OGLALA SIOUX

a dom2 mod by tinkthank
"My horses, prancing they are coming

My horses, neighing they are coming,

Prancing, they are coming, 

All over the universe, they are coming.

They will dance, may you behold them.

A horse nation, may you behold them."

— from Black Elk's Great Vision
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This mod for dom2 version 2.15 depicts a nation of devout and priest-led plaindwellers based on the religious mythological revelation of the Ogalala (or Oglala) Sioux holy man Black Elk, as told in Black Elk Speaks. 

Uses monster numbers 1500-1509.

*******

1. THEMATIC and HISTORICAL ROOTS

*******

The Ogalala band of the Lakota tribe of the nation of the Sioux is one of many. There seems to be some disagreement amongst historians as to the exact reference of Oglala (as well as the differentiation between “band”, “nation” and “tribe”). Black Elk himself refers to many of the “bands” of the Sioux (Oglalas, Brules, Sans Arcs, Black Kettles, Hunkpapas and Minneconjous) as his “cousins” at various times, all of which are Sioux; but also the Shyela (Cheyennes) and the Blue Clouds (Arapahoes) as “friends” of a different “tribe”. The Crow, enemies of the Sioux, he refers to as a different “nation”. 

This mod attempts the impossible: to put into dom2 terms the Great Vision of Black Elk. Most of the symbolism for what I have tried to do in planning this nation comes from the first hand reports of Black Elk in his revelation ("The Great Vision"), while most of the military units are taken from his own descriptions of his battles with Pahuska (which is: “Long Hair”, General Custer), smaller skirmishes, and the massacre of Wounded Knee. (See Chapter 4, Some of the Original source Text, for the logic behind this.)


Of the 200 names that I have added to the nation’s name list, about 70% of them are taken directly from Black Elk Speaks, about 30% are my own embellishments.

Of the symbols, most of which I could not accommodate, these are the most important:

- The four powers or directions of the world. (These I have not made into four separate powers or mages, as the Grandfathers in Black Elk's vision, for game balance reasons.)

- Corresponding with these four powers are four colors and four symbols: Black (or Blue), Yellow, Red (or Scarlet), and White; the cup of water, the tree (and sacred herb), the flowering stick, the pipe. 

- The rainbow

- That which is sacred is that which is unending: hence, a circle. (This is the reason the Oglala cannot flourish in square houses of the Wasichu and why they live in "tepees", or circular tents.) The nation is referred to as a "hoop" or circle.

- Of the wings of the air, Geese and Eagles are particularly holy

- Of the four-legged creatures, the Horse is considered a relative; horses also appear as elemental spirits (fire horse, lightning horse, black horse, sorrel); the Bison is also considered holy, for “it gives both food and shelter [in the form of hide]”

*******

2. Strengths and Weaknesses; Features

*******

The Ogalala band is a nation of horse-riders. Therefore almost all of their troops are mounted, and their access to horses are such that they are fairly inexpensive. Because they are nomads, they make poor fort defenders. Because they are hunter-gatherers and have no technological infrastructure, they make poor forgers and have no real armor to speak of, relying instead on speed and holy power. Their troops are thus resource-unintensive. Due to their rugged and difficult nomadic lifestyle and being raised to be warriors from the age of about 6 or 7, most Oglala are exceptionally good archers and robust in their physical strength, but not overly so. They prefer to fight with bow and arrow. Because of their affinity with horses, most mounted bowmen retain their full precision value even while mounted (precision between 10 and 12 (elite warriors) while mounted). The nation of Oglala does not have access to spies or assassins.

The Ogalala band is a nation of holy men and devout believers in the powers of nature. Therefore, 

· They have access to excellent priests, some of which are inexpensive for their power, but none of which are cheaper than independent lvl2 priests.

· There are Lvl2 Priests: These are robust leaders as well, and are stealthy, for 65 gold

· There are Lvl3 Priests: These are holy men dedicated to preaching and are unfit for leading large armies, but are not stealthy, for 80 gold

· There are Lvl4 Priests: These are great heroes, holy warriors and leaders, are stealthy and capital-only, for 290 gold

· All of their mages are also holy priests. 

· They have sacred troops which are capital-only. These mounted warriors are devout braves who fear no death; it is a sign of honor for them to “count coup” in front of their enemy’s nose; often, their devout frenzy will make it seem as if their arrows pass right through these holy men, and often the enemy cannot bear to strike them at all. In game terms, they are ethereal and have a weak awe aura. (Black Elk also speaks of an aura of fear, but for balance reasons I have left this out.)

