Alice: practice exercise 4
Using the starting Alice program you are to write a game. The goldfish must swim away from the shark at the rate of 1 – 2 meters per turn. The shark chases the goldfish at the rate of 1 – 6 meters per turn. (Tip: you may want to use the ‘move forward’ rather than the move away from and move towards methods because in the latter cases the two fishes will gradually submerge like submarines). 

The game continues until either 10 turns have elapsed or the shark has caught up with the goldfish. In the former case the goldfish has ‘won’ by escaping. In the latter case the shark has won by catching the goldfish. If both events occur (shark catches the fish just at turn ten then it should be indicated that the shark caught the fish just before it could escape ‘shark wins’).
To allow the viewer to follow the action you might want to orient the camera each turn (so it still follows ‘the action’). Also to make it look more realistic you might want have the shark reorient itself each turn so it continually points to and moves towards the goldfish each turn (rather than just having it blindly move in a straight line forward). 
