The Celebrated Analysis of the Game of Chess
AD Philidor  Translated and added to by George Walker (1832)

THE LAWS OF CHESS.
[The Editor has thought it necessary to alter the laws of the Game as laid down by Philidor, in order to suit them to the practice of the present time.]

No. I.

The Chess-board should be placed with the white corner to your right; so that, if playing with the white pieces, your King's Rook will stand on a white square. Should the board be improperly placed, either player has the right of rectifying the error by commencing the Game again, if the mistake be discovered before four moves on each aide have been played; but after that, the Game must be played out as the board stands.

No. ll.

Should any of the pieces be originally set up wrong, or any piece omitted to be placed on the board, the mistake may be rectiﬁed, provided there have not been four moves played on each aide before the discovery of the error. After that time the Game must be played out as it stands.
No. Ill.

If a player omits to take off the piece or pawn he may have engaged to give an odds, he may remove it, provided as before, that four moves have not been played by both parties.  Should such be not the case, he must play out the Game with all his pieces, and even though he should give Checkmate, the Game can only be reckoned as drawn.

No. IV.

In playing even, it is usual to draw lots for the ﬁrst move, which is afterwards taken alternately. When the Game is drawn, the player who begun that Game begins the next, for a drawn Game is no Game.  If also two parties agree to play a match of a certain number of Games, unless specially agreed, drawn Games are not to be counted in the number. 

The player giving odds takes which coloured men he pleases, but in even Games, the choice of them is decided by lot

During the sitting each player keeps the same men.

No. V.

The player giving odds has always a right to the first move unless otherwise agreed. The party who engages to give a piece may give it from which side he likes, but if a Pawn is given, it is always the King’s Bishop’s Pawn.  In receiving the odds of the Pawn and a certain number of moves, you must not cross your own half of the board in taking these moves.

No. VI.

If a player touch a piece or Pawn, it being his turn to play, he must move the piece so touched, unless at the ﬁrst instant of touching it he any “ j'adoube.” (This rule may be enforced, even should you touch one of the pieces with your coat-sleeve, or should a third person by accident knock one of your pieces off the table, and you stoop to pick it up.)

The King cannot, however, be left in check, as provided for in the next law.

No. Vll.

Should you touch your King, it being your turn to move, and then ﬁnd that you cannot play him without going into check, you may replace your King and play another piece, without being liable to any penalty. If also you touch a piece which cannot be moved without leaving your King in check, you must move your King by way of penalty, but should the King not be able to move without going into check, no penalty can be exacted.

No. VIII.

If you touch one of the adverse pieces, it being your turn to play, without, as before, saying “ j’adoube," you must take that piece if it can be taken. Should you be unable to take it you must move your King, but if the King cannot move without going into check, no penalty can be inﬂicted. 

When obliged to move your King by way of penalty, you cannot Castle. 

No. IX.

So long as you hold a piece on any particular square you may withdraw it, and play it to another square.

No. X.

Should you, by mistake, move one of your adversary’s? pieces instead of one of your own, you may be compelled, at the option of your adversary, either to take the piece if it can be taken, to replace it where it stood and move your King, or to leave it on the square to which you have played it. In this, as in every other case, should the King be unable to move without going into check, that part of the penalty cannot be enforced.

No. XI.

If a player capture a piece with one that cannot take it without making a false move, his antagonist may compel him either to take such piece with one that can legally take it, or to move the piece touched.

No. XII.

Should you, however inadvertently, capture one of your own pieces with another, you must move either of the two at the choice of your adversary.

No. Xlll.

If a player make a false move, he may be compelled, at the choice of his antagonist, either to leave the piece where he has played it, or move it to a square on its proper line of action, or replace it and move the King instead.

No. XIV.

Should a player move twice in succession, he must replace the second piece, or his adversary may, if he think ﬁt, insist on both moves remaining, and may go on with the Game accordingly.

No. XV.

When a Pawn advances two squares, your adversary has the option of taking it “en peasant,” as explained in the different elementary works on the Game.

No. XVI.

You may not Castle under the following circumstances:—

If your King has moved—if he be in check—if in castling either of the square: he must traverse or go to be in check; or if the Rook with which he intends castling has been previously moved.  Should you Castle in either of these cases, your adversary has the option of obliging you to play either your King or Rook.

No. XVII.

When you give check to the King you must always apprise your adversary of it, by saying "check,” or he is not obliged to notice it, but may play elsewhere, as if check had not been given. Lf also, after neglecting to say “ check," the King should remain in that state for one or more moves, and on your then perceiving it you should attack a piece, at the same time declaring “check,” you can derive no advantage; for every move played since you really checked his King must be recalled, and the original check provided ﬁx.

No. XVIII.

Supposing you discover your King to be in check, and to have remained so during two or more moves, without your being able to ascertain how it ﬁrst occurred, you are at liberty to retract your last move and provide for the check.

No. XIX.

Stalemate constitutes a DRAWN GAME.

No. XX.

If your adversary any “check,” without at the same time giving check, and you should in consequence have moved your King or interposed a piece, you may retract the move. provided you discover your error before he plays again.

No. XXI.

A Pawn advanced to the eighth square, or extreme rank of the board, may be replaced by any piece you choose to demand, except the King, or another Pawn. Thus you may have a second Queen, or third Rook, &c. though your Queen or Rooks are still on the board.

No. XXII.

Towards the end of the Game, if you remain with a small numerical superiority, you are bound to give Mate in ﬁfty moves} or the Game must be relinquished as drawn. With a greater force, as for instance with the Queen against the

King, the same rule must be observed.

No. XXIII

Should you undertake to win any particular position, and your opponent succeed in drawing it, you remain the loser.

No. XXIV.

Whatsoever false move or irregularity may have been committed, the other party can exact no penalty for it, after moving or even touching a piece.

No. XXV.

If any dispute should occur between players as to points of the Game for which the laws may not have provided, or on which they are not considered sufﬁciently the question must be referred to a third party, whose decision ought to be received as a ﬁnal settlement of the point in question.

