
 

 

 

 

 

Last week you created a TicTacToe game in Excel for homework.  This week, you are going to use some 

of those same analytical skills and conditional statements to create a TicTacToe game in Scratch. 

THIS IS NOT AS EASY AS IT LOOKS AT FIRST.  Leave yourself plenty of time to work on this and 

be FINISHED with it at the beginning of the next lab for checkoff.  If you are not done, you will not 

receive credit.  Go to one of the help hours if you are having problems, and DO NOT WAIT to go to only 

the help hour right before your lab, because you may not finish in time. 

A. Making the Board 

Step 1: 

The very first thing you want to do is save your new Scratch game as TTT.sb into either you Lab7 folder 

or your Scratch folder. 

 

Step 2: 

You want to create a background that looks like a TicTacToe 

board. 

• Select the Stage icon from the lower right-hand 

corner of the Scratch window. 

• Choose Backgrounds in the middle section of the 

Scratch window. 

• Choose New Background -> Paint to paint your 

own background. 

• Use the Line tool to draw a TicTacToe board. 

• Save your board by clicking on the OK button and 

name this background "Grid". 

 
 

B. Making the Sprites 

Step 1: 

You want to make NINE sprites - one for each square on the board.  You should name your sprites 

something that makes sense like "A1" for the first row (the "A" row) and the first column (column "1"). 

• You probably want to make one sprite all the way and then just duplicate it eight times. 

Lab 7 Homework 
CSE 3, Fall 2009 

TicTacToe in Scratch 



Step 2: 

Each sprite should have THREE costumes: 

• A blank costume (light grey or white - often easiest to START with grey and then change to 

white later when you know it is the right size and shape for the cell) that fills up the ENTIRE 

square for that cell of the board named "blank" 

• A fun costume to represent one player named "1"  (we cannot use letters, so 0/1 will have to do) 

• A fun costume to represent the other player named "0" 

 
 

 

Step 3: 

You need to create some variables: 

• One variable for every sprite board location 

• A turn variable that is always either 0 or 1 

 

 

 

 

 

 



Step 4: 

Next, you want to create the script for your sprite.  We're going to give you this as it's a little bit 

complicated.  But YOU need to figure out what is going on and WHY we are doing what we're doing... 

BECAUSE you will need to be able to change it in the right places for the different sprites!!! 

 

 

Step 5: 

Now you want to create two "winning" sprites called 1Win and 0Win. 

These are going to be much simpler: 

• They only need one costume each, something like: 

• They only need two simple scripts: 

 

 

 



C. How do you win??? 

Just like in the Excel homework, the tricky part is to check for a win.  I'm going to give you PART of the 

answer, and you're going to have to figure out how to put the rest of it together.  It should be VERY 

similar to what you did to make the Excel TicTacToe game work... 

Here's a start: 

 

You need to finish the rest of this loop.  DON'T FORGET TO SAVE YOUR WORK!!!!! 

HINT:  Remember, there are EIGHT ways to win, so you will need EIGHT of these If/Else statements... 

Getting Checked Off 

You do not need to put your game online.  You DO need to demonstrate to your grader that your game 

works in any configuration that they ask of you (they may ask you to demonstrate a diagonal left win for 

example) AND that the appropriate win sprite and spinning shows up when you do win. 


