
CALL FOR COVER 
Progetto Grafico issue 43 

Progetto Grafico Journal is launching a Call for Covers to select the image that will be the cover of the 

journal's issue 43. 

PG No 43 | Back Then Is Back Now. Design history and education in the Age of AI (due out in Sept 2026) 

Submission is open to professionals, designers, illustrators, and students in Communication and Graphic 

Design, with no limitations on technique or style. Participants are asked to produce artwork that is 

suitable for both digital and print use and consistent with the issue's Topic (attached to this call). 

1. Proposal Requirements
The proposal must consist of an original, freely edited image (illustration, photograph, collage, 
digital graphics, etc.) that has not been published before.

The image must be designed as a pattern or modular composition, without a single focal point 
and capable of maintaining visual effectiveness even when some elements are partially 
obscured. The image must allow the logo, issue title, and other graphic/editorial elements to be 
overlapped in variable positions, without compromising the overall readability or meaning of the 
proposal. 

The image must occupy a space of 21 x 29.7 cm. Attached to this call is a PDF with the layout 
and specifications for the required space for service information (masthead name, AIAP logo, 
issue title, etc.). 

Each author may submit only one image per issue. Technical specifications and a brief 
descriptive text are required to properly evaluate the interpretation of the topic to which the 
image refers. 

2. How to Participate
Submissions must be sent to editors.pgjournal@aiap.it no later than July 31, 2026. Authors 
must submit the following:

* Author information (name, surname, contact information, short bio of up to 500 characters);
* Image title (optional);
* Brief description explaining the approach adopted for the visual interpretation of the topic,
highlighting aspects of originality and innovation (1000-1500 characters);

mailto:editors.pgjournal@aiap.it


* Graphic proposal in JPG or PNG format, RGB colour profile, 300 dpi resolution, maximum file
size 10 MB, minimum dimensions 21 x 29.7 cm. If selected, the author will also be required to
provide a high-resolution CMYK version, suitable for printing.
* Two versions of the graphic proposal, monochrome/multichromatic.
* Animated version of the proposal (optional);
* Technical data sheet for the image, indicating:

- technique used (digital illustration, photography, collage, etc.);
- colour palette (with colour codes or Pantone references, if used);
- information on monochrome/multichromatic variations and possible colour variations;
- characteristics of the dynamic version of the proposal (if applicable).

3. Evaluation Criteria
The selection will be made by the Scientific Director, the Editorial Committee, and a member of
the AIAP Board of Directors based on the following criteria:

* Ability to integrate with the editorial elements on the cover (logo, titles, information) without
losing visual effectiveness and meaning;
* Consistency with the theme of the Call for Contributions;
* Innovation and originality in the visual interpretation of the theme;
* Effectiveness of the image in both its multi-colour and monochrome versions.
* Presence and characteristics of an animated version (submitting a dynamic version is optional,
but its creation is strongly recommended for the journal's digital publication).

4. Selection and Communication
The editorial staff will select the winning proposal, with the option to request minor changes in 
consultation with the author to adapt it to the journal's overall graphic design.
The outcome of the call will be communicated to participants via email by August 15, 2026. 
The author of the selected cover will be published in Progetto Grafico and cited in the issue's 
credits.

In addition to the publication of the winning cover, if the selected winner is not already an AIAP 
member, they will be offered a complimentary one-year AIAP membership.

For further information and technical details: editors.pgjournal@aiap.it 

mailto:editors.pgjournal@aiap.it
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ALLEGATO N. 2 JOURNAL
NEL CASO IN CUI SI INTENDE PARTECIPARE ALLA SEZIONE JOURNAL
Compilare e spedire come da istruzioni riportate all’Art. 4 del bando. 

2.1 PRESENTAZIONE DEL PROGETTO EDITORIALE

2

2.1.1 PREMESSA 
La presente proposta nasce dalla volontà di arricchire il panorama editoriale nel campo del 
design della comunicazione visiva e offrire uno spazio scientifico dedicato alla conoscenza, 
al dialogo e allo scambio di idee. Il nuovo progetto editoriale di PROGETTO GRAFICO JOURNAL 
offre uno sguardo al passato, al presente e al futuro del design della comunicazione visiva 
e alimenta il dibattito scientifico – attraverso un approccio critico – relativo a tendenze 
emergenti, approcci innovativi, sfide e opportunità “della e nella” Disciplina. Le prospettive 
di analisi su cui si basa l’articolazione tematica del progetto rispondono a due dimensioni di 
indagine trasversali: (1)indagare la dimensione interdisciplinare e (2) valorizzare la tradizione 
culturale  del progetto grafico italiano.

