
Developing a Live Game that 
never truly left Early Access
Making space for player feedback to have an influence on Deep Rock Galactic, 
Establishing and maintaining trust with our community, 
Developing content with both new and veteran players in mind, 
Co-opting “F2P” mechanics to help players navigate the constantly growing amount of content,
Trying always to do the best we can, 
And our awesome community who made the whole thing possible.



Hi!
Mikhail Akopyan, Lead Game Designer at



GSG 2016



GSG Now-ish



“Deep Rock Galactic is a 1-4 player co-op FPS featuring badass space Dwarves, 100% 
destructible environments, procedurally generated caves, and endless hordes of alien 

monsters.”



The Pillars of DRG

Procedural 
generation

Fully destructible 
environment

Traversal and 
light mechanics

Dwarven combat-
miners 

Hoards of scary 
enemies

Constant tension 

Teamwork is key

Complementary 
characters

Community

EXPLORATION ACTION COOPERATION





Early Access



Our Community at EA Launch



They know more about this kind of stuff, I just nerf things and design unfair enemies.

With me at GDC

Game Director

Mikkel Martin Pedersen
CEO

Søren Lundgaard
Publishing Manager

Alex Skronski



Early Access Launch



Cosmetics



Dwarves Like to Dress Up

u/SunnyD60



Early, Early Access

● We were in a release rush

● The community loved it

● Hard to focus on bigger features

● Unsustainable



Idea

What cool stuff does the 

game need

Feedback

The community responds

Prototyping

Team prototypes and 

fleshes out concepts

Release

New update is 

released to the public

Development

New features are integrated 

into the overall game

DRG

Alpha

Dev Cycle

Player comments, 

critique, ideas, etc.

Community tester 

feedback



Community Feedback



Reaching Out





Idea

What cool stuff does 

the game need

Feedback

Closed alpha 

community responds

Prototyping

Team prototypes and 

fleshes out concepts

Release

New update is released 

to closed alpha

Development

New features are integrated 

into the overall game

Alpha 

Cycle 

2 Months

Community Tester  

feedback

Player comments, 

critique, ideas, etc.

Idea

What cool stuff does 

the game need

Feedback

The community responds

Prototyping

Team prototypes and 

fleshes out concepts

Release

New update is 

released to the public

Development

New features are integrated 

into the overall game

EA 

Cycle

1-2 Weeks

Player comments, 

critique, ideas, etc.

Community Tester  

feedback





Idea

What cool stuff does the 

game need

Feedback

The community responds

Prototyping

Team prototypes and 

fleshes out concepts

Release

New update is 

released to the public

Development

New features are integrated 

into the overall game

Initial 

EA

Dev Cycle

Player comments, 

critique, ideas, etc.



Idea

What cool stuff does the 

game need

Feedback

The community responds

Prototyping

Team prototypes and 

fleshes out concepts

Release

New update is tested and 

released to the public

Development

New features are integrated 

into the overall game

New

EA 

Dev Cycle
Experimental Branch 

and Community 

Tester feedback and 

bug reports

Player comments, 

critique, ideas, etc.

Bug reports, 

reviews, community 

feedback, etc.



Between The Updates

● Fun for us

● Fun for the players



Idea

What cool stuff does the 

game need

Feedback

The community responds

Prototyping

Team prototypes and 

fleshes out concepts

Release

New update is tested and 

released to the public

Development

New features are integrated 

into the overall game

DRG 

Dev Cycle

2-3 Months

Community tester 

feedback

Experimental Branch 

feedback

Player comments, 

critique, ideas, etc.

Bug reports, 

reviews, community 

feedback, etc.





1.0







Idea

What cool stuff does the 

game need

Feedback

The community responds

Prototyping

Team prototypes and 

fleshes out concepts

Release

New update is tested and 

released to the public

Development

New features are integrated 

into the overall game

DRG Dev Cycle

Community tester 

feedback

Experimental Branch 

feedback

Player comments, 

critique, memes, 

ideas, etc.

Bug Reports, 

reviews, community 

feedback, etc.

How DRG never truly left Early Access



Mikkel (Game Director):

We should do Seasons, with a Battle Pass.

Me:

@#%&! I hate battle passes, they suck. The players are gonna freak out!

The Performance Pass



It needs to stop.

Consumer-friendly business models can and do work.

Predatory Design



Seasons













Idea

What cool stuff does the 

game need

Feedback

The community responds

Prototyping

Team prototypes and 

fleshes out concepts

Release

New update is tested and 

released to the public

Development

New features are integrated 

into the overall game

DRG Dev Cycle

Community tester 

feedback

Experimental Branch 

feedback

Player comments, 

critique, memes, 

ideas, etc.

Bug Reports, 

reviews, community 

feedback, etc.



Thank you 
for your time.

Mikhail Akopyan
@dagadegatto
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