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Our game follows the story 
of Mia, a native of GenTOPIA, 
which is a confederation of 
gender-equal planets. 

The story of

Mia
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Lorem ipsum

Mia is sent to Earth to see 
if it qualifies as sufficiently 
gender-equal to join 
GenTOPIA. 
     . 
Mia's mission is to rectify 
inequalities, thus ensuring 
that Earth can join 
GenTOPIA, and she can 
finally return to her own 
planet. 
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TANIA

ZOE

MAR

Mia accompanies a group 
of local people through 9 
scenarios and activities, 
observing everyday life on 
Earth.

She has heard that Earth 
is a progressive place, 
but she is surprised by 
many of the things she 
observes      . 
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When each of these 9 
situations  is complete, 
her work on that issue 
is done, and she is 
rewarded with a badge 
certifying that part of 
the mission has been 
completed.
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planet EarthMia's mission will be 
completed when she 
collects all 9 badges, 
having successfully tackled 
Earth's problems regarding 
sexism and gender-based 
and sexual abuse. 

Earth is now part of 
GenTOPIA.
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What is GENTOPIA
GenTOPIA is a game-based educational resource aimed at students (14 -16 years) in second-level education. It is 
designed for teachers who deliver subjects relating to issues of personal development, digital safety, gender equa-
lity and relationships and sexuality education.

Who are we?
We are a consortium of teachers, game designers and academic experts in gender, gender-based violence, serious 
games, game design and education studies. The project is funded under the ERASMUS+ programme, and involves 
partners from Spain, Ireland, Hungary, Turkey, Romania and Portugal.

Why do we need to educate young people about 
gender?
Equality between women and men and non-discrimination are core values of the European Union, and are firmly 
embedded in the Treaties of the European Union, the Charter of Fundamental Rights of the European Union and 
secondary legislation. Despite this, gender inequality persists in most European countries at the level of govern-
ment representation, institutional decision-making, remuneration, division of domestic labour and childcare, and 
gender-based and sexual violence and abuse.
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The most comprehensive survey on violence against 
women at EU level – based on interviews with 42, 000 
women in all 28 EU Member States on their experiences 
of physical and sexual violence, sexual harassment and 
stalking over the past year and since the age of 15 – 
was published by the EU Agency for Fundamental 
Rights (FRA) in 2014. The results paint a stark picture of 
the nature and extent of violence against women 
across the EU. The survey data show that one woman in 
three has experienced some form of physical and/or 
sexual violence since the age of 15. One in 10 women 
has experienced some form of sexual violence since the 
age of 15, and one in 20 has been raped. Just over one 
in five women has experienced physical and/or sexual 
violence from either a current or previous partner, 
whilst 43 % of women have experienced some form of 
psychologically abusive and/or controlling behaviour 
when in a relationship.

In addition to this, online hate, abuse and violence have 
become an urgent global problem for people of all ages 
and backgrounds, but disproportionately for women 
and girls, people of colour, LGBTQ people and people 
with disabilities (Ging and Siapera, 2019). A number of 
large-scale reports recently conducted by Amnesty, the 
UN, the EU and the Pew Research Center have docu-

mented both the scale and the devastating impact of 
gendered hate, both on individual women and on 
democracy more generally. An Amnesty report publi-
shed in 2017 showed that almost a quarter (23%) of the 
women surveyed across eight countries said they had 
experienced online abuse or harassment at least once, 
ranging from 16% in Italy to 33% in the US. Across all 
eight countries, just under half (46%) of women respon-
ding to the survey who had experienced online abuse 
or harassment said it was misogynistic or sexist in 
nature. In response to a growing body of evidence, in 
her 2018 report, the then United Nations Special 
Rapporteur on Violence against Women, Dubravka 
Šimonović, identified online violence against women 
and girls (VaWG) as a new challenge and a priority issue.

The international research shows that women and girls 
are much more likely than men and boys to receive 
unsolicited sexual content (cyberflashing), to be pressu-
red into sending sexual images (nudes), and to face 
slut-shaming and victim-blaming if their sexual images 
are shared non-consensually (Hasinoff 2014; Naezer 
and van Oosterhout 2021; Ringrose et al. 2022, Andrea-
sen et al. 2022). Online sexual harassment and abuse is 
an especially urgent issue for young people, for whom 
digital spaces are key sites of communication, identity 
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formation, self-expression and sexual interaction. Gen-
der-based and sexual abuse, harassment and bullying 
thus pose a significant threat to young people’s digital 
rights and to (digital) democracy more generally. 