The Oglala emphasize stealthiness and lavish their scouts with gifts when they bring back good or “pleasant” information. Therefore,

· Almost all of their troops and many of their commanders are stealthy. Some of the commanders are particularly stealthy, such as the Scout and the Raider (+10). 

· Some of their troops have received special training in sneakiness. These troops have stealth 5, 7 or even stealth 10. These, of course, cost more.

The Oglala have versatile mages, but mages which are masters of no one path. In his great vision, Black Elk saw the 6 great powers of the universe, represented by 6 ancient Grandfathers. The Four Directions are holy to them, and Black Elk’s great vision speaks of Powers (represented by holy Grandfather-Ancestors) of each of these directions (North, South, East, West) and their corresponding Element (Fire, Lightning, Winds (Sky), and Cold). In addition, there were Grandfathers representing the Earth and the Tree (Nature). 

For balance reasons, I have refrained from making yet more mages — thus instead of four individual Masters of one Direction, which I originally had, I have made:

· One Master of the Four Directions: Adept in each of the elements and Nature, this capital-only mage will have 2 additional random elemental skills which can but need not stack. These are also Lvl3 holy men and are stealthy, costing 320 gold. (Comparable to TC capital-only CMs: 7 paths for 250 gold, while CMs can fly and can get random paths in all 8 paths.) Like most Oglala mages, he has a forge penalty of –20%. 

· One Master of Ancestors: This mage is a Lvl2 holy man and is adept in astral magic and death magic (S1D2). Like most Oglala mages, he has a forge penalty of –20%.

· One Master of Dream-Visions: S2N1, with one true random. The MoDV is also a Lvl3 holy man, stealthy, and costs 200 gold.

· One Medicine Man: This N2 Lvl2 holy man is devoted to herb lore; when he is not healing the sick, he is always learning new lore, and receives a research bonus of 1 (compared to 4 of the sage). He costs 130. Like most Oglala mages, he has a forge penalty of –20%.

· All mages are unmounted.

Because of the way the mages have their skills and their random paths, not all combinations of paths will be possible; for example, no Oglala mage will ever be able to have 1 path in both Death and Fire (or any elemental path), and a mage skilled in Blood is very difficult to come by, as are mages skilled in Astral and any elemental path. 

The Oglala have very good national summons (lacking otherwise in stronger troops). Of the four national summons, three can be summoned "out of the box" (that is: guaranteed summonable by at least one of the nationally recruitable mages without any need for magic path boosting or a lucky random pick). Three of the summons are holy. This is an intentional feature. The other national summons can be cast by the Master of Four Directions with the appropriate lucky random (which won't require much luck in this case). These summons, all of which are magic beings, are: 

· Summon Spirit Bison ("Celestial Soldiers") for 16 astral gems, req. S2N1 - 5 large holy bison, quick tramplers

· Call Lesser Treant ("Demon of Heavenly Fires") for 4 nature gems, req. N2H2 - 1 robust tree-like creature, slow but sturdy

· Summon Spirit Horse ("Celestial Servant") for 4 fire gems, req. F1A2 - 1 large ethereal sacred horse

· Enliven Holy Golem ("Demon of Heavenly Rivers") for 3 earth gems, req. E2N1 - 1 sacred, robust golem-type creature

The Oglala nation has been designed so that each unit can fill a viable niche, and tradeoffs will have to be made when choosing between units. With the exception of the capital-only holy units, no one unit is better than any other one in all aspects (protection, stealth, precision, damage type, and cost).

*******

3. KNOWN ISSUES v1.0

*******

Graphics Issues

- The graphics for most units are wanting. Due to my complete lack of graphical talent, as many units as possible were modded from the TC units themselves, so that the results are not unique-looking units. In many cases, units were created by slightly modifying existing sprites of other units. It is clear that for some units, most noteably the national mages, decent spr1s and spr2s are desperately needed. If you feel inspired to help me, any such help would be greatly appreciated. Thank you.

Thematic and Balance Issues
- The Oglala despise square houses; in fact, most Oglala forced to live in non-circular dwellings report depression and sickness; this is due to the fact that the 4 directions play such a large role in their daily life that entering into and moving about a tent is unthinkable in any "unnatural", that is: uncircular and unseasonal direction. For this reason and because the Oglala are a nomadic people rarely accustomed to building large, permanent structures, they should, in dom2 game terms, make poor defenders. There is, however, currently no way to mod fort defence. I have decided to make their mages, with one exception, poor forgers instead -- this represents a lack of knowledge and/or interest in technological and/or industrial undertakings. It is not what I would have preferred, but have decided to implement it for flavor and balance purposes. 

