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The Pirates, Cowboys and Aliens story
first began on the lands of the Gubbi
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well as the Owners and Custodians of the
various lands on which this story is told.
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Elders, past and present, and to all
Aboriginal and Torres Strait Islander
peoples.
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SHOW SYNOPSTS iy

When fifteen-year-old Kieran begrudgingly begins a school assignment on
childhood memories, he doesn't expect to find himself tangled in the
imagination of Jude—a nine-year-old whirlwind armed with a rake and a
fierce love for a forgotten playground.

With demolition day for the old playground looming, Kieran and Jude must
battle bureaucracy, bullies, and the odds stacked against them to save the
only place where anything still feels possible.

Set in a small regional town, Pirates, Cowboys and Aliens is a heartwarming
and hilarious play about unlikely friendships, the strange magic of old
playgrounds, and the stubborn brilliance of children who refuse to grow up.

Full of pirate fights, alien attacks, and cowboy showdowns, this is a tale for
anyone who has ever built a cubby, launched a pretend spaceship, or needed
a friend but just didnt know it yet. It is a celebration of imagination and
resilience, told through regional voices who still believe in play.




CONTENT ADVCE

AUDIENCE
THEMES

TONE

STYLE

CONTENT ADVICE

Suitable for ages 8 and above

Creativity and Play, The Importance of Friendship,
Childhood and Memory, Responsibility and Growing Up

Further information about the themes can be found in the
artist interviews on pages 4 - 6.

Comedic, Whimsical, Joyful, Mysterious

Magical Realism, Australian Gothic Theatre, Multimedia
Storytelling

Over time, it is revealed that JUDE is the spirit of a child
who passed away by drowning. Her accidental death is
never depicted, described in detail, or indeed discussed by
the main characters, but the fact of JUDE's passing is
acknowledged in the final moments of the play.

This subject matter is treated with care and sensitivity to
allow audiences of all ages to safely engage with the work.



POST-SHOW QUESTLONS

1 How wasthe passing Of time across the 4
daysof'the narrative signalled to-the audience ?

2 How was the set (specificaly the fort ) ysed?
What Meaning did i+ SuPPoPl:?

3 How was dramcr{:ic tension enkanced
'(:krougkou(‘. the Pr‘odud:ion?

4 How was the audience invited 4o accq:rl: the
magical ekments of the play?

5 Could $his sf:ory have been set elsewhere & still
explore the same themes(childhood, maturity,

responsi Dil‘il:y)? =
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Sofia Abbey
Playuirilt

What inspired you fo write
Pirates, Cowboys and Aliens?
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ARTIST INTERVIEWS

1. What informed your directorial vision for the work?

| wanted to emphasise the strong sense
of place and space at the heart of this
work For this reason, | treated the
playground as the ‘third character - a
symbolic ~ space  representing  joy,
creativity. and childhood. Jude hugs the  Sharon Hoaan
playground, speaks to it. and inspires WQCTOVQ
Kieran to befriend it.

The play also includes interludes drawn from real childhood
experiences, collected through interviews with residents in a regional
town.

Ten people from a variety of backgrounds shared their stories, and
common themmes emerged — joy in creativity and the loss of play as
people mature. |t was important that we honoured these
contributions in the final production.

). How do the themes of childhood, memory, and growing up manifest in the work?

A key question posed by the sz Is: when does childhood fransition
into adulthood? For Kieran, who believes himself to be quite mature
from the plays outset, his developing maturity actually becomes the
most evident when he steps up fo protect the playground, seeking
the help of others to do so.

Though the audience doesnt realise this 'm‘mallj, we eventually learn
that Jude is a spirit, inhabiting the playground to avoid confronting
the events that led to her death. She resists responsibility,
retreating into a world of make-believe.

Through games and their evolving friendship, Jude teaches Kieran to
reconnect with the magic of play, while Kieran supports Jude to
face her past and ultimately move on.




A R H ST IN TE R VIE W S Interview with director Sharon flogan (continged)

3. How have design and stylstc elements been used to establish the ugrld of the play?

Jude's imagined world is represented Visually through drawings and
'Mages projected onto the wall of her makeshift cubby beneath the
Playground. Just gs the play draws on accounts of real childhood
€Xxperiences from regional community members, so 00 are some of
the projected drawings contribyted by people from the region. The
drawings were gathered from people of all ages - proof that we

nNever real!y ou’rgrow the need to play and create

€mphasis on place. The Soundscape, composed by Alex Harvey, builds
fension and enhances the atmosphere, JUxtaposing both Joyful and
haunting moments within the work

Like most works in the Australian Gothic Style. this production
features an ordinary Setting with exfmordinary elements, Privileging
emotion over logic and blurring fantasy and reality. Through the s

Students in grades 4 all the Wa ’rhrough to adult audiences. Jyst
because g Work can successfhlly appeal to young audiences doesn't
Mean it isn't artistically robust - theye 'S S0 much depth both in the
work's themes and its arﬂs’rry, and we're confident audiences of all
ages will find someThing They can connect with
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INTERLUDE

| used to talk to trees. | don't know how old | would have been. Hmmm, maybe six
or seven? | don't know how it started, maybe | saw something in a cartoon or read
it in a book. You couldn't take me anywhere without me having a good old chat
with a tree. My parents thought it was cute, they'd always just give each other side
eyes and smile. Oh, I'm sure they thought it was weird, but they never stopped me.
There was this one tree though, that | was especially fond of. It grew in our
backyard. It was this tall, straight stringybark. His name was Captain Stringy Leaf
the 3rd, but Stringy for short. | spent so much time with Stringy. We'd play for
hours. It wasn't always fun and games though, we'd have some serious chats. We'd
talk about his skin condition. | remember once | stole Mum'’s fancy night creams
and wiped them all over Stringy, hoping his bark would grow back. | told him
everything. And he told me everything. We were best friends.