The GenTOPIA game and multimedia handbook tackle 
gender inequality in its various forms, starting with 
casual sexism and moving along the continuum of 
inequality to address a range of injustices and harms, 
from discrimination in sport to sexual violence and 
consent.

The game does not presuppose a context in which men 
are exclusively perpetrators and women are victims. 
Instead, it is based on the international evidence, which 
shows that the majority of gender-based and sexual 
abuse, experienced by both women and men, is perpe-
trated by men. Nor does it presuppose a heterosexual 
norm: instead, we adopt an intersectional approach to 
consider how power structures involve complex inte-
ractions between gender, sexuality, race, class and 
ability. The key message of this game is that gender 
stereotyping and sexism disadvantage not just women 
but everyone, and we devote several activities to mas-
culinity and the negative emotional and psychological 
impact on boys and men of gender ‘straight-jacketing’.

Why use a digital game to promote 
gender equality?
Serious games have been used for several decades in a 
wide range of training and educational contexts, from 
healthcare and flight simulation to improving numeracy 
and literacy. More recently, there has been a rise in the 
use of prosocial or advocacy games. These games go 
beyond merely teaching information or skills, to chan-
ging users’ attitudes and behaviour. This is achieved 
through a number of strategies, including imaginative 
empathy (putting yourself in someone else’s shoes), 
revealing the consequences of certain behaviours, and 
appeals for solidarity or active bystanding. 
 
Most ‘serious games’ tend to focus on motor skills or 
strategy development, and reward quick thinking (Ging 
and Judge, 2010). GenTOPIA’s aims are more complex. 
As a social justice game, it is designed to raise aware-
ness of various issues, to stimulate critical thinking, 
encourage empathy and even change the player’s 
worldview. According to Marc Prensky (2001: 5), ‘…one 
of the most interesting challenges and opportunities in 
Digital Game-Based Leaning is to figure out and invent 
ways to include reflection and critical thinking… and still 
make it fun.’
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The GenTOPIA digital game and Multimedia Handbook 
tackle the issue of sexual and gender-based violence by 
addressing a wide range of societal attitudes and 
norms, which perpetrate inequality and harmful stereo-
types. In addition to improving equality and inclusivity 
within schools, the impact of this resource extends 
beyond the educational context to society generally: 
because it tackles the root causes of gender violence, 
inequality and gender-based bullying, GenTOPIA will 
have long-lasting societal effects by transforming the 
attitudes and prejudices that give rise to these beha-
viours and power imbalances. 

The research behind our game
In order to identify the key issues affecting young 
people, we conducted surveys and focus groups with 
young people (14-16 years) in each of the partner coun-
tries. We also asked them about their favourite types of 
games, and which gaming features they most liked or 
disliked. 

The survey research showed that young people play 
games with a variety of videogame features based on 
their favourite games. GenTOPIA strategically manipula-
tes these features to encourage a more engaged and 
relatable experience when faced with learning about 
gender equality and tackling gender-based violence in 
society.

Regarding the key problems young people face both 
off- and online, there were some country-specific varia-
tions. For example, in Romania, some participants cited 
their parents’ relationships (infidelity, domestic abuse) 
as a significant problem in their lives, while in Spain 
levels of image-based sexual abuse (receiving unwan-
ted ‘dick pics’ and being pressured to send nudes) were 
especially high. Coercive control was most apparent in 
Turkey in Romania, with many 14-year-old girls repor-
ting that it was normal for boyfriends to check their 
phones and have access to their Instagram accounts. 
Despite these discrepancies, a number of key themes 
were common to all participating countries:

• Gender-based and sexual abuse online and offline
• Coercive control, jealousy, cyberstalking, checking 
phones
• Receiving unwanted sexual images and pressure to 
send nudes
• Sexualisation of girls and women online
• Sexist attitudes about / exclusion from sport
• Sexism in gaming
• Lack of confidence about / being judged on one’s 
appearance
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In all countries, significantly more girls than boys expe-
rienced all of these phenomena. Boys were also less 
aware of the existence or prevalence or these issues. 
However, the majority of participants everywhere felt 
that boys’ and girls’ experiences of the online world 
were very different. Sexism in gaming manifested both 
at the level of excluding girls as real gamers and in 
terms of expectations about what female game charac-
ters should look like (attractive, thin, sexual). Exclusion 
from sport was a recurring theme, with the majority of 
girls wanting to be included in all sports, and the majo-
rity of boys arguing that girls should be excluded from 
‘male’ sports.