- The Oglala are almost entirely lacking in infantry, and have no heavy infantry or heavily armored troops whatsoever. Instead, they must rely on their omnipresent light cavalry and their powerful mage-priests -- or on their national summons. The national summons are admittedly powerful for their cost, but this was intended as a (magical) balance for their lack of heavy recruitable troops. They must rely on their national summons in order to "tank", since they not only lack heavy infantry or heavy cavalry, but also lack exceptionally cheap "fodder"-type troops. Thus in a magic-poor world, the Oglala are at a disadvantage.

- Almost all of the Oglala troops are stealthy, and many of them stealthy 5 to 10. This is intentional. Most of their mages, however, are not stealthy. 

- The Oglala troops have exceptional morale, since almost none fight without unshakable faith. Fear is often purged by the use of meditation, holy rituals, and shame (often leaders cry out: “This is a good day to die! Think of the helpless ones at home!”) Morale has values between 11 and 14. Almost all troops have excellent precision despite being mounted -- I have deemed that the Oglala feel just as much, if not more, at home upon horseback than upon ground, and are trained to shoot from a horse without penalty. Alternatively, one could imagine that their precision be even greater would they not be mounted. The Oglala mounted troops are also not terribly expensive, as they are a nation of horse-breeders, horse-tamers, horse-finders, and horse-friends. This is also for balance reasons.

- Most Oglala commanders are sacred, 1 of their troop types (capital only) is sacred, and three of their national summons are sacred -- this is a feature. In gameplay balance terms, the Oglala will compensate for their lack of flexible and heavy troops with the ability to utilize blessings to their advantage (similar to the way Illwinter balanced Mictlan). For this reason, the sacred troops were *NOT* given any features which one could have expected them to have, e.g. a berserker ability, fear or an airshield, as their description may intend, in order to encourage as diverse a bless strategy as possible.

The sacred warriors should have an awe bonus of -3; however, as of dom 2.15, only positive awe bonuses function, and I have given them the minimum currently available. This will be lowered to a negative value if this becomes available in modding.

- Flaming Arrows will not work with new and most modded weapons. For this reason, I have had to eliminate my various forms of Hunting Bows and Poison Bows, and have had to stick with only 1 variant, the rest being short bows and long bows. Sorry!

- I originally wanted to mod the nation of Pan into the Oglala -- this would have fit much better for a multitude of reasons (nature magic, cheap temples, Pretender Choice, stealth, etc.), but was difficult to do for many reasons under current dom2 v.2.15 modding conditions.

- There is some mention of poison usage in the literature, but only incredibly little -- I have, however, kept it in for flavor and balance reasons. Two of the Oglala troops can utilize poison, and both can use poison bows.

- I have abstained from giving any of the units a powerful and flavorful shapeshifting ability. Although the nation is, due to current modding restrictions, lacking in a lot of the flavor I would have liked to give them, I did not want to make up for this by adding flavor which is ostentatiously embellished. Although it could easily be argued that turning into Eagles or similar creatures could be plausible from a dream-vision perspective, I felt that this would be stretching things too far. 

------

4. Some of the Original source Text

------

On the Four Quarters of the World and other Holy Symbols:

"Behold the circle of the nation's hoop, for it is holy, being endless, 

and thus all powers shall be one power in the people without end."

“[...] and we made these little gray houses of logs that you see, and they are square. It is a bad way to live, for there can be no power in a square. 

You have noticed that everything an Indian does is in a circle, and that is because the Power of the World always works in circles, and everything tries to be round. In the old days when we were a strong and happy people, all our power came to us from the sacred hoop of the nation, and so long as the hoop was unbroken, the people flourished. The flowering tree was the living center of the hoop, and the circle of the four quarters nourished it. The east gave peace and light, the south gave warmth, the west gave rain, and the north with its cold and mighty wind gave strength and endurance. [...] Birds make their nests in circles, for theirs is the same religion as ours [...]. Our tepees were round like the nests of birds, and these were always set in a circle, the nation’s hoop, a nest of many nests, where the Great Spirit meant for us to hatch our children.”

On “Crazy” Horse, Fighting, and Holy Invulnerability

“I remember the story of how he [Crazy Horse] and hsi brother were out alone on horseback, and a big band of Crows attacked them, so that they had to run. And while they were riding hard, with all those Crows after them, Crazy Horse heard his brother call out; and when he looked back, his brother’s horse was down and the Crows were almost on him. And they told how Crazy Horse charged back right into the Crows and fought them back with only a bow and arrows, then took his brother up behind him and got away. It was his sacred power that made the Crows afraid of him when he charged. [...] 


