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The Game

Setback is a partnership trick-taking card game

e 2v2 teams, 6 tricks per hand, 4 points up for
grabs each hand

 You bid for the right to name the suit, then
play it out

» Miss your bid? You get set back — you lose
points

» Every hand comes down to partnership:
reading your partner's signals, knowing when
to lead, knowing when to get out of the way

Sound familiar? That’s basically
what it’s like building with an Al




The Project

[ used Claude Code to bring this game from the dining table to the browser

e R Shiny app, 3 Al opponents with
family cookout personalities

e Uncle Earl (trash-talker), Auntie Dee
(your hype partner), Cousin Ray (quiet
assassin)

e Built through conversation — describe
what you want, the Al writes it

e What follows is the story of that
collaboration, told through the four
points of Setback

Uncle Earl
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SETBACK

Opponents: 0

GAME LOG

Welcome to Setback! Click 'Deal’
to start.


https://docs.google.com/file/d/1xpRexBq94_EAZrvOqeYyxXRkDPPEFa71/preview
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High

HIGH: The best card on the table

whoever held the ., c==== when the Al nails
something you'd have
NI snent hours on.

In Setback: . In Al collaboration:
The High point goes to C\Z\ The ‘high’ moments are

highest card in the suit




Planning Mode

The Al was strongest when [ knew exactly what I wanted

[ ® CLAUDE.md - Architecture Plan D8 ([ 08

¥ CLAUDE.md X m -

Before a single line of code: Claude Code’s plan mode ™ e w - arehitecture pan

2

3 ## Preject: Setback Card Game (R Shiny)

Interactive QA to lock down every decision: 448 Guals Detine orchitecture before rplenentation.
O « reactiveValues() not R6 — no persistence o sedecisions Logiss
needed 0 | 2 bacistons Use “reactivelaties()
U e JS setTimeout not invalidatelater() — ! Eo::;etl:;fgg:ht:stuie:gszdseR;c{hSS e
~ precise Al timing, no polling e e
» « Pure CSS cards with Unicode suits — no A T it bhois 1 oxs i black o Selays TorIAL Cirne
image dependenCieS ) :;:im;:;gn:im‘iig\./alldateLater()‘ is polling-based and less accurate
[ » Source files not Shiny modules — single e Bl
page, simple namespace it R LT
. . 1 - ##Code Structure:#x
The planning conversation took longer than the % |2 ettt Siogls st Sorlicntiog 10 s clte namtpece skiny

building. That was the pOint. = modules are overkill and would complicate message pasfsing.



Fast Execution

Once the spec was clear, building was almost instant

« Phase 1: Game engine + bidding —
107 tests

« Phase 2: Scoring + state machine —
144 total tests

» Phase 3: Al strategy with partnership
awareness — 184 total tests

 Phase 4: Pure CSS cards + dark
theme Ul

* Phase 5: Full interactive game loop

7= Setback Game

LR

_ B *R
_ O *R
— 3 *R
L B *R
— B *R
_ B *R
— B3 *R

= www/

E style.css
script.js
weriptnet.js

B app.R

R files, 3 web files, one app.R — all through
conversation. The Al wrote the state machine,
the trick resolution, the legal play validation,
the scoring — all correctly on first pass.



Low

LOW: The lowest card in play — someone has to hold it

g .
2 ‘W1 In Setback, the Low point goes to whoever
o * held the lowest card in the suit

In Al collaboration, there are low
points too — where the Al writes =
v ¥ | code that looks right, tests pass, but o
&
J

something is fundamentally broken

MO1




Scoring Breakdown

“I told the AI I was confused about counting. It built me a teacher.”

“It would be really helpful to show how _
everyone counts their cards at the end — that’s Bporing, Breakdown
something | always feel confused about” ——_—

Claude Code built a full scoring breakdown

panel: H/L/J/G with team colors, card values, RN | Pee—

who captured what, setback indicators. Y | ™ ——
It turned a vague complaint into a concrete Ul Wack: Coprred (191} | | dack:NetCapteed
feature in one conversation. @Game:  10pts @ Game: 8 pts

The Al is good at translating “I’'m confused i =Sthack

about X” into “here’s a Ul that explains X”.



