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Ok, you can
handle that.
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But why only
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Waiting on server
responses!




Waiting on server
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Are you out
of your mind!?
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What about real
interactions?




What about real
interactions?

And what about

complexity
in the backend!?
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Hmm, client
rollbacks?




Hmm, client
rollbacks?

Are you sure you
can build that?
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