
A

PipQuest — Joke Book

 Spark & Anvil joke book. Groan-worthy puns, tricky riddles, silly 
nonsense, and real fun facts from the world of PipQuest — 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 backgammon checker feel so driven?  

Because its whole life goal is to make it home and bear off!
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Puns

Why did the backgammon checker feel so driven?

Why did the lonely checker feel exposed?

Why did the checker on the bar feel stuck?

Why did rolling doubles feel like a jackpot?

Why did the pip count keep everyone honest?

Why did the doubling cube make players nervous?

Why did the six-point prime feel unbeatable?

 

 Because its whole life goal is to make it home and bear off!

 Because a single checker on a point -- a "blot" -- can be hit!

 Because it has to re-enter the board before doing anything else!

 Because you get to play that number four times!

 Because it measures exactly how far each side has to go!

 Because saying "double" raises the whole stakes of the game!

 Because six points in a row block the opponent completely!



Why did two checkers love standing together?

Why did the anchor feel secure?

Why did the dice feel powerful and powerless at once?

Why did the racing player count pips constantly?

Why did the back checkers feel patient?

Why did hitting a blot feel so satisfying?

 Because a point with two checkers is safe -- it can't be hit!

 Because holding a point deep in the opponent's home gives you a 
safe base!

 Because they decide your moves, but strategy decides how you use 
them!

 Because when you're ahead in the race, you just want to run home 
fast!

 Because sometimes waiting for the right roll beats rushing into 
danger!

 Because sending an opponent's checker to the bar costs them 
precious time!



Why did the checker rush to safety?

Why did the gammon feel extra costly?

Why did the home board matter so much?

Why did probability sit at the backgammon table?

Why did the checkers march in the same direction?

Why did the smart player accept a double sometimes?

Why did backgammon feel like a story with two authors?

 Because leaving a blot in danger is asking to be sent all the way 
back!

 Because being gammoned means you lose double -- you didn't bear 
off a single checker!

 Because a strong home board makes it hard for hit checkers to re-
enter!

 Because knowing the odds of each roll is half the skill!

 Because each player moves their checkers around the board toward 
their own home!

 Because giving up isn't always wrong, but neither is fighting when 
the odds are close!



 Because you and the dice write the game together!



Riddles

How many checkers does each player have in backgammon?

You roll a 5 and a 3. How many separate moves do you get?

You roll doubles -- two 4s. How many times do you get to play a 4?

A single checker sitting alone on a point is called what, and why is it 
risky?

Your checker gets hit and sent to the bar. What must you do before any 
other move?

When can you start "bearing off" your checkers?

 

 15! Each side moves 15 checkers around the board toward home.

 Two! You move one checker 5 and another 3, or one checker 5 then 
3 (if both steps are legal).

 Four times! Doubles let you play that number four times in one turn.

 A "blot"! If the opponent lands on it, the checker is hit and sent to 
the bar to start over.

 Re-enter it into the opponent's home board! You can't make other 
moves until your checker is back on the board.



How do you win a game of backgammon?

What makes a point "safe" from being hit?

What is the "pip count"?

Six of your points in a row are each occupied by two or more checkers. 
What is this powerful wall called?

The doubling cube is turned to "2" and offered to you. What are your 
two choices?

 Once ALL 15 of your checkers are in your home board (your final six 
points)! Only then can you remove them from the board.

 By bearing off all 15 of your checkers before your opponent does! 
It's a race to get everyone home and off.

 Two or more of your checkers on it! A point with 2+ checkers can't 
be landed on by the opponent, so it's secure.

 The total number of spaces all your checkers must still travel to bear 
off! A lower pip count than your opponent means you're winning the 
race.

 A prime! An opponent's checker trapped behind a six-point prime 
cannot escape at all.

 Accept (play on for double stakes) or decline (give up the game now 
for the current stakes). It's a real decision every time!



You roll a 6 and a 2, but you can only legally play the 6. What happens to 
the 2?

Why is holding an "anchor" -- a point deep in your opponent's home 
board -- useful?

Two standard dice are rolled. How many possible different rolls are there 
(order counting)?

What's more likely with two dice: rolling a total of 7, or a total of 12?

You're clearly ahead in the pip count with no contact left between the 
armies. What kind of position is this?

You bear off all your checkers, but your opponent hasn't borne off ANY. 
What is this bigger win called?

 You forfeit it! If you can play only one of the two numbers, you must 
play the higher one if possible, and lose the other.

 Because it's a safe landing spot: your anchored checkers can't be hit, 
and they can hit the opponent's blots as they pass!

 36! Each die has 6 faces, so 6 x 6 = 36 possible combinations.

 A 7! There are six ways to make 7 (1-6, 2-5, 3-4, and their reverses) 
but only one way to make 12 (6-6).

 A pure race! With no chance to hit each other, just run home 
efficiently and bear off first.



Why does a strong "home board" (many made points) help you when 
you hit an opponent?

You could hit an opponent's blot, but doing so leaves your own checker 
exposed. Should you always hit?

Is backgammon a game of pure luck?

 A gammon! A gammon counts double -- it's worse for the opponent 
than a normal loss.

 Because their hit checker must re-enter INTO your home board, and 
if your points are blocked, they can get stuck on the bar!

