Usability Background Notes & Goals

Usability :-
able to be used      Collins Concise English Dictionary
is the ease of use and learn-ability of a human-made object such as a tool or device. In software engineering,
is the degree to which a software can be used by specified consumers to achieve quantified objectives with effectiveness, efficiency, and satisfaction in a quantified context of use. Wikipedia
refers to the quality of a user's experience when interacting with products or systems, including websites, software, devices, or applications. 
is about effectiveness, efficiency and the overall satisfaction of the user. Usability.gov
 replaced the outmoded label “user friendly” in the early 1990s. 
“Usability” has had trouble finding the definition we use now. Different approaches to what made a product “usable” splintered 
Usability is part of the broader term “user experience” and refers to the ease of access and/or use of a product or website. A design is not usable or unusable per se; its features, together with the context of the user (what the user wants to do with it and the user’s environment), determine its level of usability.
The official ISO 9241-11 definition of usability is: “the extent to which a product can be used by specified users to achieve specified goals with effectiveness, efficiency and satisfaction in a specified context of use.”
A usable interface has three main outcomes:e.g.
1. It should be easy for the user to become familiar with and competent in using the user interface during the first contact with the website. For example, if a travel agent’s website is a well-designed one, the user should be able to move through the sequence of actions to book a ticket quickly.
2. It should be easy for users to achieve their objective through using the website. If a user has the goal of booking a flight, a good design will guide him/her through the easiest process to purchase that ticket.
3. It should be easy to recall the user interface and how to use it on subsequent visits. So, a good design on the travel agent’s site means the user should learn from the first time and book a second ticket just as easily.

Main Goals 
Putting this into the context of medical equipment it has to be remembered that many users are only using the equipment as a tool while their first aim is the preservation of life usually in extremely stressful environments with an added time constraint.
Therefore ;-  
4. Ideally the equipment should be intuitive and not need an instruction booklet or user guide.
5. Once demonstrated to a user either through training or the user manual the user should be able to operate the equipment using the information offered by the equipment only
6. More complicated equipment may need user guides especially for setting up or calibration. The depth and complexity of these user guides will depend on the complexity of the equipment and its clinical application. The shorter and simpler the more effective they will be.
Designers, usually user experience (UX) designers, tend to measure a design’s usability throughout the development process, from wireframes to prototypes to the final deliverable. This is because usability is what determines whether a design’s existing attributes make it stand or fall. https://www.interaction-design.org/literature/topics/usability   It is therefore very important to apply usability techniques early in the design phase.
EN 62366-1:2015 Medical devices. Application of usability engineering to medical devices
Some medical devices are non-intuitive and difficult to use because they’ve been developed without attention to human factors. More importantly it is a concern because less skilled users, including patients, are now using medical devices more often – and the devices are becoming more complicated. This EN62366-1 2015 sets out to help manufacturers improve usability.   
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