathon demonstrated that there are young talents ready to put technical skills 
and creativity at the service of cultural innovation. The variety of proposed 
approaches – from hardware (NFC, RFID) to software (web applications, 
databases), from artificial intelligence to circular economy – testifies to the 
richness of possibilities that digital offers to the world of performing arts. We are 
enthusiastic about launching this challenge and curious to see how these ideas can 
evolve and possibly transform into concrete solutions for Rete 4D Teatro. 
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