 Not always! Hitting is powerful, but weigh it against the risk of being 
hit back -- good players calculate the trade.

 No! Luck (the dice) matters, but SKILL -- knowing when to hit, make 
points, or accept a double -- decides most games between players of 
different levels.



Silly Stuff

A checker got hit and sent to the bar so many times it started keeping a 
travel journal. "Day 4: back to the start again. The scenery never changes." 
Blots lead a rough life.

A player rolled double sixes at the perfect moment and briefly believed they 
controlled the universe. The next turn they rolled a 2-1. The universe is not 
controllable. The dice made sure they knew.

A six-point prime trapped an opponent's checker so completely that the 
checker sighed, sat down, and waited. It waited a long time. Primes are 
patient jailers.

The doubling cube got turned so many times it reached 64 and both players 
suddenly remembered they were playing for fun. The cube shrugged. It only 
counts; it doesn't judge.

A checker left as a blot insisted it "felt lucky." It was hit on the very next roll 
and sent to the bar. Feeling lucky is not a defensive strategy. Two checkers on 
a point is.

A player counted their pips so obsessively they knew the exact count but 
forgot to actually move. The dice waited. The clock waited. Counting is useful 
right up until you must also play.

An anchor held its point deep in enemy territory so stubbornly that the 
opponent built an entire home board around it and it still refused to leave. 
"Best seat in the house," said the anchor.

A checker on the bar tried to re-enter into a fully blocked home board and 
bounced off every point like a pinball. It stayed on the bar. Blocked boards 
are unforgiving.

 



A player got gammoned -- lost without bearing off a single checker -- and 
insisted it was "a strategic full commitment to losing." At least the 
commitment was total.

The dice rolled a 6-5 exactly when a player needed it, and the player thanked 
the dice out loud. The dice do not accept thanks. The dice do not accept 
anything. The dice simply are.

Two checkers made a point together and became so safe that they refused to 
move for the rest of the game. "Why leave? We're untouchable here." 
Comfort is the enemy of progress, and also very cozy.

A player was winning the race by 40 pips, got greedy, hit a blot they didn't 
need to, exposed themselves, got hit back, and lost. The race was won; the 
ego was not.

A checker begged to be borne off first "because it had been playing the 
longest." Backgammon does not do seniority. Backgammon does the dice. 
The checker waited its turn.

A beginner blamed every loss on "bad luck" until they learned when to hit 
and when to double. Suddenly their luck improved dramatically. Funny how 
skill looks like luck from the outside.

A player rolled the exact numbers to make a beautiful prime, admired it for a 
full minute, and then forgot to close the last gap. The opponent escaped 
through it. Almost-primes are just fences with a door.



Fun Facts

Did you know? Backgammon is one of the oldest known board games, with 
versions played over 5,000 years ago in ancient Mesopotamia and Persia. 
People have been rolling dice for a very long time!

Did you know? With two dice, a total of 7 is the most likely roll -- there are six 
ways to make it -- while 2 and 12 are the rarest, with only one way each. 
Knowing the odds is real backgammon skill!

Did you know? The "pip count" -- the total distance all your checkers must 
travel to bear off -- lets you know exactly who's ahead in a race. Skilled 
players count pips to decide whether to double!

Did you know? The doubling cube was added to backgammon in the 1920s 
in New York, and it transformed the game -- deciding WHEN to double or 
accept is one of the deepest skills in modern backgammon!

Did you know? A "prime" of six points in a row is an unbreakable wall -- a 
trapped checker literally cannot roll any number to escape it. Building a 
prime is a powerful winning plan!

Did you know? Backgammon mixes luck and skill perfectly. The dice add 
surprise, but over many games, the better strategist wins far more often -- 
which is why it's played in serious tournaments!

Did you know? Rolling doubles is a bonus -- you get to play that number 
FOUR times. A lucky double-six can move a checker a huge distance and 
change the whole game in one turn!

Did you know? Top backgammon computer programs, using "neural 
networks," became so strong in the 1990s that they taught human 
champions brand-new strategies the pros had never considered!

 



Did you know? A point becomes "safe" the moment you place TWO checkers 
on it -- your opponent can't land there. Making points is how you build walls 
and control the board!

Did you know? Winning without your opponent bearing off any checkers is a 
"gammon," worth double. If they also have a checker on the bar or in your 
home board, it's a "backgammon," worth triple!

Did you know? An "anchor" -- holding a point in your opponent's home 
board -- is a safety net. It gives your checkers a spot that can't be hit and a 
chance to hit the opponent as they come around!

Did you know? Backgammon is played all over the world, from cafes in the 
Middle East to online tournaments. Its blend of quick luck and deep strategy 
makes it endlessly re-playable!

Did you know? Deciding whether to hit an opponent's blot involves 
weighing risk and reward -- hitting sends them back, but might leave YOU 
exposed. Great players calculate this trade every turn!

Did you know? When the two armies can no longer hit each other, the game 
becomes a pure "race" -- and the player with the lower pip count, playing 
efficiently, almost always wins!

Did you know? The name "backgammon" may come from Middle English 
"baec gamen," meaning "back game" -- a nod to how a hit checker has to go 
all the way back and start its journey again!



Keep laughing

That's 70 jokes from PipQuest. 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.
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Play it now Meet the cast More free books
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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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