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GambitTales — Joke Book

 Spark & Anvil joke book. Groan-worthy puns, tricky riddles, silly 
nonsense, and real fun facts from the world of GambitTales — read them 

out loud and make someone laugh.

★  ★  ★

How to use this book

Read a joke, pause at the question, and try to guess the answer before you 
read on. Best of all: read them out loud to a friend, a grown-up, or your class. 
A good laugh makes the tricky stuff easier — that's real science.

Spark & Anvil is a 501(c)(3) public charity. Every app, story, and book is free, 
forever — no ads, no in-app purchases, no tracking. Released under Creative 
Commons BY-NC-SA 4.0 for educational reuse.

★  ★  ★

 

Why did the pawn feel so ambitious?  

Because it dreamed of reaching the other side and becoming a 
queen!
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Puns

Why did the pawn feel so ambitious?

Why is the knight the trickiest piece?

Why did the pin feel powerful?

Why did the fork get invited everywhere?

Why did the bishop stay in its lane?

Why did the rook feel most useful at the end of the game?

 

 Because it dreamed of reaching the other side and becoming a 
queen!

 Because it's the only one that can jump to conclusions -- and over 
other pieces!

 Because it kept a piece stuck, unable to move without exposing 
something bigger behind it!

 Because it could attack two pieces at once!

 Because it can only ever travel on one color of square!

 Because open files are its highway to victory!



Why did the king move so slowly?

Why did the skewer feel like the fork's cousin?

Why did the queen never brag?

Why did castling feel like a smart move?

Why was the discovered attack so sneaky?

Why did the pawn structure hold the position together?

Why did the center squares get all the attention?

 Because it can only take one careful step at a time -- royalty is never 
in a rush!

 Because it also hits two pieces in a line -- but the valuable one is in 
front!

 Because being the most powerful piece speaks for itself!

 Because it protects the king and activates the rook in one turn!

 Because moving one piece uncovers a second piece's attack behind 
it!

 Because pawns are the backbone of every chess plan!



Why did the checkmate end the argument?

Why did "removing the defender" work so well?

Why did the double attack win material?

Why did the endgame love active kings?

Why did the tempo matter so much?

Why did the beginner learn piece values?

 Because controlling the center gives every piece more room to 
work!

 Because when the king can't escape, the game is simply over!

 Because once the guard is gone, the treasure is undefended!

 Because threatening two things at once means your opponent can 
only save one!

 Because in the endgame, the king stops hiding and joins the fight!

 Because in chess, wasting a move is like giving your opponent a free 
turn!

 Because knowing a queen is worth more than a pawn keeps you 
from bad trades!



Why did the chess player always ask "why did they move there?" 
Because every opponent's move is a clue to their plan!



Riddles

In chess, which piece is worth the most points in the usual counting 
system?

A tactic attacks two enemy pieces at once with a single piece, and 
neither is behind the other. What tactic is it?

I pin a knight against the king, so the knight legally cannot move. What 
is this called?

How many squares can a knight reach from a corner of the board?

A skewer and a pin both attack two pieces in a line. What's the 
difference?

 

 The queen! It's worth 9 points, more than a rook (5), bishop or knight 
(3), or pawn (1).

 A fork! A knight fork hitting the king and queen is the classic 
example.

 An absolute pin! When the king is behind the pinned piece, that 
piece can't move at all.

 2! From a corner, a knight has only two legal moves -- corners are 
the knight's worst home.



What is it called when the king is attacked but can escape, block, or 
capture?

A pawn reaches the far side of the board. What can it become?

You move a bishop, and suddenly a rook behind it is giving check that 
wasn't there before. What tactic just happened?

On which colored squares does a bishop that starts on a light square 
travel?

What special king-and-rook move lets you protect the king and develop 
a rook at the same time?

 In a skewer the MORE valuable piece is in front and forced to move, 
exposing the piece behind; in a pin the valuable piece is behind, so the 
front piece can't move!

 Check! It becomes checkmate only when there is no legal way out.

 A queen, rook, bishop, or knight! Players almost always choose a 
queen, but "underpromoting" to a knight is occasionally the winning 
move.

 A discovered attack (a discovered check)! Moving the front piece 
revealed the rook's line to the king.

 Only light squares! A bishop never changes square color for the 
entire game.



A knight gives check to a king AND simultaneously attacks the queen. 
Why is this devastating?

How many total squares are on a standard chessboard?

Your opponent's queen is guarded only by a single knight. What tactic 
could win the queen?

In the opening, why is it good to develop knights and bishops before 
moving the queen out early?

What is the fastest possible checkmate, delivered by Black in just two 
moves after White plays poorly?

 Castling! The king moves two squares toward a rook, and the rook 
hops to the king's other side.

 It's a fork with check -- the king must move out of check first, so you 
capture the queen next turn!

 64! It's an 8 by 8 grid: 8 x 8 = 64.

 Removing the defender! Capture or drive away the knight, and the 
queen is left hanging.

 Because an early queen gets chased around by the opponent's 
developing pieces, wasting your time!

 Fool's Mate! It can happen in two moves if White weakens the 
squares around its own king.



A rook and a king versus a lone king -- can you force checkmate?

How many pawns does each player start with?

A pawn can capture a passing enemy pawn "in passing" right after it 
moves two squares. What's this rule called?

Your king has no legal moves, but it is NOT in check. What is this position 
called?

You can win the opponent's rook (5 points) but it costs you your bishop 
(3 points). Is this a good trade?

 Yes! The rook and king work together to push the enemy king to the 
edge and deliver mate. It's a basic endgame every player should know.

 8! One in front of each of the eight pieces on the back rank.

 En passant! It only applies on the very next move, or the chance is 
lost.

