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   SQUARES 
 
 
 
 
 
4X4 Magic Square 
Detail from Dürer's Melancolia I,  
Engraving- 1514 
The left column is 16, 5, 9, 4. 
The 5 and the 9 are weird and 
have clearly been corrected. 

 
Directions for Moschopoulos' 4 x 4 Magic Square.  See diagrams below. 

 
1) Identify the diagonals with dots.  (Not necessary to actually put dots in there, but maybe light pencil 

marks will help with step #2.) 
 
2) Write in the number for the squares with dots in them in order as shown.  Look at the pattern.  

You'll figure it out. 
 
3) Then work backwards from the bottom right [starting with 2 because the 1st square has a "16" in it] 

and write in the missing numbers.  Put everything together to get a full Magic Square.   
 

           1      2         3 

      
 
  



Additional modifications to 4 x 4 Magic Squares 
 

How to transform the the simple 4x4 made above into the one in Dürer's engraving. 
Look at the differences between each square moving left to right.  You'll see what I did to transform one 

into the other.   

          
           Origional Square               First Transformation          Second Transformation               Dürers Square 

 
There are many more ways to move the pieces around and still have a functional Magic Square.  There are 

diagonal moves and rotational moves and switcheroos and swaps, etc. 
 

 

Can you move the pieces 
around, using symmetrical 

moves, to transform the one on 
the left into the one on the 

right? 
 

I couldn't figure it out, but I 
feel like it can be done. 

 
 

 
Directions for al-Kishnawi's 5 x 5 Magic Square 

Think of a chess knight hopping around a chessboard.  Hop the same way 5 times, then reposition your 
piece to an adjacent square that is in line with the long part of your jump.  See diagram below for 
example.  After your 5th jump, you reposition to where 6 is shown and keep jumping until you reach 
10.  Then reposition to where 11 is, etc.  This repositioning stage happens after every multiple of 5.  
I.e. 6, 11, 16, 21.  These repositioning stages require that you reposition to an adjacent square that is in 
the direction of the long side of your chosen knight move.   

Keep in mind, you don't have to jump the way I did in this example.  You could have done    or     
or any other knight-like move, so long as you keep doing that move as you make your magic square.  
You can also start anywhere on the grid.  It will always work out.  Please don't just reproduce what I 
did with odd numbers.  That's boring.   

               1       2 

            



 
This is one of the most enigmatic images of the Renaissance. 

 



 
	