SCENE 2
Tuesday

Afternoon. The playground is unchanged aside from a rake with a face. KIERAN enters
with a band-aid on his head. He approaches the playground, wary. He investigates the
fortress. There is a loud bang. KIERAN jumps. JUDE appears, 9-years of age, dressed in
retro fashion.

JUDE Haha!
KIERAN It's not funny. | could have seriously been injured. Looks
JUDE like you already were.

KIERAN touches his forehead.
KIERAN It's rude to stare.

JUDE stares.

Extremely rude.
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JUDE

KIERAN

JUDE

KIERAN

JUDE

KIERAN

JUDE

KIERAN

JUDE

KIERAN

JUDE

KIERAN

JUDE

KIERAN

JUDE

KIERAN

JUDE

KIERAN

Sorry.

KIERAN goes to his school bag. He pulls out the written
component of the assignment and starts working on it.
JUDE follows.

My name’s Jude.

What's your name?

Why aren't you speaking?
Go away please.
Why?
I'm doing an assignment.
What's it about?
KIERAN groans.
If I tell you, will you leave me alone?
Sure.
It's a journalism assig-
What's that?
It's like when you report the news.
Sounds boring.
Itis. Anyw-

Why do you take it then? @

Stop interrupting!



JUDE

KIERAN

JUDE

KIERAN

JUDE

KIERAN

JUDE

KIERAN

JUDE

KIERAN

JUDE

KIERAN

JUDE

KIERAN

JUDE

KIERAN

JUDE

KIERAN

JUDE

KIERAN

Sorry.

| actually take Media, thinking we would just watch movies. Also it was

the only elective that didn't clash with Modern History.

What's that?

So for the assignment, we have to interview our grandparents but all

mine are dead, so-

Do you want to play Aliens?

No.

Why?

Because | don't play Aliens. And you promised to leave me alone.
No | didn't.

Yes you did.

No | didn't.

Yes. You. Did.

No | didn't.

Please, leave me alone.

Why?

[Under his breath] Emma 2.0.
What do you want? Money? Food?

| want to play Alien Attack.

You can be the boring human and I'm the alien.

| don't know you.

0
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JUDE

KIERAN

JUDE

KIERAN
JUDE
KIERAN

JUDE

TR

I'm Jude. My favourite colour is red, | hate The Never Ending Story and
I'm allergic to olives. My mum says they make my throat close up and my
face starts to turn blue and my eyes go all big then they pop out of my
head and then my brains explode.

And this is Mr Rake.

He's allergic to crocodiles.

KIERAN doesn't respond, focusing on his assignment.
JUDE leaps into action, running towards the rake. She
pretends the rake is a human girl. JUDE switches
between the two, voicing the human man in bold. She
voices the rake as a human girl in italics.

What's that? What's what? Up there. In the sky. | can’t see anything.
Look! It's glowing. You've been drinking too much whiskey. /t's getting

closer. Wha- Ahhhhhhhhhhhhhhhhhhhhhh!

Can you do that somewhere else?
| am Lord Zabakom of Planet %6S%#. | am here to destroy your puny

little planet. Ha ha ha.

JUDE tries to climb the fortress.

| wouldn't do that if | were you. That thing's haunted.
No it's not.
The council are bulldozing it down next weekend.

WHAT! The playground?

KIERAN points at the sign.



JUDE So that's what it says! [to KIERAN] But why? There's nothing wrong with

it.
KIERAN snickers.

Yeah, she’s a little rough around the edges but she's still sturdy.

KIERAN No one plays on it.
JUDE | do!
KIERAN thinks. JUDE hugs the playground.
JUDE | love the playground.
KIERAN -
JUDE We have to save it!
KIERAN | don't have to do anything.
JUDE But where will we play?
Car horn is heard.
KIERAN Finally.
JUDE What, what'’s your name?
KIERAN walks off.
INTERLUDE

Hmm? No, | don't talk to trees now. | stopped at around, | don't know, | must have
been eleven. It was my birthday. A friend came over after school and we were
playing outside. In the middle of our game, | started to talk to Stringy. | don't
remember what | said. But | remember her face, all disgusted, hands on her hips.
You can't talk to trees.” When | tried to explain that Stringy and | had a long
friendship she shushed me and said ‘No, seriously, you need to grow up.’ The next
day at school, she told everyone. They called me Tree Freak. | never spoke to a
tree again.

END EXCERPT. 1)
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