Junior Knights Course 2 - Week 6 Assignment: Tic-Tac-Toe
Two Player Game - Simplified
You will write a command-line program that will allow two players to play Tic-Tac-Toe against each other. Once the game has started, you should print out the state of the board for each player before they enter in their move. When a player enters in a winning move, instead of prompting his/her opponent, you should print a victory message to the screen. If the game ends as a draw instead, this should be printed to the screen at the end of the game.

Part A: Basic Game

First implement a basic game where no error checking is done. Assume that each user always enters a valid square to move in. This program should recognize with player 1 (X) wins, when player 2 (O) wins, and when it’s a cats (tie) game.

Here is some sample output for this version of the game.
Sample Output
_ _ _ 
_ _ _ 

_ _ _ 

Enter your move, player 1, row then column, each 0 to 2.
0 0
X _ _ 

_ _ _ 

_ _ _ 

Enter your move, player 2, row then column, each 0 to 2.

1 1

X _ _ 

_ O _ 

_ _ _ 

Enter your move, player 1, row then column, each 0 to 2.

2 2

X _ _ 

_ O _ 

_ _ X 

Enter your move, player 2, row then column, each 0 to 2.

0 2

X _ O 

_ O _ 

_ _ X 

Enter your move, player 1, row then column, each 0 to 2.

2 0

X _ O 

_ O _ 

X _ X 

Enter your move, player 2, row then column, each 0 to 2.

1 0

X _ O 

O O _ 

X _ X 

Enter your move, player 1, row then column, each 0 to 2.

2 1

X _ O 

O O _ 

X X X 

Congrats, you win player 1!
Part B: Basic Error Checking

Add some basic error checking to your Tic-Tac-Toe game from part A. Namely, if the user enters numbers for their move that are out of bounds, ask them to re-enter their move. Also, if the user enters numbers for their move for a square that already has a piece (X or O), then ask them to re-enter their move. You may pick exactly how this is implemented. Make sure to continue reprompting until the user enters a valid answer.
Part C: Silly Computer Player

A really silly computer player would always enter the square that is the first “open” square it sees. Write a function that takes in a board and always moves in the first open square it sees. Make sure to pass into this function the character needed (X or O) for the move as well. Incorporate this function in to your program. Namely, allow for the user to play against a human or the computer. If they choose computer, get the computer’s move from the function you just wrote.
