


Sparked by a public display of sexual harassment in 2012, GTFO pries 
open the video game world to explore a 20 billion dollar industry that is 
riddled with discrimination and misogyny.

In recent years, the gaming community has grown more diverse than 
ever. This has led to a massive clash of values, and women receive the 
brunt of the consequences every day, with acts of harassment ranging 
from name calling to cyber vandalism and death threats. 

Through interviews with video game developers, journalists, and 
academics, GTFO paints a complex picture of the video game industry, 
while revealing the systemic and human motivations behind acts 
of harassment. It delves into such topics as the portrayal of women 
in video games, the history of women in gaming, the experiences 
of women in the industry itself, the culture of games, and the 
discouragement of young girls from participating. GTFO is the 
beginning of a larger conversation that will shape the future of the 
video game world.

About the film

Synopsis





Video games may be viewed by outsiders as a male- dominated field. Yet 
in 2014, women surpassed men as the majority of all video game players 
at 52%. Every day, women in this industry are subjected to harassment 
and threats simply due to their gender. This phenomenon has been 
covered by a wide array of major outlets, from the New York Times to 
The Colbert Report. Along with GTFO, activists in the world of gaming 
are now working to make it a more inclusive industry. You can find out 
more at GTFOthemovie.com/resources .

History/ Background





In March of 2012, a good friend of mine 
sent me a 15 minute video of a young 
women being sexually harassed by her 
coach during a live streamed gaming tour-
nament. As a non-gamer and a complete 
outsider to this world, I was shocked. I 
immediately began filming interviews with 
women and men to get to the bottom of 
why misogyny is such a huge problem in 
the video game industry. Over the next 
few years, I spoke with casual and profes-
sional gamers, artists, writers, developers, 
academics, and journalists. I soon came to 
realize that there is an enormous variety of 
experience in the world of video games; 
while the industry is booming and some 

“Shannon Sun-Higginson’s 
documentary is an entertaining, 
accessible survey of misogyny in
the videogaming world.”
- Dennis Harvey, Variety

“GTFO is brutally effective – intelligent, 
thought-provoking, and thorough.”
- Jason Bailey, Flavorwire

women have had overwhelmingly positive 
experiences, others are being targeted for 
brutal harassment campaigns, with every-
thing ranging from name calling to privacy 
leaks to serious threats. I looked for recur-
ring themes in these women’s stories and 
divided the film into chapters - or “video 
game levels” - to examine the cultural and 
historic context of misogyny in gaming. 
The title, which stands for “Get The F&#% 
Out,” was inspired by a common mes-
sage that many women receive when they 
attempt to enter this world. “GTFO” is a 
launching point to a much larger conversa-
tion that we need to have about women in 
video games.



Shannon Sun- Higginson is a documentary 
filmmaker from New York City. In 2009, 
her first documentary short “Hapa 
Perspectives” aired on Current TV. She 
has worked as a Production Coordinator 
at Zero Point Zero Production on the 
documentary television programs “No 
Reservations” on The Travel Channel 
and “Parts Unknown” on CNN. She has 
also worked as an Associate Producer 
on such programs as “City.Ballet” on 
AOL On and “The Getaway” on Esquire 
Network. She is currently producing her 
second feature documentary about a 
family enduring an unspeakable tragedy, 
entitled “The Witman Project.”
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“For a documentary so intent on humanizing women who have been 
dehumanized by their own industry, these in-home interviews and cameos from 
the subjects’ children and male allies are key.”
- Joanna Robinson, Vanity Fair



Anita Sarkeesian-
Anita is a Canadian- American 
feminist, media critic and 
blogger. She is the author 
of the video blog “Feminist 
Frequency” and the video 
series Tropes vs. Women in 
Video Games, which examine 
tropes in the depiction of 
women in popular culture. 
Following the Launch of her 
Kickstarter for her video series 
in 2012, she became the 
target of a prominent online 
harassment campaign.

