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The Underrated Time Saver 
Introduction 
Currency has been the ruler of man for as long as anyone can remember, and it certainly can be the cause of both enrichment and destruction of a country. The co-founder of PayPal said it best, “If you go back a few hundred years, what we take for granted today would seem like magic-being able to talk to people over long distances, to transmit images, flying, accessing vast amounts of data like an oracle..” (Economy, 2017).  Looking back at how far we have come in terms of technological advances it cannot be overlooked that today as a society we are extremely privileged compared to previous everyday life without the Internet. Technology has simply pushed forward allowing people to rapidly manage and consume media at a rate thought impossible. Furthermore, PayPal was one cause of new age era that revolutionized online currency leading the charge for an app that over 60 million people use called Venmo. Founded in 2009 by Andrew Kortina and Iqram Magdon-Ismaio, Venmo is an app (later purchased by PayPal four years later) that allows its users to virtually transfer funds to one another with the submission of a credit or debit card. Marshall Mclhuna’s Four Effects Model will demonstrate how Venmo enhances, retrieves, reverses, and obsolesces characteristics of communication and media. 
Theory
	“Our laws of media are intended to provide a ready means of identifying the properties of and actions exerted upon ourselves by our technologies and media and artefacts” (McLuhan & McLuhan, 1988, p. 102). McLuhan is most famous for his quote “the media is the message” meaning it does not matter what you are watching, it matters that you are watching. According to McLuhan, in order to plunge into aspects of media artifacts and its service we must ask ourselves about the four laws. First, enhancements are presented to show how the artifact will advance a technology and/or communication. The cause of one artifact will affect communication whether it be big or small. Next, we ask ourselves what service is brought into play once the artifact is enhanced, in other words, what is brought back to life because of the artifact (retrieves)? Thirdly, reverses refer to the process of the artifact/service being “pushed to the limits”; the medium will eventually flip to its converse. McLuhan says, “any new technique or idea of tool, while enabling a new range of activities by the user, pushes aside the older ways of doing things”; (McLuhan & McLuhan, 1988, p. 103) which brings me to his last law called obsolescence. In his study, McLuhan says that these laws work and present themselves simultaneously requiring observation in relation to its ground so that we will not miss the effects of human artifacts on man and society. To study mediums within communication and technology will be to study the changes in our society. These four laws are given for refence so that it would easier show how technological mediums are extensions of the physical human body or the mind. Specifically, they can be used to display date as a guide for analyzing the future of living amongst advanced technology. 
Analysis
	The app Venmo has become a very popular app within college students especially because it allows for all users (no matter what banking platform) to send funds directly to the receivers Venmo account. The user is then able to transfer these funds to their direct debit card if they choose. As imagined, it grew into a well-known platform that has enhanced other mediums of technology. For example, the Venmo app has made it possible for others to buy things for you with your own money by simply sending it to them in a matter of seconds. So, Venmo practically gives us the power to be two places at once. Sending money to a friend at one store while you are at another decreases consumed time making it possible to shop while shopping with an easy operable app. Venmo gives us the power to conveniently have others purchase items that we might not be able to buy due to distance and time. Additionally, Venmo allows users to interact with each other enhancing basic communication within the app. Users are able to like and comment on transactions that only display the amount transferred to those involved. Including this feature, Venmo also allows users to pay business profiles under a tab enhancing our options at different payment methods making it easier and smother for transactions. This can be further developed to show that it enhances the speed of purchasing in the store making customers happier with their store experiences. Venmo simply makes it possible for you to buy an item without the action of buying the item. 
In contrast, Venmo does have its limitations and obsolescence. “About 46 percent say they use cash less than eight days each month and 5 percent say they never use it” (Carter, 2017, para. 3) Venmo makes cash obsolete by the use of digital currency. If people are able to send money to a friend, then it eliminates the need or desire to hold and keep cash safe. As a whole, it eliminates having to carry around a handbag, purse, and wallet considering all you need is your phone to make a purchase.  Additionally, besides the main reason, Venmo does make human interactions/communication less relevant. For instance, if the act of sending money to a friend was not possible, two said friends would then have to interact with each other giving the correct cash payment which may lead into conversation. Venmo makes obsolete the interaction with friends in the way that you no longer have to go shopping with this friend. You no longer have to ride in the car and walk around which would relate into bonding with loved ones. The app makes obsolete an opportunity for two or more individuals to grow together in the act of running errands together. 
	Moreover, Venmo reverses into the chance of becoming a bank in itself. It can slowly turn into what it is not if it continues to progress in the way it has in the recent past. The Venmo app can turn into something that some people are hesitant in getting involved with such as the banking system based on its unfamiliarity. It can be pushed into eliminating its middle-man mentality and become its own banking platform with increase of success. In addition, it can become something that is less social because of its simplicity. People can become less attracted to liking and commenting on transactions if Venmo decided they wanted to simplify the app even more.
	Lastly, Venmo retrieves desire amongst peers to download the app as well. The app can only be used to send money to other users on the app. This means others would want to download the app because it is the only way for one friend to send money to another friend other than cash and other apps. I think Venmo also retrieves users as a whole because it encourages people to get involved in the banking system since friends are also on it. The app retrieves our need to be connected with friends because without a debit card or the app, one cannot participate in the process of sending and receiving money. Being able to send friend requests shows that the app wants to be interactive and hands on, so I think Venmo retrieves not only communication but also interactivity within peer groups. 
Evaluation
	As someone who uses and understands how to manage the app, I feel like the app is overall a significant positive influence on our society making everyday life easier for us all. I think the power it has to move around money connect others with their peers has greatly impacted our society without even realizing. “Money speeds transactions and gives rise to uniform pricing systems, obsolescing haggle and bater and much of the human relations to commodities” (McLuhan & McLuhan, 1988, p. 103). I think the one factors that drives the success of this app is how it makes purchasing items a lot easier on top of the time it allows us to save for things that could be more important. That being said, I think that the positive aspects of this app greatly outweigh the negative in the grand scheme of advancing our society and drafting a well formatted technological life. 
Conclusion
	On a final note, Venmo is a young app ready to continue to grow its platform with the help its users. This app allows you to send and receive funds with your peers, allows you to interact with your friends by liking and commenting on transaction posts, and save time and effort consuming products. Applying the Marshall McLuhan’s Media Effects model to this platform, I have come to the conclusion that Venmo enhances our ability to interact with others and save time and effort. Venmo does have potential to reverse and become a bank rather than a social interactive space while dealing with purchases. Also, Venmo has the potential to make physical currency obsolete and retrieve the desire for connection between oneself and a friend which would lessen our need for in person meetings but also speed up daily life making more time for friends and family. 
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