Overall, the prevalence of sexism and gender-based 
harassment is cause for concern. In Spain, 30% of parti-
cipants had experienced sexism online and 40% had 
experienced gender-based abuse in real life. More than 
half had received unwanted sexual images and 40% 
had been asked to send nudes of themselves. Also, in 
Spain, some female participants reported that revenge 
(i.e. ‘revenge porn’) was normal after a relationship 
break-up. This normalisation of coercive control and 
image-based sexual abuse calls for urgent intervention. 
Finally, our findings show that girls are much less likely 
than boys to identify as gamers. We hope that this 

game can help to rectify this imbalance by introducing 
more girls to the pleasures of gameplay.  



About the game
Although the gameverse is fictional, GenTOPIA is based 
on realistic scenarios and involves a series of interactive 
activities, which address gender stereotypes, consent, 
digital safety, street harassment, coercive control, 
non-consensual image sharing, and homophobic bull-
ying. The game context is a SIMS type world, segmented 
into different aspects of daily life  – school, sport, social 
life, social media and home.
 
The central character of the game is Mia, an alien who 
crash lands on Planet Earth. Mia is a native of GenTOPIA, 
which is a confederation of gender-equal planets. She is 
sent to Earth to see if it qualifies as sufficiently gen-
der-equal to join GenTOPIA. Mia’s mission is to rectify 
inequalities, thus ensuring that Earth can join GenTOPIA, 
and she can finally return to her own planet. She accom-
panies a group of young people through 9 scenarios and 
activities, observing everyday life in Earth society. Mia 
has heard that Earth is a progressive place, but as she 
observes various scenarios unfolding, she realises that 
this is not the case. The player thus sees earth and its 
gendered cultures through an outsider’s perspective 
(Mia’s eyes), prompting a critical re-evaluation of 
taken-for-granted norms and values. 

When the player clicks on an icon (e.g. the classroom, the 
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skate park), they enter a scenario, which is observed and 
mediated by Mia. After clicking through the scenario, the 
player must answer some questions and complete an activity 
or mini game. When they have successfully done this, they 
receive a badge. All 9 scenarios and associated activities must 
be completed before the player achieves their 9 badges. 
Mia's mission is then complete, having successfully tackled 
Earth's problems regarding sexism and gender-based and 
sexual abuse, and she can return home. 



The game genre is role playing game (RPG). Role playing 
games allow players to adopt the perspective of ano-
ther person or avatar and experience their world. Gen-
TOPIA adopts the RPG genre by enabling the player to 
observe problematic situations from Mia’s perspective, 
and to participate with her in resolving them.  
 
The mini games, scenarios and associated activities 
promote variety and concentration. GenTOPIA has a 
number of other game features that enhance player 
engagement with the game. The graphics and art style 
are visually appealing, in line with best design multime-
dia content for younger age-groups. The colour scheme 
is gender-neutral and resembles the colours found in 
Manga, Anime, Comic Books, other games and TV 
shows. These are purposive strategies designed to 
engage young people and trusted adults (e.g. teachers), 
by combining serious gender content with young peo-
ple’s interests in gaming. Additionally, GenTOPIA uses 
engaging music, voiceovers by real teenagers, and 
sounds that are familiar from other popular games 
young people play. 
 
The game includes other special features such as mani-
pulation and control features that give the player an 

How to use the game AND 
HANDBOOK in the classroom
 

The multimedia handbook is divided in three thematic 
sections: 

1. Sexism and Stereotyping, 
2. Consent and 
3. Gender-based Violence, Harassment and 
Abuse
 
Under each of these headings, there are 3 sections. Each 
of these sections corresponds to a scenario in the game. 
The handbook explains how to work through the game 
scenarios and activities, and provides additional activities, 
explanations and resources. 