Jennifer Hepler-
Jennifer was a senior writer at 
BioWare. Prior to leaving the 
company in August 2013 she 
worked on Dragon Age: Origins, 
Dragon Age II, Dragon Age: 
Inquisition and Star Wars: The 
Old Republic. Before joining 
BioWare, Jennifer worked 
as a freelance writer. She is 
currently the lead writer on 
Disruptor Beam’s “Game of 
Thrones: Ascent,” as well as
working on other freelance 
writing projects.

Maddy Myers-
Maddy is an editor at The Mary 
Sue. She hosts a weekly gaming 
podcast called Isometric on the 
5by5 Network. She also writes 
song, solo and with her band 
Robot Knights. She was a former 
video game critic for the Boston 
Phoenix. Her freelance writing 
has also appeared in Kill Screen 
magazine, re/Action, Gameranx, 
The Border House, Slice of MIT 
and MIT Technology Review.



Todd Harper-
Todd is currently a visiting 
lecturer at the University of 
Baltimore’s program in
Simulation and Digital 
Entertainment. He recently 
finished a position as a 
postdoctoral researcher at the 
MIT Game Lab. He began at 
the lab in 2010 shortly after 
finishing his doctorate in Media 
Studies at Ohio University’s 
School of Media Arts and 
Studies. In 2013 he also wrote 
a book entitled The Culture 
of Digital Fighting Games: 
Performance and Practice.

Jessica Hammer-
Jessica is an assistant professor 
at Carnegie Mellon University, 
jointly appointed between 
the HCI Institute and the 
Entertainment Technology 
Center. She studies how 
games can change the way 
people think, feel, and behave; 
her other research interests 
include creativity, gender, 
mobile technologies, and 
community design.

Robin Hunicke-
Robin is an American video 
game designer and producer, 
and co- founder of Funomena. 
Hunicke began her career at 
Electronic Arts where she 
worked on multiple games 
including MySims as Lead 
Designer and Boom Blox and 
its sequel as a Producer. After 
leaving EA, she was hired by 
thatgamecompany where she 
produced Journey, an online 
cooperative game for the 
PlayStation 3.

Rhianna Pratchett-
Rhianna has been a professional 
writer for 15 years. Having 
written numerous features and 
columns on games, movies and 
books and originally cutting her 
journalistic teeth on PC Zone 
magazine and The Guardian 
newspaper, Rhianna moved 
into script writing and narrative 
design in 2002. She is perhaps 
best known for her writing on 
such titles such as Tomb Raider, 
Heavenly Sword, Overlord, and 
Mirror’s Edge.

Mattie Brice-
Mattie is currently an 
independent, medium- agnostic 
game designer. There are 
many philosophies going 
into her work; for one, she 
makes games on accessible 
platforms that people without 
programming knowledge or 
reserves of disposable income 
can develop on. This includes 
programs like RPG Maker 
VX, Twine, and also analogue 
games. She is perhaps known 
for her personal game Mainichi, 
released in 2012.

Brianna Wu-
Brianna is an American video 
game developer. She co 
founded Giant Spacekat, an 
independent video game 
development studio alongside 
Amanda Warner in Boston, 
Massachusetts. She is also 
a blogger and podcaster on 
matters relating to the video 
game industry.

Courtney Stanton-
Courtney is a technical program 
manager, independent game 
producer, and interactive fiction 
maker based in Boston. She 
reads the entire internet every 
day and can be found writing 
her blog, Super Opinionated. 
She also runs a yearly game 
developer conference called 
No Show.

Brenda Romero-
Brenda is the longest 
continuously serving woman 
in the video game industry. 
She has worked with a variety 
of digital game companies as 
a game designer or creative 
director, including Atari, Sir- tech 
Software, Electronic Arts and 
numerous companies in the 
social and mobile space. She is 
presently the Game Designer 
in Residence at the University 
of California at Santa Cruz and 
the Co- founder, Chief Operating 
Officer of Loot Drop. She is 
the recipient of the Microsoft’s 
2013 Women in Games 
Lifetime Achievement Award.



Discussion Questions for Audience 

1. Both men and women are subject to stereotypes in real life and in video game 
culture.  What are some of those stereotypes and why do you think they exist?

2. Do you think the portrayal of women in games has an impact on the attitudes 
of the players? What about violence in games? Why or why not?