2.1.1.1 La dimensione interdisciplinare del progetto grafico 
Il design della comunicazione visiva è per sua stessa natura luogo di confluenze disciplinari 
complesse dove codici linguistici, tecnologie, medium e conoscenze coesistono, si sovrappongono 
e spesso si ibridano. La pluralità dei saperi e la mobilità dei confini disciplinari e applicativi 
richiedono oggi un lavoro di lettura, analisi e riflessione critica endogeno ed esogeno alla 
disciplina, che ne riveli il carattere multimodale e multimediale (Anceschi, 1981; 2012) e allo 
sesso tempo possa mappare e sistematizzare scientificamente le molteplici identità, esperienze, 
prospettive e trame ordite con altre discipline e pratiche progettuali. La proposta editoriale di 
PROGETTO GRAFICO JOURNAL accoglie la vocazione interdisciplinare del progetto e dell’analisi 
dello stesso e promuove la consapevolezza che il progetto grafico si nutre di influenze provenienti 
da discipline diverse. L’interdisciplinarietà nel design della comunicazione visiva rappresenta, 
infatti, una ricchezza inesplorata di connessioni, ispirazioni e potenzialità creative che vedono la 
pratica progettuale interagire dinamicamente con una vasta gamma di discipline (cfr. Grimaldi, 
2020; Piscitelli, 2015). La psicologia, la sociologia, l’antropologia, la tecnologia, l’arte, la 
progettazione ambientale e i new media studies sono solo alcune delle discipline che convergono, 
generando un flusso continuo di influenze che arricchisce la pratica del design. Riflettere 
sull’interdisciplinarietà in questo contesto apre nuove prospettive su come il design della 
comunicazione visiva possa essere concepito, compreso, praticato e innovato. 

2.1.1.2 La dimensione culturale del progetto grafico
L’artefatto di design della comunicazione visiva è un fenomeno multidimensionale la cui storia 
è il frutto dei flussi economici, sociali e degli orientamenti tecnologici, estetici e linguistici di un 
preciso contesto culturale e territoriale, nonchè un’occasione di sperimentazione capillare e 
multiverso  (Bertola & Manzini, 2004) che utilizza tecniche, tecnologie e linguaggi verbo-iconici 
– statici o dinamici – con una forte connotazione culturale per comprendere un messaggio, 
suggerire un comportamento, condividere un’idea o conoscere un fenomeno (Falcinelli, 2014). 
La storia del progetto grafico italiano ricalca questa pluralità di linguaggi, temi, media e tecnologie 
e le sue manifestazioni attingono alla ricca storia e cultura del paese. Accanto agli elementi 
iconici della storia dell’arte, dell’architettura, della moda e del disegno industriale italiani e le 
peculiari espressioni territoriali – che mantengono tutt’oggi una preziosa diversità regionale – 
gli artefatti e le storie del progetto grafico rappresentano una pratica intellettuale – unica – di 

CALL FOR CONTRIBUTIONS | PROGETTO GRAFICO, Issue 43
Back Then Is Back Now: Design history and education 
in the Age of Artificial Intelligence

The rapid development of generative artificial intelligence is profoundly reshaping the 
landscape of visual communication design. Automated systems capable of producing 
images, typographic compositions, and simulating style, structure and even concepts within 
seconds challenge long-established design practice and education assumptions about design 
principles, methods, strategies, authorship, and professional expertise.
If at the end of the last century, the role of communication design was considered crucial 
in structuring user experiences capable of managing the complexity of social, cultural, and 
economic dynamics through processes of critical mediation between knowledge and action 
(Bonsiepe, 1999; Maldonado, 1971), today, in contemporary AI-driven media environments, 
this function is increasingly dislocated to new forms of automated and often uncritical visual 
production. In this scenario, the transformation of design practice is progressively calling into 
question the role, authorship, and epistemological foundations of design practice (DeTroy, 
2026; Manovich, 2019; Somaini, 2023). Designers are asked to select, refine and drive the 
circulation of possibilities generated by algorithmic systems rather than to produce original 
visual forms. For many designers and students, this technological shift has generated a 
growing sense of uncertainty. If visual artefacts can be generated almost instantly, what 
remains of the knowledge, skills, responsibility and processes traditionally cultivated within 
professional practice and absorbed within educational environments?
Compounding the gradual erosion of the designer’s role by an algorithm invested with 
inscrutable authorship is the progressive renunciation of ethical responsibility for design 
choices, the automation of which sacrifices their intentionality.
This moment of technological transformation thus requires design discipline to reconsider 
its foundations, since design – as scholars such as Victor Margolin and Adrian forty have 
argued – can’t be defined solely by its final outcome, rather as a cultural activity embedded in 
broader social, economic and technological systems (Forty, 1992; Margolin, 2002).
In this perspective, revisiting the history of graphic and communication design becomes a 
way to recover and foreground the temporal, material, and reflective dimensions of design 
practice, to emphasize and make transparent the processes of exploration rather than 
instantaneous making and to reassert the role of experimentation, iteration, definition of 
constraints and possibilities in the development of ideas. The past does not simply represent 
an archive but becomes a potential methodological resource (Margolin, 2017) and historical 
research can reveal how design processes unfold, how decisions are negotiated, and how 
visual communication responds to technological and cultural change. Recent thoughts on 
design education have similarly emphasized the importance of reconnecting design history 
with contemporary practice (Rittner, 2020). Especially for students and younger designers, 
engaging with and deconstructing the processes behind artifacts for the first time can reveal 
alternative approaches to visual thinking, experimentation, and communication, making these 
artefacts appear unexpectedly contemporary.
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At the same time, renewed attention to historical processes resonates with another crucial 
dimension of visual communication design practice and education: its craft dimension and 
the understanding of the processes and tools that structure its production. Within visual 
communication design, the project is a processual negotiation between thinking and making 
(Adamson, 2007), where knowledge is materially and operationally constructed through 
iterative acts of production (Sewell and Johnston, 2019). In The Craftsman, Richard Sennett 
defines craftsmanship as an “enduring, basic human impulse, the desire to do a job well for 
its own sake” (Sennett, 2008: 9); within visual communication, this impulse translates into a 
thoughtful and conscious engagement with tools, media, and techniques – analogue or digital 
– through which meaning is shaped. As argued by scholars such as Johanna Drucker (1994) 
and Ellen Lupton (2004), graphic design practices historically operate at the intersection of 
intellectual structuring and material execution. Craft, in this sense, does not merely refer to 
manual skill but to a form of knowledge embedded in the relationship between visual thinking 
and communication practice.
The call “Back Then Is Back Now” therefore invites a critical reflection: how can the knowledge 
of design history and craft-based approaches, and the recovery of processes and ways of 
thinking historically rooted in the practice of visual communication – and their transmission 
and critical reinterpretation within design education – contribute to redefining agency, 
authorship and responsibility in the age of artificial intelligence?

