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Electronic Device and Philosophy
Introduction 
Philosophy begins in the sense of wonder, sense experience or from leisure activities. However, the use of the electronic device has both a positive and negative impact on these sources of philosophy. Philosophy is not a means by which humans have erected systems of beliefs to help them answer the most perplexing and vital issues, but it is how those answers are evaluated, examined and found to be acceptable or else rejected (Pecorino, 2015). Philosophy arises out of a sense of experience, wonder, and leisure.  Philosophy begins in the sense of wonder; it occurs when human beings wonder about what otherwise is taken for granted or assumed to be true (Pecorino, 2015). Empiricism is a philosophical belief that states your knowledge of the world is based on your experiences, particularly your sensory experiences (Ginsborg, 20180. Empiricists suggest that the leaning of human beings is based on their observations and perceptions; they claim that knowledge is not possible without experience. 
Impact of the Use of Electronic Devise on Sense of Experience
Sense experience is the primary source of knowledge which comes through senses. Modern science is empirical in methods; concepts have formed a result of sense experience. By seeing, hearing, smelling, feeling, and tasting. Human beings form their composite of the world concerning what is around them. Use of electronic devices such as phones can have a positive and negative impact on sensory experience as a source of knowledge. With the emergence of the electronic device, they have led to many people not opting to use their skills as a source of expertise to deal with daily life problems or challenges.
 Empiricism fits well with the scientific world-view that emphasizes experimentation and observation. However, it struggles with to account or certain types of knowledge such as pure mathematics or ethics. With the use of the electronic device, it has made it easy to acquire knowledge on topics that empiricism cannot account. John Locke who was an empiricist wrote on the mind is a tabula rasa a blank slate where people enter the world. Use of electronic device has made it easy to store more information in comparison to the news that could be stored in mind.
Sense experience is of primary importance in giving us knowledge. However with the introduction of the use of electronic devices such as mobile phones which can help one gather information from the internet. 
Impact of the Use of Electronic Devices on Wonder as a Source of Philosophy
Philosophy begins in wonder, in being puzzled, being curious, being in awe. Puzzlement gives birth to a longing for clarity, which may come from further knowledge, or it may come from rethinking what someone already knows. Wonder can be excited by grand vistas, natural phenomenon, human achievement, and extraordinary facts, among others. The use of an electronic device has a positive impact on wonder as a source of knowledge. It is in awe that people want to know more about a particular topic or issue. The use of the electronic device has increased the sense of wonder. Use of electronic equipment has acted as a basis for wonder as a beginning of wisdom. When people want to learn about something it is now easier to access the kind of information that they want. In the past, people in their amusements could only research on the needed information from 
Electronic devices have increased the quest for wisdom. Wisdom, whether biblical or philosophical, has always been in short supply, today probably more than ever. Precisely by eschewing the search for understanding about what things are and mean in favor of securing knowledge of how things move and work, science through electronic devices had made progress in uncovering some of nature's secrets and offered contributions in reducing human toil and sickness. On the philosophical side, the findings of modern's scientists have created difficulties for the ancient philosophical quest to live life solely by the light of reason, exercised on the natural world.
Sensitivity is what makes wonder attune to beauty. When wonder encounters reality, it accommodates to its beauty (Lindholm, 2018). Sensitivity is the capacity to perceive a thing through senses and to attune to the beauty. An obstacle to the emergence of this attunement could be due to bombardment with information strongly stimulated by intensive technology or the environment that a person is exposed to. Use of electronic devices has made human beings get bombarded with information from the internet or other sources. This has led to the lack of attunement which discourages sensitivity and hence lack of order since sensitivity is what makes wonder attune to beauty. 
According to the wonder, approach Learning would start from within; it would be an inner personal desire. The environment would be necessary, but the atmosphere would be a hindrance to what a child or an individual learns. Deep epistemic curiosity is a necessity of modernity and driving force for science, innovation, and wealth (). The epistemic curiosity rest on that knowledge not only helps to solve practical problems but also satisfies the question that human has. With the use of electronic devices wonder may be reinforced through a certain maximizing way of storytelling and concepts introductions, which could easily accompany and enrich the knowledge-based learning process. Imaginative mental pictures and short stories maximize the perception and give new magic and tension to the world. With the use of devices such as phones or I pad it is easy now to access any story that might stimulate the sense of imagination.  
Impact of Use of Electronic Devices on Leisure as a Source Oh Philosophy
Leisure activity is itself help to involve pleasure, happens, and living blessedly. Nowadays, internet-connected devices based on digital media technologies enable individuals to develop what can be called as digital leisure activities (Lpez, Rojas, & Garcia, 2017). With digital leisure mean it is now possible to choose which technologies to use, decide which leisure activity to underrate and select that person with whom to share. Digital technologies enable people living in the same household to have different leisure experiences. 
How the news is consumed has changed not only in terms of the digital support but also in the way individuals read, listen or watch the news. With new technology people have become less intense reader that is rather than reading the newspaper from cover to cover once a day, people can now read in bursts through the day.
With the different sources of information which seem to complement each other, it has improved the view of leisure as a source of knowledge. Since it is now easy to access any information, this has increased the urgency of people to read more. Many people consider reading as leisure, as they read in their free time. Leisure activities such as reading, watching an educative film are a source of knowledge. Electronic devices have made it easy to exercise this. 
There has been a transformation of the value of leisure activates. One of the advantages of leisure activities is that it is easy to access. The traditional alternative of relaxation was today at home alone physically and socially. Digital recreation seems to lend itself well to those spare idle moments between other activities, what some people would refer to as killing time.
Digital leisure, unlike traditional recreation, is the source of a vast amount of knowledge and a widow for a different world. With digital recreation, one is not only killing time, but they learn useful information in the activity. Beyond the knowledge acquired from the internet, digital technology used for leisure brings people into contact with other worlds, other cultures, and different social experience.
Search engine answers 
The answers that come up from a search engine are not always right. The information you get on the search engine gives you link to the information you are searching. Search engines like Google have a way of searching for the most genuine sites when the question is asked. Search engines do the job of searching for you after the search part is done; it’s you who needs to analyses it and refer with something else and then finally pass a judgment. In the case of philosophical question the answer provides on the search engine can be true, but it depends on the perception of the one who is investigating the research. One should suspect themselves as they perform a critical examination provided on the search engines so that they may not fall into either prejudice or leniency. Double e ignorance is not being aware of one's ignorance while thinking that one knows. When one is searching for information on the search engines, they already have a clue of what they want to know, but they want it confirms it. They ignore that the information they will get on the search engine is right and reliable.
Conclusion 
Concerning the three sources of philosophy namely; sense experience, wonder, and leisure it can be seen that the use of the electronic device has had a negative and positive impact on these sources. Empiricism fits well with the scientific world-view that emphasizes experimentation and observation. With the use of the electronic device, it has made it easy to acquire knowledge on topics that empiricism cannot account. Electronic devices have increased the quest for wisdom. Nowadays, internet-connected devices based on digital media technologies enable individuals to develop what can be called as digital leisure activities. 
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