10-Card Protection

“I described a strategy concept. The Al implemented it across 4 decision points.”

“Players should protect their 10s — they're
worth 10 game points”

Claude Code updated: bidding evaluation,
leading logic, following logic, discarding logic.
It understood the game theory and applied

it consistently.

When the Al has clear context (the rules,
the architecture, the goal), it can
implement nuanced strategy.

Build-Log: 10-Card Protection Strategy Implementation

Situation Old Behavior New Behavior

Bidding X Treats 10 as regular | & Valuates 10 higher,

Evaluation card. increases bid if holding.

Leading X Leads 10 early to win | &4 Holds 10, leads other

Logic trick. suits to draw out high
cards.

Following X Plays 10 if can't win £4 Avoids playing 10 if

Logic trick otherwise. trick is likely lost, saves
for later.

Discarding | X Discards 10 if low on | § Prioritizes keeping

Logic other suits. 10, discards other non-

trump cards first.




Game

“GAME: Count up everything and see who came out ahead”

In Setback, the Game point goes to For us: what's the total picture of
the team with the highest total card building with an Al agent?
points from all their tricks

Strategy

[Z A=4pts

E K = 3 ptS lmmm@ Total Picture
[E Q=2 pts Testing ‘ Tel
E J=1pt UIUX Overall Value
@ 10 = 10 pts Results
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<)) * Knowing When You're Getting Set Back

Miss your bid, lose points. Same with Al — compounding bugs from

i} insufficient review create technical debt. .
& The Problem: Solo QQ The Solution:

0T Development & Debt Conversational Review

e When developing solo, you
miss the ‘hey, what do you
think?' colleague experience.

e This lack of review leads to
compounding bugs and

e Intercepts every commit for a
voice-powered conversation
about your changes.

e Uses Deepgram for STT,
Cartesia for TTS, and Claude

technical debt. for the review itself.

{counselor}: e Bridges the gap, giving you a
\_@ Voice-Powered chance to slow down and

Pre-Commit Hook think carefully before

A voice-powered pre-commit hook built as an additional R SUGDTINERTGE

package to help build this sethack game.



D the {counselor) package .. — setback DS 0

* Popens B X Search P9 setback
OURCE CONTROL ¥ the {counselor) package X 8 build-log.md SESSION ONNECT 5 HELF v X
CHANGES = =] Preview R nSave  Source Visual ¥k DO S http://127.0.0.1:6125 5 2 0O -

= the {counselor} package is built...lets ge... v + ¢ bulid-log 5 g Setbeck: A Cs ; N
# Building Setback: A Card Game with Claude
## Human in the Loop: {counselor} Integration

Staged Changes o

® app.R » Edit aut build 100% used &

# build-log.md ’ For the presentation, the workflow

##2 The Demo Flow

v A

® game_st

A

INSOLE + o® a)

DAe.CNe s ; £ R Press 'Deal' to start!
Changes jasminedaly@MacBook-Pro-3 setback % git commit -m “testing the voice ai for this commit is Des
3 5 o 2026-02-19 15:26:34.649 | INFO pipecat: : 6D Pipecat 0.0.100 (Python 3.11.13 (main, Sep 2 2 Auntie Dee
025, 14:19:07) [Clang 20.1.4 ]) <D
Us jasminedaly/ rtualenvs/r-retic 1b/python3 /site-packages/pydub/utils.py:170: RuntimeWarning:
ouldn't f n but may not work
A warn ffapeg, but may not work"™, RuntimeWarning)
Ana
+ Found
& Code Review Session
& Counselor: I h most Ul provements you've fi » changing “claude” to “th
@ GRAPH J? Aut X X o e suit", added suit , and improved 3 t explanat with suit s
ymbols.
O Fix stale state bug acro e %
® update with game strategy for 10s possible concern - there's what lo Like a hardcoded crede ftected, t ) scanning the
ious API keys or passwords. This might be a from the app
@ Initial commit: Setback (Pitch) card
@ nable overall - just UI polish and better game messaging. 4 you like me to explain a

you comfortable proc osmit?

ly

files changed with




Thank You

High, Low, Jack, & Claude

Setback \“‘ PR : ¢ :
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