Crazy Horse’s father was my father’s cousin, and there were no chiefs in our family before Crazy Horse; but there were holy men; and he became a chief because of the power he got in a vision when he was a boy. [...] Crazy Horse dreamed and went into the world where there is nothing but the spirits of all things. That is the real world that is behind this one, and everything we see here is something like a shadow from that world. He was on his horse in that world, and the horse and himself on it and the trees and the grass and the stones and everything were made of spirit, and nothing was hard, and everything seemed to float. His horse was standing still there, and yet it danced around like a horse made only of shadow, and that is how he got his name, which does not mean that his horse was crazy or wild, but that in his vision it danced around in that queer way. 


It was this vision which gave him his great power, for when he went into a fight, he had only to think of that world to be in it again, so that he could go through anything and not be hurt.”


“Right below me soldiers were shooting, and my people called out to me not to go down there; that there were some good shots among the soldiers and I should get killed for nothing.


But I remembered my great vision, the part where the geese of the north appeared. I depended upon their power. Stretching out my arms with my gun in the right hand, like a goose soaring when it flies low to turn in a change of weather, I made the sound the geese make — brrrp, brrrp, brrrp; and, doing this, I charged. The soldiers saw, and began shooting fast at me. I kept right on with my buckskin running, shot in their faces when I was near, then swung wide and rode back up the hill.


All this time the bullets were buzzing around me and I was not touched. I was not even afraid. It was like being in a dream about shooting.”


“There was a very brave Shyela with us, and I heard someone say ‘He is going!’. I looked, and it was this Shyela. He had on a spotted war bonnet and a spotted robe made of some animal’s skin and this was fastened with a spotted belt. He was going up the hill alone and we all followed part way. There were soldiers along the ridge up there and they were on foot holding their horses. The Shyela rode right close to them in a circle several times and all the soldiers shot at him. Then he rode back to where we had stopped at the head of the gulch. He was saying “Ah, ah!” Someone said: ‘Shyela, friend, what is the matter?’ He began undoing his spotted belt, and when he shook it, bullets dropped out. He was very sacred and the soldiers could not hurt him. He was a fine looking man.”


“[...] and the shot woke the whole camp so that many came running with guns and coup sticks. Yellow Shirt was the first to count coup on the dead Crow., but many followed. A man who has killed an enemy must not touch him, for he has already had the honor of killing. He must let another count coup.” 

From the Great Vision

“'With this pipe' the Grandfather said, 'you shall walk upon the earth, and whatever sickens there you shall make well.' Then he pointed to a man who was bright red all over, the color of good and of plenty, and as he pointed, the red man lay down and rolled and changed into a bison that got up and galloped toward the sorrel horses of the east, and they too turned to bison, fat and many. 

And now the Fourth Grandfather spoke, he of the place where you are always facing [the South], whence comes the power to grow. 'Younger brother, with the powers of the four quarters you shall walk, a relative. Behold, the living center of a nation I shall give you, and with it many you shall save.' And I saw that he was holding in his hand a bright red stick that was alive, and as I looked it sprouted at the top and send forth branches, and on the branches many leaves came out and murmured and in the leaves the birds began to sing. [...] 'It shall stand in the center of the nation's circle' said the Grandfather, 'a can to walk with and a people's heart; and by your powers you shall make it blossom.'

Then when he had been still a little while to hear the birds sing, he spoke again: 'Behold the earth!' So I looked down and saw it lying yonder like a hoop of peoples, and in the center bloomed the holy stick that was a tree, and where it stood there crossed two roads, a red one and a black. 'From where the giant lives [the North] to where you always face [the South] the red road goes, the road of good,' the Grandfather said, 'and on it shall your nation walk. The black road goes from where the thunder beings live [the West] to where the sun continually shines [the East], a fearful road, a road of troubles and of war. On this also you shall walk, and from it you shall have the power to destroy a people' foes. In four ascents you shall walk the earth with power. [...]'”

------

5. SPECIAL THANKS

------

Special thanks to Endoperez for his overwhelming patience and help in uncountable aspects: Playtesting, design testing, advice, and graphics. Thanks!

Special thanks to Thilock Dominus for the use of his excellent Unicorns and the wonderful banner!

Thank you.

bigboote@gmx.net