 Stalemate! It's a draw -- a player with no legal move whose king isn't 
in check doesn't lose, the game is tied.

 Yes! You gain 5 and lose 3, coming out 2 points ahead in material -- 
a winning exchange.



Silly Stuff

A pawn marched bravely across the entire board, promoted to a queen, and 
immediately started acting like it had always been royalty. Nobody reminded 
it about its humble beginnings. Kingdoms have short memories.

A knight jumped over three pieces to reach a square, then realized it was the 
wrong square, and could not, for the life of it, explain its own movement to 
anyone. Knights are like that.

A bishop spent its whole career on light squares and, at a party, refused to 
stand anywhere dark on principle. "It's not personal," it explained, "it's 
geometry."

A king insisted it was "the most important piece," which is technically true, 
and then hid in the corner for the entire game while everyone else did the 
actual work. Leadership takes many forms.

A fork attacked the king and the queen at once. The king had to move, the 
queen got captured, and the fork just stood there, proud, holding both 
futures in one hand.

A player brought their queen out on move two, got it chased across the 
entire board by pawns and knights, and returned it home three moves later, 
exhausted and one tempo poorer. The queen filed a complaint.

Two pieces were pinned so hard they couldn't move all game. They 
eventually became friends out of pure boredom. The pin does not care about 
their friendship. The pin cares about nothing.

A discovered attack moved one piece and suddenly a rook FIVE squares 
away was giving check. The king demanded to know where that came from. 
It had been there the whole time, waiting.

 



A player achieved stalemate while completely winning, turning a certain 
victory into a draw. The pieces held a moment of silence. The opponent 
quietly celebrated the luckiest tie of their life.

A rook waited the entire game for an open file, and when one finally 
appeared, it charged down it so triumphantly that it forgot to actually 
threaten anything. Freedom is intoxicating.

En passant is such a strange rule that a player captured a pawn "in passing," 
and their opponent stared at the board for a full minute muttering, "you can't 
DO that." You can. It's in the rules. It's always been in the rules.

A beginner traded their queen for a pawn "because the pawn was closer." 
The chessboard needed a moment. Piece values exist precisely to prevent 
this heartbreak.

A skewer forced a king to step aside, revealing the queen behind it, which 
was promptly captured. The king apologized to the queen. The queen did 
not accept the apology.

A player castled so late in the game that their king had already toured half 
the board on foot. "Better late than never," said the king, dusty and out of 
breath, finally safe.

Fool's Mate happened in two moves, and the losing player insisted they were 
"just warming up." There is no warming up in a two-move game. There is only 
the walk of learning.



Fun Facts

Did you know? Chess is over 1,500 years old! It began in India around the 
6th century as a game called "chaturanga," and spread across the world, 
changing along the way.

Did you know? There are more possible chess games than there are atoms in 
the observable universe! After just the first few moves, the number of 
possible positions is already astronomical.

Did you know? The queen used to be one of the weakest pieces, moving 
only one square diagonally. It became the powerhouse it is today around the 
15th century, sometimes called "Mad Queen Chess"!

Did you know? The word "checkmate" comes from the Persian phrase "shah 
mat," meaning "the king is helpless" -- because in chess, you never actually 
capture the king, you trap it!

Did you know? The six core tactics -- pin, fork, skewer, discovered attack, 
double attack, and removing the defender -- appear in almost every game. 
Mastering them is like learning the alphabet of chess!

Did you know? The knight is the only piece that can jump over others, and it 
always lands on a square of the opposite color from where it started. It's the 
trickiest piece to visualize!

Did you know? Controlling the four center squares is a golden rule of chess 
openings. Pieces in the center attack more squares and have more freedom -- 
an edge piece is like a benched player!

Did you know? The shortest possible checkmate, "Fool's Mate," takes just 
two moves. The fastest way to LOSE a chess game is to ignore the safety of 
the squares around your own king!

 



Did you know? A chess computer named Deep Blue beat world champion 
Garry Kasparov in 1997 -- the first time a computer defeated a reigning 
champion. Today, phone apps play far stronger than any human!

Did you know? "En passant" is French for "in passing." It's the only chess 
move where a pawn captures another pawn that isn't on the square it lands 
on -- and you must do it immediately or lose the chance!

Did you know? A stalemate -- when a player has no legal move but isn't in 
check -- is a draw, not a loss. Many winning positions have been thrown away 
by accidentally stalemating the opponent!

Did you know? Studying your OWN losses is how grandmasters improve. 
Every blunder teaches a pattern, so a lost game you understand is worth 
more than a won game you got lucky in!

Did you know? In the endgame, the king transforms from a piece you hide 
into a piece you FIGHT with. An active king marching up the board is one of 
the most powerful ideas in endgame play!

Did you know? The standard piece values -- pawn 1, knight and bishop 3, 
rook 5, queen 9 -- are just a guide. Sometimes a well-placed knight is worth 
more than a rook. Position matters as much as material!

Did you know? Solving chess "puzzles" -- positions where you find the 
winning tactic -- is the single best way to get better fast. Recognizing a pin or 
fork instantly is what separates strong players from beginners!



Keep laughing

That's 70 jokes from GambitTales. Made someone laugh? Try making up 
your own — the best jokes are the ones you tell.

Spark & Anvil is a 501(c)(3) public charity. Every app, story, and book is free, 
forever — no ads, no in-app purchases, no tracking. Released under Creative 
Commons BY-NC-SA 4.0 for educational reuse.

Keep exploring online

Play it now Meet the cast More free books

https!!"spark-and-
anvil.org/play/gambittales
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Scan a code with any phone camera, or type the address. Every app, story, 
and book is free, forever — no account, no tracking.
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