Thematic Areas
Issue 43 proposes a set of conceptual directions intended to stimulate critical thoughts 
across the field of visual communication design, including: 
• When automated systems can produce large quantities of visual outputs, the knowledge 

of design processes becomes a crucial field for design education. How can these practices 
be documented, represented, communicated, and taught as forms of knowledge, design 
agency, and ethical responsibility?

• For students and younger generations of designers, the history of past processes and 
experiments in typography, printing, montage and visual storytelling can reveal alternative 
ways of thinking and designing visual communication. What role can the teaching of these 
practices play within design education today?

• Design archives and historiographic research increasingly reveal the processes, contexts, 
and cultural frameworks within which visual communication artefacts were produced. 
How can this knowledge influence design practice in a context where visual production is 
increasingly automated?

• Generative AI systems challenge traditional notions of authorship by introducing new forms 
of automated visual production. Where does authorship reside when visual artefacts are 
produced through algorithmic systems?

• Craft-based design practices foreground the relationship between thinking and making, 
emphasizing the role of experimentation, iterative practice, and the articulation between 
visual structure and execution in communication processes. What role can these practices 
play in redefining authorship and agency in contemporary visual communication design?

• While automation opens new perspectives in managing design complexity, it also raises 
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urgent questions related to transparency, accountability, and the conscious understanding 
and management of the processes themselves. How can visual communication design 
make automated processes transparent and intelligible, redefining the designer’s 
responsibility in the age of artificial intelligence?

• Artificial intelligence is transforming not only design practice, but also the ways we 
visualize and access knowledge. How are AI-based interventions in the representation and 
interpretation of design history taking place, and what implications do they have for the 
construction of historical knowledge and its critical understanding?
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peculiari espressioni territoriali – che mantengono tutt’oggi una preziosa diversità regionale – 
gli artefatti e le storie del progetto grafico rappresentano una pratica intellettuale – unica – di 

Types of Contributions
Contributions published in Progetto Grafico are divided into four sections:
• Research – Scientific essays on the theme of the call (25.000-30.000 characters, including 

spaces), to be placed in one of the following categories:
Experiment: applied research and design innovations.
Mapping: case studies and critical analyses of design experiences.
Narrate: historical research on relevant phenomena, figures, or artifacts.

• Visualize – Scientific communication artifacts (infographics, maps, experimental 
visualizations, videos, interactive representations).

• Discover – Critical book reviews (max. 7.000 characters).
• Wander – Scientific essays off-topic but of particular academic interest (25.000-30.000 

characters, including spaces).
Each section has a specific editorial purpose and follows defined formatting guidelines. For 
full details on the types of contributions, please refer to the document “INSTRUCTIONS FOR 
AUTHORS”.

Deadlines and Submission
Opening of the call: April 1, 2026
Deadline for submitting titles of books to be reviewed: April 20, 2026
Deadline for submitting contributions through the journal’s website: June 1, 2026
Notification of acceptance / revision requests: June 28, 2026
Deadline for final version: July 15, 2026
Publication of the issue: September 2026

For the iconographic apparatus, each author may provide approx. 10 images free of rights 
accompanied by complete captions with any necessary credits.
Submissions must be uploaded through the journal’s editorial platform at pgjournal.aiap.it.

Editorial guidelines for preparing texts and images are outlined in the “INSTRUCTIONS FOR 
AUTHORS” document, attached.
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