An Overview on Software Ergonomy
To understand better the software ergonomy, and even why we need this science, it is important to take a short overview of its history and evolution. In a few words software ergonomy is about the quality in use of the software. According to the ISO/IEC 9126 – Software Engineering – Product Quality standard, the quality in use consists of following four characteristics:

· Effectiveness: The capability of the software product to enable users to achieve specified goals with accuracy and completeness in a specified context of use.

· Productivity: The capability of the software product to enable users to expend appropriate amounts of resources in relation to the effectiveness achieved in a specified context of use.

· Safety: The capability of the software product to achieve acceptable levels of risk of harm to people, business, software, property or the environment in a specified context of use.

· Satisfaction: The capability of the software product to satisfy users in a specified context of use.

Beside the characteristics listed above, the standard also contains methods for measuring the software quality. Because these characteristics are too abstract to be measured in same way for each software product, software developers have to choose between available methods and they have to find an appropriate balance among the weight of characteristics in order to satisfy the users’ needs.

Instead of measuring these characteristics for a completed software product, it is much more interesting to design a software to became ergonomic and in this way to be accepted by the users. Many methods are available for software designers and developers in order to create a software more and more ergonomic. It is important to mention, that these methods can be used separately, but a good combination can result in far better solution. For example, using the Design Space test we can compare two or more possible solutions by comparing their advantages and drawbacks. The importance of the Fitt’s law is remarkable, as it is very useful in measuring many of the pointer’s motion on the user interface. As a conclusion, applying the theory, we can take a short overview how a user interface could be changed to achieve better user effectiveness.
