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Dungeons and Dragons – A game made into a 
play 

 At its core, Dungeons and Dragons is a 
game, and so it must have rules, and players to 
play by those rules. What makes Dungeons and 
Dragons different from other games is that it 
allows the players to become someone else, 
assuming their role within a fictional world. This 
is where the term role-playing game, or RPG 
comes from. Specific to Dungeons and Dragons 
is the idea that these roles are played out with 
everyone participating in the story telling, 

usually around a table, creating the category of tabletop RPGs. With Nguyen’s She Kills 
Monsters, the structure of play follows a typical Dungeons and Dragons campaign. A campaign 
is basically a series of adventures that the players go through within one setting and towards a 
particular goal. Some of these settings are completely flushed out worlds, with timelines and 
mythologies all their own, and others are smaller and more focused for simplicity’s sake.  

 One of the unique attributes to tabletop RPGs is that not all players serve the same 
function. One player in particular is separated from the rest, and functions as the dungeon 
master (typically shortened to DM, but also known as the game master or GM in other RPGs). It 
is the dungeon master’s job to make sure everything is running smoothly, clarify questions, settle 
disputes amongst players, and play the part of the non-player characters (NPCs) of the 
campaign. These NPCs can range from the citizens of towns the adventuring player characters 
(PCs) encounter all the way to the bosses awaiting them at the end of the campaign.  

 For the rest of the players, before they start a campaign, they must create their PC. 
Usually the first things a player must do is consider the race, class, stats, and alignment of their 
PC. Within traditional Dungeons and Dragons are the familiar fantasy races such as humans, 
elves, dwarves, and gnomes. In addition, more races have been added as new editions of the 
game have come out over the years, and the list now includes the Drow (dark elves), Goliaths 
(giants), and Tieflings (a people of demonic ancestry). The DM has a far larger vocabulary of 
races and creatures to choose from outside of the traditional playable races, allowing for 
creatures such as succubi, dopplegangers, dragons, and the iconic Beholder, a monster 
resembling a disembodied floating eye. 
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 The next thing a player needs to consider for their PC after race is their class. The classes 
of Dungeons and Dragons are much like what we would consider jobs today. Each class is 
designed to fulfill a certain aspect of combat, and compliment the rest of the group, or party. 
These classes range from the paladin, knights usually associated with holy magic and patron 
gods within the mythology of that campaign, to rogues, stealthy assassins able to sneak around 
targets and disarm traps, to barbarians, melee fighters who use their rage to assist them in 
fighting. Other classes include (but are not limited to) rangers, bards, monks, wizards, 
fighters, and warlocks. Each player has to consider the attributes of each class and the particular 
role that they fulfill. 

Classes don't just come with fighting styles. Each class has specifications on what kinds 
of armor they can equip, what kind of weapons they can use, and also the use of special abilities 
that are available to them. These special abilities are powerful spells and talents that are only 
available to the PC once for a single day in game, forcing players to be very careful about when 
they access it. Some of these abilities have made their way outside of the Dungeons and Dragons 
community into the wider gaming culture, such as Magic Missile. 

The races and classes of Dungeons and Dragons each come with a standard set of 
attributes, known as stats. These stats are numerical values assigned to six traditional traits a PC 
can have: strength, dexterity, constitution, intelligence, wisdom, and charisma. Certain races are 
inherently going to have more weight in a particular stat than others, and classes also grant 
certain stat boosts to PCs. These stats allow for PCs to interact in their world with the use of 
dice. When a player is having their character interact with an NPC, the DM may have them roll a 
die associated with the stat that would be necessary for that interaction, and depending on how 
good the roll is, the player may succeed of fail at what they were attempting to do. Depending on 
the situation, some rolls require more than the traditional six-sided die (d6). As mentioned in She 
Kills Monsters, much of Dungeons and Dragons relies on the use of these different dice, with the 
standard being a twenty-sided die (d20). 

Once a race, class, and stats are established, it becomes time to fill out the PC's 
personality, and this is where the alignment system comes into play. The alignment of a 
character refers to the way they behave in any situation, and can be crucial to a player who is 
maybe playing a character that falls outside of their own personality. Most commonly, the 
alignment system is displayed as a 3x3 chart, with the columns being labeled lawful, neutral, and 
chaotic, and the rows be labeled good, neutral, and evil. This chart results in 9 different choices 
for alignments. 

So everyone is able to keep track of all of this information, players will use a specialized 
chart known as a character sheet. This form allows a player to keep all of the necessary 
information they need at the start of a campaign in one place. It also allows them to keep track of 
what has happened to their character over the course of their adventures, including spots for 
notes on gear that a PC has acquired, treasures they are carrying, and various other events or 
occurrences that have happened to a PC. It is a filled out character sheet that allows Agnes to 
connect with Tilly. 
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More about Qui Nguyen and She Kills Monsters 

Qui Nguyen (1976-  ) has become known as a playwright for "geek culture," and it permeates the 
bulk of his works. A co-founder of the Vampire Cowboys, the only professional theatre company 
to be endorsed by the NY Comic Convention, Nguyen has received a variety of awards for his 
work on stage as a playwright and fight choreographer, and on the small screen for his writing.  

Previous Awards: 

2016 Daytime Emmy Award for Outstanding Writing in a Preschool Animated Program 
(Peg+Cat) 

2016 Steinberg Award (Vietgone) 

2016 LADCC Ted Schmitt Award (Vietgone) 

2016 Edward M. Kennedy Prize nomination (Vietgone) 

2015 NY Community Trust Helen Merrill Playwriting Award, 2015 Frederick Loewe 
Award (War is F**king Awesome) 

2014 Sundance Institute/Time Warner Fellowship 

2014 McCarter/Sallie B. Goodman Fellowship 

2013 AATE Distinguished Play Award (She Kills Monsters) 

2012 TCG Young Leader of Color 

2012 & 2009 GLAAD Media Award nominations for his plays She Kills Monsters and 
Soul Samurai. 

In addition to all of these accolades, he continues to be a writer of plays for multiple theatrical 
companies, PBS's show Peg+Cat, SyFy for an upcoming show titled Incorporated, and is a 
writer for Marvel Comics. Nguyen's style of writing has also lent itself to a modern sensibility. 
To create the final boss of the campaign within the play, Nguyen crowdsourced for what kind of 
creature Agnes should have to face on his Facebook fan-page, with the final result favoring 
Tiamat the dragon.  

She Kills Monsters itself originally premiered in 2011 at the Flea in New York City, with 
the New York Times stating "It will slash and shapeshift its way into your heart." It was lauded 
as a maturation of Vampire Cowboys as a theatrical company, and followed the ethos of the 
group. Further praise for the play came from the Washington Post, who stated that the work was 
"more than a glib riff on nerd culture." The Denver Post also spoke to the play's geeky side: "It's 
droll, witty and geeky in the best sense of the word..." 
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One of the major themes within She Kills Monsters is the gamut of relationships among 
women, be it between siblings, classmates, coworkers, and as lovers and loved ones. Through the 
lens of Tilly's campaign, Agnes comes to terms with many of the aspects of her sister’s life, be it 
the contentious relationship with the cheerleaders of her school, the unrequited affections of her 
dear friend, or even the relationship she had with her older sister's long-term boyfriend. Through 
the role-playing of Tilly's module, Agnes comes to terms with the loss of her sister and to terms 
with her own existence and what she has in front of her. 
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