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Due to the rapid development of information and communication technologies today, it 

has become essential to generate modern approaches for shaping the ideas of secondary school 

pupils, particularly regarding the assembly of computer equipment and effective utilization [1-

4]. Meeting this need involves emphasizing the use of modern approaches, such as incorporating 

visual interactive tools, to shape pupilss` ideas about assembling and utilizing computer 

hardware. Therefore, creating visual interactive tools for the assembly and effective use of 

computer equipment is considered a relevant solution to contemporary challenges. 

Graphics, diagrams, drawings, and video information used as didactic materials for 

learning how to assemble and use computer equipment face limitations in their effectiveness 

and student engagement without the aid of two-dimensional tools. The visual projection of 

objects with horizontal or vertical simplicity, such as posters or singular images on a computer 

monitor, pose several challenges in accurately depicting the phase contours and spatial; 

arrangement of the depicted object and its constituent elements.   

Therefore, creating modern visual learning tools is essential for teaching pupils how to 

assemble and use computer hardware. Utilizing three-dimensional graphic software such as 3ds 

MAX, Blender, Google Sketch Up, and the Poly.com educational platform is recommended for 

this purpose. The visual interactive tools created through this graphic software and educational 

platform enable each pupil to independently work with educational materials in class, allowing 

them to thoroughly analyze experimental content related to individual assignments. In addition, 

it significantly reduces the time required to obtain digital characteristics of various physical 

processes and materials. [5-11] 

Thus, the graphic software and educational platforms mentioned above provide the 

opportunity to design visual tools aimed at shaping the ideas of secondary school pupils about 

assembling and using computer hardware.  

In summary, it is advisable to use visual learning tools appropriately designed for 

secondary school pupils to shape their ideas about assembling and using computer hardware. 

For this purpose, teachers should utilize the suggested graphic software and educational 

platforms mentioned above to create visual learning tools. The visual tools created through these 

graphic software and educational platforms enhance pupils` motivation to assemble and use 

computers, shape their ideas and foster an engaging organization of the Information Technology 

and Information and Communication Technology subject.   
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