3. How do the issues of misogyny in gaming relate to or differ from 
discrimination or inequality in other industries? 

4. Is there anything about the film that surprised you?  

5. Have you witnessed or experienced harassment yourself in this or other 
ways?  If so, how did you handle it?

6. After seeing the film, would you encourage or discourage a woman from 
entering this industry?

7. What actions can be taken to help women feel more accepted in the       
gaming industry? 



• What is the Proteus effect?  Do you 
think it is something game designers 
should consider when creating a game?

• What is it about gaming that 
exacerbates the wider cultural 
problem of misogyny?

• How does perpetuating stereotypes 
play into Social Cognitive Theory?

• Explain the evolution of the term 
“girl gamer.”  Is it okay to use it when 
referring to oneself or others?

• How could we better encourage 
diversity & inclusion in gaming culture?  

• What is the best way to deal with/
cope with the damage that online 
harassment can do?  

Discussion Questions for Expert Panel 

• There is a new experiential video 
game experience emerging in which 
the goal of the game is to heal/
understand oneself better.  Do you 
see this as a valuable aid to the 
mental health & social industry?  Do 
you think it could change how we 
construct traditional games/portray 
individuals within the games?

• If you witness behaviors online that 
are not okay with you, should you 
step in and fight back?

• Should we have conversations 
with our children about appropriate 
behaviors online?  If so, at what age?

• How can we be better informed of the 
issues intersecting gender equality, 
social justice and gaming culture?



Additional Resources & Reading

Additional resources & readings – List of organizations, readings, events etc., which would provide 
the attendees and facilitators with direction in seeking additional/ supplemental information.
A list of readings can be found below. A list of organizations can be found at GTFOthemovie.com.

Gender and Racial Stereotypes in Popular Video Games by Yi Mou and Wei Peng 
https://www.msu.edu/~pengwei/Mou%20Peng.pdf

The Effects of the Sexualization of Female Video Game Characters on Gender Stereotyping and Female 
Self-Concept by Elizabeth Behm-Moawitz and Dana Mastro 
http://www.academia.edu/1865189/The_Effects_of_the_Sexualization_of_Female_Video_Game_Characters_on_Gender_Stereotyping_and_

Female_Self-Concept

Objectification of Women in Video Games 
http://www.salzburg.umd.edu/unesco/objectification-women-video-games

It’s Dangerous to Go Alone: Why Are Gamers So Angry? By Arthur Chu 
http://www.salzburg.umd.edu/unesco/objectification-women-video-games

Teen Girls Love Video Games, but They’re Really Quiet About It by Amanda Marcotte 
http://www.slate.com/blogs/xx_factor/2015/08/18/teen_girls_play_video_games_but_they_minimize_their_contact_with_other_players.html

From impunity to justice: Exploring corporate and legal remedies for technology-related violence against 
women. 
http://www.genderit.org/articles/impunity-justice-exploring-corporate-and-legal-remedies-technology-related-violence-against

How Technology Issues Impact Women’s Rights: 10 Points on Section J. Retrieved from 
http://www.genderit.org/articles/how-technology-issues-impact-women-s-rights-10-points-section-j

Call for Participation: IGF Best Practice Forum Defining Practices to Counter the Abuse of Women 
Online. 
https://docs.google.com/document/d/1c8zV8AqaVsD4Ccsum7p8xuF5w9mfG_M6z4Td2Zd3GR4/edit?usp=sharing 

Revenge of the Nerds: Sex, Race, and Rage in Nerd Culture.  
https://www.youtube.com/watch?v=hb_8K3bz3wY

The Supreme Court is about to tackle online threats for the first time 
http://www.theverge.com/2014/11/26/7292755/supreme-court-tackle-online-threats-elonis

How Do Internet Trolls Justify Their Nasty, Misogynist, Life-Ruining Behavior? 
http://www.alternet.org/books/how-do-internet-trolls-justify-their-nasty-misogynist-life-ruining-behavior

Facing the Challenge of Online Harassment.  
https://www.eff.org/deeplinks/2015/01/facing-challenge-online-harassment
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