Although students can play the various scenarios and 
activities of the game in any sequence, it is best for tea-
cher and students to work through the game in the linear 
structure outlined by the handbook: this is because it 
starts with more basic concepts such as stereotyping and 
everyday sexism, and then moves on to show how these 
phenomena are used to justify more serious incidents of 
discrimination and power abuse.
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increased sense of autonomy, competence and related-
ness (Deci, Koestner and Ryan, 2001). In serious games, 
these features are considered essential in motivating 
players to identify with social issues and tackle them 
accordingly in real-life social situations.
 
The player can get to know more about each of the 
characters by clicking on this icon:

increased sense of autonomy, competence and related-
ness (Deci, Koestner and Ryan, 2001). In serious games, 
these features are considered essential in motivating 
players to identify with social issues and tackle them 
accordingly in real-life social situations.
 
The player can get to know more about each of the 
characters by clicking on this icon:
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SECTION 1: 
SEXISM AND STEREOTYPING

Rationale: Pressure on boys to be typically mas-
culine often comes from their friends, fathers and 
other male relatives. Boys who do not conform to 
typical masculinity are often subjected to homophobic 
bullying. Many attributes that are deemed masculine 
are positive, e.g. strength, confidence, rationality, cou-
rage, etc. But these are not exclusive to boys and men 
– girls can be all of these things too.
On the other hand, many attributes that are deemed 
masculine are limiting and potentially dangerous, e.g. 
not showing emotion, not talking about feelings, not 
asking for help, or not developing or showing empa-
thy.
Learning outcomes: This section and the 
associated game activities are designed to encourage 
boys (and girls) to rethink the norms associated with 
male identity. The game scenario shows Jude, a boy 
who likes painting and dislikes DIY, helping his father. 
His father is disappointed that he prefers a ‘non-mas-
culine’ activity. Students are encouraged to unpack the 
difference between biological sex and gender, and to 
understand that gender is socially constructed.

FIRST, WATCH THE SCENARIO TOGETHER
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Masculinity – challenging 
stereotypes

In the garden



Then play the game with students. 
This requires the player to destroy 4 problematic state-
ments about boys:

Boys don’t cry – Boys and girls experience the same 
emotions but very often boys are taught not to show 
them. Teaching boys to suppress emotions and act 
tough makes it harder for them to process and com-
municate complex emotions in life, and to reach out 
for help when they need it.
Be brave – Courage is a virtue in everyone – male or 
female. Boys should not feel that they have to fight or 
act hard to prove that they are brave.
Man up! – Saying this implies that strength and coura-
ge are male traits. It also puts pressure on boys to act 
hard.
Boys will be boys – This is usually just an excuse for a 
lot of toxic behaviours, like physical violence, bullying 
and harassing girls. 

Bottling up emotions is harmful – it can lead to depres-
sion, violence and even suicidal feelings
Lots of men won’t ask for help because they have been 
taught it is a sign of weakness.

SUGGESTED ADDITIONAL ACTIVITY 1
In groups, ask the students to talk about these diffe-
rent statements (Boys don’t cry, be brave, man up, 
boys will be boys):

 How do they make boys feel?
 What happens when boys act hard?
 How can boys break away from harmful stereo-
types?

SUGGESTED ADDITIONAL ACTIVITY 2
Talk to students about activities or skills they consider 
to be ‘masculine’ or ‘feminine’. Then ask if they them-
selves conform to these norms. Questions worth con-
sidering in groups:
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What does it mean to be a man?
People often say a lot of 
damaging things to and about 
boys. Let’s have a look:

Very often boys don’t really 
want to act hard but it earns 
them approval and status 
from other men.
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and harassing girls. 

Bottling up emotions is harmful – it can lead to depres-
sion, violence and even suicidal feelings
Lots of men won’t ask for help because they have been 
taught it is a sign of weakness.

