
Der Erlkönig 
"See you not, Father, the Erlkönig? 

The Erlkönig with crown and flowing cloak?" 
April 1, 2008 

Genre: Action-Adventure/Rhythm/Fighting 
 
High Concept:  
Der Erlkönig is an action-adventure game witha traditional fighting system which 
rewards players for building move combos in time to the “background” music.  
 
Premise:  
Germany, 1828. The brilliant composer Franz Schubert is dying, going crazy due to 
advanced stage untreated syphilis. He spends his days in an imaginary hell, his musical 
genius now tormenting him. Schubert’s mind has deteriorated to the point that he now 
inhabits a fiery realm of demons, all powered by the music he still has left in his brain. 
The player, as Schubert, has to destroy the imaginary monsters, led by the titular 
Erlkönig. “Erlkönig” translates from German literally as “Elf King”, but more accurately 
means “evil spirit”. “Der Erlkönig” is a piece by Schubert, based on a poem by Goethe 
about a magical being killing a young boy through magic. The player as Schubert would 
be fighting to save the child, by defeating the Erlkönig. The child represents Schubert, the 
disease his insanity. Thus, by killing the Erlkönig, Schubert is freed from his mental 
prison. The game would open, ad between levels show Schubert’s family deal with his 
insanity, so when he dies lucid and peacefully, the ending is still happy. 
 
It may be of interest to listen to the piece. http://youtube.com/watch?v=QR8cyJknO6E 
 
Gameplay would be similar to modern action games, like the “God of War” games, or 3D 
“Legend of Zelda” games with the added rhythm element of the Benami games, and with 
the combo-executing of any fighting game. 
 
Goal:  
The player’s goal in Der Erlkönig is to heal the “child-Schubert”, thus freeing the adult 
Schubert from his mental prison. 
 
How it works: 
Landscape: 
Players travel through a land beyond impossible in its structure. Initially it is all very 
Hell/Mordor inspired. The landscape reflects Schubert’s mind, so once the player 
completes an area, it becomes pacified . The sulfur mountains and lakes of fire become 
lush hills or verdant valleys.  The music is also tied to the land, meaning a completed area 
will have music in major keys, whereas an area which is unfinished will feature “angry” 
or “sad” minor keys.  
Combat System: 
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Players can build up move combos to do damage, but they must be in time with the music 
in order to max damage. So a relatively simple combo would do more damage if it lined 
up with a violin part than a long string of button presses that are pressed as rapidly as 
possible. The music is central to the game, as you would expect in a game about a 
composer. Music by composers (contemporary of Schubert’s or not) could be used, 
especially to give a different feeling to the dungeons. 
Dungeons: 
Players have to go through dungeons to solve the mystery of the boy’s sickness, how to 
heal him, get through to the Erlkönig, etc. Dungeons are where the player learns new 
abilities or gets new weapons and feature hordes of Schubert’s demons. Dungeons would 
all follow a theme. So, while Zelda has elemental dungeons, Der Erlkönig would have 
dungeons based on classical, romantic, avant garde, and possibly even various rock 
genres. The anachronism can be explained through Schubert’s insanity. 
Success and Failure Conditions: 
Succeeding consists of making it to the battle with the Erlkönig, and defeating him.  
Failing would be running out of life meter, and the player can restart from the last save 
point. 
 

Carrot Says: 
 
Title: Der Erlkönig 
 
Written by: Smeddy24 
 
Week 3 
 
High Concept: The High Concept isn’t bad overall; but it certainly could use some work. 
It generally gets the point of the gameplay across, but it doesn’t make mention of the 
intense story or mature themes, both of which are cornerstones of this game. Also, what’s 
up with the typo!?! Nothing says “I didn’t proof-read” like “witha”. 
 
Critique: I seriously like this concept; it’s like a Mature Rated version of Eternal Sonata, 
but with even more integration of the music featured. There’s a lot of interesting 
mechanics discussed in Der Erlkönig, none of which seem out of place or pointless, 
though I’d have to say that my favorite one is the musically themed dungeons.  
 
Often in games; art is used to give the player an indication of the difficulty they can 
expect in a new area, in Der Erlkönig, the music will also play a part in giving the player 
difficulty clues, which is amazing because the more clues the better. 
 
My biggest gripe with this Treatment is the lack of detail in the actual gameplay 
mechanics, the story received a great amount of detail, but the actual fighting system and 
beatmatch (quite literally eh?) system were barely glossed over. I would love to see some 
more attention given to these areas, as well as some discussion about anything else the 
player may do in the game outside of fighting. 
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Presentation could be better; there are a handful of sloppy typos, spelling and grammar 
mistakes that could have been fixed with a quick proof-read. The first half of the 
Treatment features empty spaces between paragraphs and headings, but then in the last 
half, that clean formatting seems to have been forgotten. Give this great game idea the 
respect it deserves; clean up the presentation. 
 
Fun: A 
Presentation: B 
Originality: A- 
 

Kevin McHugh-Smeddy24 


	Der Erlkönig 
	Carrot Says: 


