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— ~ 5B R Advisor : K F1GEEH (Assistant Prof. Zi-Yi Lim)
— ~ #HE Team members :
o Z[XF (Javerio Ezar) 11114206
o #R7DE (Nabiev Said) 11114207
. M%:’E ( Sumiyabazar Nyamsuren) 11114222
e Z5E (HoaHai Nam) 11114225
=+ ZR#IRIE System environment :
(—) #kHEE Software :
o {EHEZ4 (Operating System): Windows 10 or above
o [A%55|28 (Development Engine): Unity 2022.3.49f1
e A5 (Programming Language): C#, PHP
o ERIEZH (Database System): MySQL

o 35 T B (Development Tools): Visual Studio, Adobe Photoshop, Adobe
Premiere Pro, Adobe After Effects, etc.
(Z) hFEEE Hardware :

e CPU: Intel® Core™ i5-9400F / AMD Ryzen 5 3600 I _E

e ECIEES (Memory): 8GB RAM L E

e FARF (Graphics Card): NVIDIA GTX 1050 / AMD RX 560 X _E
o fHETFZEME (Storage): o] FHZER 10GB

e FA/~z% (Monitor): 1080p M _E
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A -+ Introduction :
1. System Brief Description (Main Functions of the System)

The Final Lesson is a first-person psychological horror game set inside
an old and dark school. The player wakes up alone in an empty classroom and
must explore classrooms, hallways, and secret areas to find out what really
happened. The game combines exploration, puzzle-solving, and survival
elements to create a scary and immersive experience.

The main functions include player movement and interaction, an enemy
Al system that can patrol and chase, collectible items, puzzle mechanics, and
lighting and sound effects that build a tense atmosphere. The goal of the game
is to give players an exciting and emotional experience that mixes fear, curiosity,
and storytelling.

2. Key Features (System Highlights)

e Immersive Environment Design: Realistic lighting, sound, and visual
effects create a dark and suspenseful atmosphere.

e Enemy Al System: The enemy can patrol, detect, and chase the player,
making the game more intense and unpredictable.

e Interactive Puzzle System: Players solve puzzles and use objects around
them to unlock new areas and progress through the story.

e Multimedia Integration: Uses Unity and Adobe software (Photoshop,

Premiere Pro, After Effects) to combine gameplay, visuals, and sound
smoothly.
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