SUGGESTED ADDITIONAL ACTIVITY 1
In groups, ask the students to talk about these diffe-
rent statements (Boys don’t cry, be brave, man up, 
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SUGGESTED ADDITIONAL ACTIVITY 2
Talk to students about activities or skills they consider 
to be ‘masculine’ or ‘feminine’. Then ask if they them-
selves conform to these norms. Questions worth con-
sidering in groups:



ADDITIONAL RESOURCES

The Man Box 

Promoting Healthier Masculinities in Primary and 
Secondary Schools 

Breaking the Boy Code Podcast

 

 - If painting is considered feminine, why are most 
famous painters male?
 - If cooking is considered an activity for girls, why 
are so many famous chefs male?
 - Is it easier for girls to do ‘boy’ things than it is 
for boys to do ‘girl’ things? Why?
 - Are you ever afraid to do something not typical? 
Why? What might happen?
 - How could we work to change this in our class-
room and in our school?
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There are lots of different 
masculinities and lots of 
different ways to be a man. 
Let’s just be ourselves!



SECTION 1: 
SEXISM AND STEREOTYPING

Sport and sexism

Rationale: The physical activity gap between girls 
and boys starts early. Research shows that girls’ parti-
cipation in sport plummets during adolescence, with 
only 7% of girls age 14-15 years meeting recommen-
ded physical activity levels. By contrast, girls who 
pursue sport in their teenage years are much more 
likely to continue exercise in adulthood. Involvement 
in sport can provide girls with independence, valida-
tion, pride, a sense of connection and better tools to 
deal with teenage pressures.

Most girls give up sport due to peer influence, lack of 
confidence, lack of encouragement and self-conscious-
ness about their bodies. Therefore, initiatives which 
encourage confidence, challenge negative stereotypes 
and provide positive role models can help address this 
problem. It is also important for boys to recognise the 
inequality in playground dynamics, and how they can 
disadvantage and exclude girls from sporting activi-
ties.

Learning outcomes: Students are encouraged 
to rethink their abilities and favourite activities beyond 
the confines of gender. Girls are exposed to positive 
role models, and stereotypical prejudices about girls’ 
sporting ability are challenged.

FIRST, WATCH THE SCENARIO TOGETHER
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Then play the game with students. 
This is a true-or-false quiz about the Olympics:

 The Olympic decathlon – where the world’s grea-
test athlete is crowned – includes  a women’s event 
[FALSE] 

 The most common words used to describe male 
athletes during the 2012 London Summer Olympics 
was “fastest” and “strongest” whereas the top words 
for female athletes were “married” or “unmarried.” 
[TRUE]

 The Olympic 50km race walk includes a women’s 
event [FALSE]

  In October 2018, the Youth Olympic Games 
Buenos Aires 2018 were the first fully gender-balan-
ced Olympic event ever [TRUE]

  In Olympic gymnastics, men and women wear 
the same clothes and perform the same exercises 
[FALSE]

Rationale: Image-based sexual abuse has become a 
significant problem among youth. IBSA includes sending 
unwanted intimate images (nudes), pressuring someone 
to send intimate images of themselves, non-consensual 
creation or distribution of private sexual images (inclu-
ding deepfakes) and any form of sexual coercion, intimi-
dation or threat (sextortion). Male peer groups often 
exert pressure on boys to obtain and distribute nudes, 
and they may share these images without thinking about 
the trust violation and harm it causes. Meanwhile, many 
educational interventions wrongly focus on girls, warning 

them of the reputational damage that could follow if 
they send an intimate image. Responsibility and 
accountability must lie with the person who violates 
trust.

Learning outcomes: The purpose of this 
game activity is to encourage students to think about 
digital consent and the ethics of image-sharing. It also 
teaches about victim-blaming and how media repor-
ting can encourage this. Ultimately it is about encoura-
ging empathy and taking responsibility. 

FIRST, WATCH THE SCENARIO TOGETHER



long-distance runners than men - a recent study that 
tracked ultramarathon running times worldwide over 
two decades found that women tend to outrun men, 
after 195 miles. On average, women are 0.6% faster 
than men during ultra-races around the 200 mile 
mark and beyond.

It is not attractive for a woman to look 
muscular
FALSE: Stereotypical standards of female beauty 
reinforce the myth that women are weak and in need 
of male protection. Bodies come in all sizes and 
shapes – what we find attractive is subjective, and 
should not be dictated by narrow and unattainable 
standards.

Men have to be bulked up to be attractive 
FALSE: Stereotypical standards of male attractiveness 
reinforce the myth that men have to be muscular. 
Bodies come in all sizes and shapes – what we find 
attractive is subjective, and should not be dictated by 
narrow and unattainable standards.

