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SYNOPSIS

Fitting in can be hard, especially when you’re as small as Ember. He’s hoping his luck
changes when Lua, a kindly sea turtle, escorts him across the ocean to a school for little
creatures on a wondrous island. There, Ember learns that first days can also be hard —
especially when they involve fantastical cave-dwellers, ferocious storms and classmates that

aren’t interested in making friends.

As he struggles to adapt to his school, Ember finds himself at the heart of an otherworldly
mystery, facing a strange monster from the deep. And though Ember’s classmates may
seem of little help, any good student knows appearances can be deceiving —and friendship

can come from the most unexpected of places.

AUTHOR MOTIVATION

‘Ember is heavily influenced by my educational upbringing. | attended many different
primary and high schools and | got very used to meeting a new group of friends and trying
to fitin! You can eventually feel like a chameleon of sorts, adapting how you act and what
you say to your new social environment. The book is written for that younger me, as well as

any child who can relate to the anxious moments that accompany starting a new school.

‘And the world in Ember is inspired by holidays on the Yorke Peninsula in SA as a child. |
have wonderful fond memories of playing in sand dunes, collecting crabs and finding other
strange creatures in rock pools.’

Jason Pamment
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ABOUT THE AUTHOR

Since he was very little, Jason Pamment has loved
to dream up stories of adventures in vibrant
worlds filled with strange and wonderful
characters. He’s a little taller now and lives in his
hometown of Adelaide, South Australia with his
wonderful wife, darling daughter and playful
pooch. Jason’s background is in animation,
having designed award-winning films, children’s

television shows, music videos, commercials and

video games.

Jason’s writing takes inspiration from the places and events of his childhood, mixed with
elements of mystery and adventure. His debut graphic novel, Treasure in the Lake, is set in
picturesque landscapes reminiscent of the rural, mountainous regions of northern Victoria,
a place Jason loved to visit as a child. In Ember and the Island of Lost Creatures, he draws
from cherished holidays on the Yorke Peninsula in South Australia. Jason’s stories speak to
our emotionally tricky paths to adulthood, and are interwoven with themes of friendship,

resilience and empathy.
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IN-CLASS DISCUSSIONS AND ACTIVITIES

Reading Graphic Novels

* The colours used in a graphic novel play an important role in setting the mood and
tone of a story. Compare the gloomy and dark colours used in the city scenes with
the pinks and purples of the ocean journey and the lush greens of the island. Choose
one setting from the novel and write a paragraph on how the colours of that setting

reflect Ember’s relationship with it.

* Onomatopoeia is when ‘a word describes a sound and actually mimics the sound of
the object or action it refers to when it is spoken. Onomatopoeia appeals to the
sense of hearing, and writers use it to bring a story or poem to life in the reader’s
head’. Examples of onomatopoeia in Ember and the Island of Lost Creatures include,
‘RIP’, HONK’, 'SWIP” and ‘RINGGGG’ to name just a few. Graphic novels feature lots
of onomatopoeic words —and these are sometimes written in special lettering, so
that the word also looks like its meaning and the sound! Find as many other

examples of onomatopoeia in Ember and the Island of Lost Creatures as you can.

* The term panel is used in graphic novels to describe each sequential image and its
accompanying words. Panels are often similar in size but can be bigger or smaller at
points as another way to tell the story. Look at the images of Ember on page 11,
where the panel of him sliding down the drainpipe takes up half a page, while the
rest of the page is divided into three vertical panels. What is emphasised by making
the top panel larger? Do the panels following this — which are taller and thinner —
have an impact on our understanding of Ember’s size? Can you find other examples

in the book where the size of the panel helps tell the story?

Panels can also be irregular shapes to create a dramatic effect, such as when Ember

is falling from the leaves covering the wall outside Seawinds Elementary on page 19.
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Why do you think these panels differ from most of the others on the pages
surrounding them? How does the slanted sides on each panel on page 19 emphasise
the drama of his fall? Can you find other examples of irregular panel shapes in the

story that create a similar effect?

* Frames are the lines and borders around a panel. In Ember and the Island of Lost
Creatures the frames are usually thin black lines but sometimes appear differently to
help us realise something has changed in the story. Turn to pages 138-141 to see
different kinds of frames. Why might these ones be cloudy? What sort of frame
might you use in a graphic novel to describe a lightning strike? What sort to describe

a love scene?

* Most frames are unbroken in a graphic novel but on occasion an element in the
panel can break the frame. There are loads of examples of this in Ember and the
Island of Lost Creatures, such as Ember’s foot on page 19 and the pelican on page 45.
Find three examples of when this happens in the story along with an explanation in

each example of how breaking the frame added to your reading of the story.

