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Introduction: 

The computerized Backgammon game is a system that supports 

the traditional Backgammon game. This game uses all the rules 

for a common Backgammon game, and may be played by one, or 

two players. If played by one player, the other player is the 

computer. Depending on user's choice this game may also be 

played using the keyboard keys or the mouse. 

This computerized Backgammon game is very easy to use and 

very user-friendly. It provides on-line help and interactive 

messages to the user, so it can be used by anyone who is able 

to read the instructions of this game. It is an ideal game 

for good entertainment and good time. 
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