Women shouldn’t sweat
FALSE: Physical exertion makes everyone sweat – it’s 
normal and healthy.

SUGGESTED ADDITIONAL ACTIVITY 1
Divide students into 5 groups and ask each group to 
discuss one of the following sexist myths. After they 
have reported on their conclusions, read out the facts 
and ask students to reflect on how close or far they are 
from the facts.

Women can’t throw
FALSE – there is no innate difference in men’s and 
women’s ability to throw. Like bike riding or skating, it 
is learned, and you can only improve with practice. 
Depending on whether you are right- or left-handed, 
pick up a ball with your other hand. Unless you are 
ambidextrous, you will throw ‘like a girl’ because you 
haven’t trained your leg, hip, shoulder, and arm mus-
cles on that side to work together for throwing.

INTERESTING FACT: Japanese baseball pitcher Ayami 
Sato can throw close to 80 miles an hour. Her curveball 
was clocked at 2,583 revolutions per minute.

Women’s bodies are not designed for streng-
th or endurance
FALSE: Yes, there are significant differences between 
women’s and men’s bodies, resulting  in a performance 
gap of approximately 10%. However, women are faster 
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SUGGESTED ADDITIONAL ACTIVITY 2
Eight in ten Olympic commentators were men 
(82.0%).
 
Two-thirds of women athletes (69.6%) wore revea-
ling outfits compared to half of men athletes (53.5%)
 
Women tennis players were referred to by their first 
names 52.7% of the time compared to 7.8% of the 
time for men.
 
Women athletes were about ten times more likely to 
be visually objectified with a camera angle than men 
athletes (5.7% compared with 0.6%)
 
Male athletes were referred to as “male [athlete|s-
port]” just 2.0% of the time compared with 13.6% for 
women athletes.
 
Women athletes were seven times more likely to be 
referred to using a gender diminutive (e.g., “girl”) 
than men athletes.

Organise students into groups and ask them to talk 
about how radically things have changed over time. 

Each group can research the gendered history of a 
different sport. The purpose of this is to give them the 
sense that things can continue to change.
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SUGGESTED ADDITIONAL ACTIVITY 3

Media coverage of sport:

Let’s look at primetime media 
coverage of the 2021 Olympic 
Games. Women received 59.1% of 
screen time – that’s great 
news! BUT –



Ask students what they think of these facts:

         Why do these inequalities persist?
         What do they mean / tell us about society?
         How might these inequalities affect our ideas about 
girls / women and sport?

ADDITIONAL RESOURCES

ALWAYS Like a Girl campaign - 

Why do girls stop playing sport? Let’s ask them -

Anna Geary: Why Girls Quit Sport - 
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SECTION 1: 
SEXISM AND STEREOTYPING

Challenging gender 
stereotypes – careers
Rationale: Gender-stereotypical attitudes and lack 
of role models prevent many young people from choo-
sing school subjects – and ultimately careers – that best 
suit their interests and abilities. The gender-normative 
messages children and young people receive can take 
many forms, from subtle discouragement to outright 
sexist statements such as “Boys are better at maths”. 
Many of these ideas derive from discredited biological- or 
genetic-determinist understandings of gender. Although 

they have been widely debunked by both gender theo-
rists and neuroscientists, sexist myths still persist in 
society and often make their way into the classroom in 
the form of both conscious and unconscious bias.

Learning outcomes: This section and the 
associated game activities encourage students to criti-
cally engage with limiting gender stereotypes, and to 
identify the sources and nature of these stereotypes.

FIRST, WATCH THE SCENARIO TOGETHER
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science and engineering. But over time, societal atti-
tudes and lack of role models discourage many girls 
from choosing this route. Parents’ expectations, 
media stereotypes and comments from teachers also 
make girls less confident than boys about their abili-
ties in STEM subjects. This is not the same everywhe-
re. For example, women account for 40% of engi-
neers in China, 44% of engineering graduates in Ma-
laysia, and accounted for 58% of engineers in the 
former USSR. 
 
