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Traditional software design and alignment meetings frequently suffer from high cognitive
load, communication silos, and a distinct temporal decoupling between conceptual
planning and tangible artifact generation. Meeting fatigue, exacerbated by passive
brainstorming and a lack of immediate materialization, often results in degraded collective
commitment and a failure to transition conceptual ideas into post-session engineering
momentum. To address these collaborative deficits, we present a novel, multi-agent-
mediated collaboration framework that reframes team alignment meetings as high-agency,
gamified co-creation sprints. By embedding real-time multi-modal telemetry streams—
including interactive vector whiteboard canvases, joint code workspaces, and multi-modal
natural-language audio briefings—directly into specialized Al agent loops, the platform
drastically lowers collaborative coordination costs and acts as an immediate cognitive
force multiplier. Rather than producing static, text-based documentation of consensus, our
process integrates a structured, gamified competition loop. This ludic incentive design
fosters active peer camaraderie, heightens intrinsic task engagement, and directly
accelerates the synthesis of a functioning Minimum Viable Product (MVP) immediately
upon session exit. Compared against traditional, unstructured meeting paradigms, the
immediate physicalization of a functional MVP, reinforced by game-driven alignment
dynamics, significantly reduces temporal alignment lag, mitigates post-meeting motivation
decay, and maximizes project transition rates by establishing a robust, emotionally
resonant foundation of shared product ownership.



