
STATIC NOISE

Parent branch: Computer Literacy

Hardware is the physical part of computing technology: the devices you can drop touch.

As a rule, the quality of these components directly affects what a device can do.

Programs can also place system requirements on hardware. This is especially important

for computer games and for specialized software for professional work with 3D, audio, or

video. System requirements come in two kinds: "minimum" and "recommended."

Minimum system requirements are the resources sufficient to launch a program. This

means the program will run, but demanding tasks will take longer. Some features may be

unavailable.
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Recommended system requirements are the computer resources sufficient for the

program to work fully. In this case, the program should run quickly, reliably, and the way

its developers intended.

KEEP IN MIND THAT SYSTEM REQUIREMENTS ARE ONLY A ROUGH ESTIMATE AND DON'T GUARANTEE

100% COMPATIBILITY

Computers are very complex devices with many components and subsystems

inside. Each of them may have its own manufacturer with subtle peculiarities,

which can also affect how the computer and its programs work overall. On top of

that, there may be dependencies on other software.

In short, if the system requirements don't specify exact device models, versions,

serial numbers, production years, or manufacturers, they are more of a

recommendation than a guarantee of full functionality.

But usually, the more popular and modern a device and its hardware are, the more reliably

modern software runs on it.

I've divided the topic of hardware into three parts:

1. Types of Computing Devices: computers, tablets, smartphones, wearables, smart

things. What sets them apart and what they have in common.

2. Internal Components: the ones hidden inside the case that keep the computer or

other device working.

3. External Devices (Peripherals): the ones that help you interact with a computer or

other device, or extend its capabilities.
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