MYTH: Girls and boys are born with different brains
REALITY: Brains are not hard-wired – they are plas-
tic. This means they are changed over time by the 
education we receive, the toys we play with, the jobs 
we do, the hobbies we have, and the sports we play. 
The brain is like a satnav – it follows and picks up its 
rules from the outside world. These rules change 
how the brain works and how we behave. This means 
the nature versus nurture argument is false – there is 
a constant two-way flow of traffic between them.
 
MYTH: Women are too emotional for certain jobs
REALITY: This judgement is measured against a 
masculine standard of what is considered to be a 

Then play the game with students. 
This involves helping Mia to destroy 6 gender myths 
in the form of meteors and missiles from the bias 
spaceship. Each time a myth is destroyed, the  true 
facts appear 

MYTH: Girls are bad at maths
REALITY: There is no biological gender difference in 
mathematical ability. But stereotypes like this affect 
girls’ confidence and therefore ability to perform well. 
In the 2011 Trends in International Mathematics and 
Science Study (TIMSS), there were no significant diffe-
rences in the mathematics scores of Australian boys 
and girls in Year 4 or Year 8. Of particular note, Year 8 
girls outperformed boys in mathematics in thirteen 
countries, compared to only seven countries where 
boys outperformed girls. In Singapore, female and 
male students perform equally in maths. The Singa-
porean system is proof that the girls can be world 
leaders in mathematics when placed in the right 
education environment.
 
MYTH: Women are not usually interested in enginee-
ring
REALITY: In primary / elementary school, about as 
many girls as boys have positive attitudes toward 
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‘normal’ level of emotional expression. But we also 
know that the rules of traditional masculinity teach 
boys to suppress their emotions, leading to frustra-
tion, depression, and difficulty with speaking about 
feelings. We are also taught to perceive male and 
female expressions of emotion in the workplace 
differently - When a man storms out of the room, 
he's being passionate. When a woman storms out, 
she's considered unstable and unprofessional. It’s the 
system, not women, that needs repair.
 
MYTH: The toys we play with as children don’t make 
any difference
REALITY: When children play with toys like Lego or 
games such as Minecraft, they spend time building 
the neural networks involved in visual and spatial 
processing. When children play with dolls or games 
that involve caring for pets, they spend time building 
the neural networks involved in social skills, empathy 
and communication. Encouraging boys to play with 
one type of toy and girls with another by gender-co-
ding them means they will develop different skills 
over time. This has important implications for the 
opportunities available to them in adulthood. All 
children should be encouraged to play with all types 
of toys.

 
MYTH: Fashion design and art are girls’ jobs
REALITY: Most well-known fashion designers and 
famous artists are, in fact, male. There is nothing 
essentially female or male about creativity; yet boys are 
often discouraged from doing art, and many boys’ 
schools prioritise sporting achievements over artistic 
ones. All children should be encouraged to express 
themselves creatively – everyone has artistic talent if 
they have spent time doing creative activities when 
young.
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Rationale: Young people can become involved in 
very intense romantic relationships. Due to lack of expe-
rience, they may not know what is normal or acceptable. 
Unhealthy behaviours in relationships are on the increa-
se, often facilitated by technology (e.g. obsessive monito-
ring of texts and social media accounts, using geolocation 
services to track a person’s whereabouts). UK research 
shows that ca third of teenage girls have been in an abu-
sive relationship. Of the remaining two thirds, 64% had, 

in fact, experienced abusive behaviour but just didn’t 
realise it was abuse. Boys and LBGTQ+ people may 
also be victims of relationship abuse and coercive 
control.

Learning outcomes: Students are encouraged 
to reflect on privacy, consent and respecting bounda-
ries. They also learn to identify the ‘red flags’ which 
signal that a relationship is not healthy or that there is 
psychological abuse going on.

FIRST, WATCH THE SCENARIO TOGETHER



SUGGESTED ADDITIONAL ACTIVITY 1
Divide the class into 6 groups and assign one of the 
above topics/myths to each group to discuss in more 
detail. Ask each group to design a poster to tackle the 
relevant gender stereotyping for their topic.

SUGGESTED ADDITIONAL ACTIVITY 2 

Get students to design gender-inclusive toys for chil-
dren. They should consider the difference between 
gender-neutral (toys that avoid extreme gender associa-
tions such as swords or make-up) and gender-inclusive 
(the idea that both swords and make-up can be played 
with by both girls and boys).

