Developer to Designer:
GUI Design for the
Busy Developer

Mike Gunderloy

SYBEX®



I got a copy of Mike Gunderloy’s book Coder to Developer yesterday and started looking at
it and then started reading it and then continued reading it in bed before I went to sleep. I
have been programming for 20 years, but it is still interesting for me to be reading this book
because it refreshes ideas about certain things and gives me new ideas.... Also, it is great
to see how other programmers (who have been at it for a long time and who I have a lot
of respect for) go about their development process. The book is geared at taking people who
know a lot about coding, but do not really know about the scope of developing a project.
These are skills that it takes years to evolve through experience, and it’s a perfect book for
someone like Mike to write.

—Julia Lerman
Julia Lerman Blog

As freshly minted computer science majors pick up their diplomas, they should buy, beg,
or borrow this book. Coder to Developer will take them from the mindset of interesting but
academic code problems into the trenches of achieving professional success in this global-
ized world. Coder to Developer pulls together all the aspects of being a successful programmer
who delivers solid code on time. Other reviewers have said this is only a .NET programmer
book. Not true. While .NET programmers will benefit the most from buying Coder ro
Developer, Java, VB6, and even open-source diehards will find more than enough to be
worth their while.

—Bob from Sonoma, California
(Courtesy of Amazon.com)

After three days of reading and digesting the information in the book, I must say that it is one
of the best computer books I have ever read (and one of the very few that I have read cover-to-
cover, and not only cover-to-cover, but cover-to-cover to the exclusion of all else). After read-
ing the first couple of chapters, I decided to put aside the software application that I was working
on, and read the entire book. I will now go back to the start of my application and apply the les-
sons from the book to the project. I don’t feel that I have “lost” the time working on the software
project, because I think that what I learned in the book will more than pay for itself in saved
time during development.

—Eric Brunsen from Colorado Springs, Colorado
(Courtesy of Amazon.com)

Coder to Developer was a great read and a definite addition to my must-read list for others.

—Scott Watermasysk
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For Fru, who keeps calling me.
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