* A gutter is the blank space between panels in a graphic novel. This space is often,
but not always, thin. Gutters may look simple, but they do a very important job
because they help us understand when time has passed and things have changed.
Look at the images of Ember cleaning the boat on page 123. In one panel, he is on
his hands and knees and scrubbing the deck so thoroughly that he can see his
reflection, and in the next he is below deck cleaning his porthole with a grubby face.
The gutter helps us understand here that Ember has worked hard for a long period
of time to make his new home hospitable. Can you find other examples of gutters

doing something similar in the story?

* Asin films or television, graphic novels use different shots — long, medium and close

—to give the story depth. Turn to page 72 where we see an extremely close shot of
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Ember’s eyes wide open, followed by a long shot of his new classroom. The close
shot of his eyes tells us he is surprised, and the long shot of the class tells us what he
is amazed by. Can you find other examples in the story where the type of shot

helped you better understand what is happening in the story?

* The angle — high or low —in which a shot is shown in a panel also helps tell the story
in graphic novels. High angle shots, such as the one on page 14 where Ember is
looking down on the schoolyard, make him seem big and the students small, giving
him the courage to send his message. Low angle shots, emphasise a character’s
feeling of being overwhelmed or powerless, as is the case in the panel on page 22
where Ember is looking up at the schoolboy. Can you find other examples of angles —
high or low — telling something about how a character in Ember and the Lost Island

of Creatures is feeling?

* Lines and shapes communicate ideas in graphic novels, too. Turn to page 63 and
look at the lines that show the trajectory of Boulder and Ember, as well as the star-
shaped lines that show where Boulder comes to a stop. Can you find other examples

of lines or shapes playing a similar role in the story?

* The shape of speech bubbles also tells us a lot about how a character feels or the
volume at which they are speaking. Look at Ember on page 153 where the speech
bubble is jagged when he is saying ‘STOP!" and see if you can tell how he is feeling
and whether he is shouting. On the preceding page, 152, Ember is saying, ‘Psst.
Boulder! You’re going too fast.” Can you tell why the lines around this speech bubble
are broken? See if you can find examples of speech bubbles that show a character is

weakened or scared.
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Responding to Literature

* Choose three adjectives to describe Ember. Find a scene in the book to illustrate each
word you chose. For instance, if you chose the word ‘brave’, describe a scene or
scenes in the novel where Ember demonstrates bravery.

* Does Ember change over the course of the story? How does he change and why?

* What does Ember learn about friendship and making friends?

* Imagine you are Natia and retell the story from that point of view. Explain how you
felt when you first met Ember and what you learned from becoming friends with
him.

* Write a book review for Ember and the Island of Lost Creatures. Start with a
summary of the main characters, outline the plot, then provide an overview of the
key themes. Next, include a personal response to the book, identifying and
explaining what you enjoyed, what challenged you and what you did not like. Would
you recommend the book to other readers of your age group? Why, or why not?

Finish by rating the book out of 10.

Science

* Mimicry: What creatures in Ember and the Island of the Lost Creatures mimic other
creatures?

* Explain in your own words how each of these creatures uses their mimicry to their
advantage either in the real world or in the story.

* Visit Jason Pamment’s website (www.jasonpamment.com) to find out more about

cuttlefish and answer the following questions:

- What is the name for the cuttlefish’s tiny coloured skin cells?

How do cuttlefish change their colour?

How do cuttlefish change the texture of their skin?

Cuttlefish are colourblind. True or False?
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- One theory scientists have about how cuttlefish see colour is that they see using
special molecules in their skin calledo____.
* Name three examples of mimicry in nature that do not appear in Ember and the Lost
Creatures.
* Research the terms natural selection and evolution and in your own words write a
paragraph about how mimicry is a useful tool for creatures to have in relation to
both concepts.

* Caves: Visit Jason Pamment’s website (www.jasonpamment.com) to answer the

following questions about caves.

- What is the name of the longest cave in the world?

- Whereiis it found?

- Howlongisit?

- How did it form?

- What is the name for the opening and exit points of caves?
- What is the name for caves formed by dissolving rocks?

* Pelicans: Visit Jason Pamment’s website (www.jasonpamment.com) to answer the

following questions about pelicans.

- What ability makes the brown pelican very special?

- Name four things about the physical features of brown pelicans that enable them
to have this special ability.

- What is the name for how these physical features have changed over time?
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