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I, Preliminaries

1, JavaScript

Javascripte= Brendan Eich7} 7i2st ¢ sloRle} ) shZellold
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2. Teachable Machine
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lll, The Proposed Scheme

1. Teachable Machine
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Fig. 1. Teachable Machine Model

2. Game FrameWork
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Fig. 2, Game Page

3. Character Control
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Fig. 3. Go Control

Fig. 4. Jump Control

IV. Conclusions
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