 They should also consider the packaging of the toys. 

See Let Toys be Toys for ideas and inspiration - 
https://www.lettoysbetoys.org.uk/

SUGGESTED ADDITIONAL ACTIVITY 3
Divide students into groups and give each group a pile 
of old magazines (a mixture of men’s, women’s and 
gender-neutral magazines). Ask each group to cut out 
10 advertisements featuring men or women or men 
and women together. Pin all the advertisements on the 
board, grouped together under the 3 categories (men,  
women or men and women together). Ask the students 
to discuss key tropes in the representation of gender, 
paying attention to both the images and the text. Ver-
sions of this activity can also be done with e.g. fairy 
tales, video games or classical art.
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ADDITIONAL RESOURCES
Cordelia Fine - Delusions of Gender  

Gina Rippon - The Myth of the Gendered Brain

Let Toys be Toys  

The Bechdel Test 

Gender Identity and Gender Expression E-Resource 
for Second-level Schools 
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SECTION 2:  CONSENT
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CONSENT = OMG
Rationale: Understanding consent is essential for 
young people to have healthy, respectful and ethical 
relationships. Despite this, teaching about consent is 

often lacking in their formal education. Due to social 
conditioning, girls often feel under pressure to be nice. 
They also frequently worry about what others will 
think – if they resist, will they be called ‘frigid’? If they 
accept, will they be called a ‘slut’? Meanwhile, boys 
receive a lot of mixed messages from society and 
popular culture, e.g. ‘respect women’ but also ‘keep 
trying’, ‘don’t give up’, ‘no means yes’, etc. The solution 
to this problem is clear communication, respect and 
awareness of the other person. 

Learning outcomes: This section of the game 
teaches students that consent is not a simple, 
black-or-white issue of either Yes or No. It encourages 
them to discuss and reflect on the complexities of 
consent, using the game scenario as a starting point. It 
also encourages them to consider consent in broader, 
non-sexual terms, i.e. bodily autonomy, and to deve-
lop active listening skills.

NOTE: This is a potentially sensitive topic. Teachers 
need to be mindful of possible disclosures and to 
follow the school child safety policy and procedure in 
the event of a student disclosing an incident of child 
sexual abuse)

FIRST, WATCH THE SCENARIO TOGETHER

At the Juice Bar



Then students must answer the following question:
What is wrong with this conversation?
 
 Zoe is being rude [WRONG]
 Lucas does not respect Zoe’s right to say no 
[CORRECT]

You are then guided through a set of explanations on 
what consent means:

LET’S TALK ABOUT CONSENT
 
CONSENT comes from the Latin words Con (connectivi-
ty) and Sent (feelings)
CONSENT is asking or giving permission to do some-
thing
CONSENT can be communicated through what we say, 
how we say it, and what we do (e.g. body language).
 
CONSENT is…

- Clear - This means there can’t be any doubt. If it’s not 
clear, you ask
- Freely given - This means you don’t put pressure 
on another person to give consent. They must give it of 
their own free will. 
- Actively given - This means consent cannot be 
inferred. It must be active. If a person is confused or has 
consumed alcohol or drugs, they CANNOT give consent, 
even if they say yes.
- Changeable - This means a person can change their 
mind, so consent has to be confirmed more than once, 
on an ongoing basis.

QUESTION
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THIS HUMAN BEHAVIOUR IS VERY 
STRANGE INDEED. ON MY PLANET 
EVERYONE HAS THE RIGHT TO BODILY 
AUTONOMY. WE HAVE THE ABILITY TO 
SAY WHAT OUR LIMITS ARE AND TO 
RESPECT THE LIMITS OF OTHERS.



Next there is a section on bodily autonomy and res-
pecting boundaries.

MIA – on our planet, parents never share photogra-
phs of their children online without asking the child’s 
permission first
WHY? 
MIA - Because everyone has the right to control how 
images of themselves are shared

MIA – on our planet, parents never encourage their 
children to kiss or hug relatives and friends when 
they don’t want to.
WHY?
MIA - Because everyone has the right to bodily auto-
nomy. This means YOU decide what you are (un)com-
fortable with, and YOU feel empowered to say no.
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Without the ability to say what our 
own boundaries are and to respect 
those of others, young people may:

     - struggle with making healthy 
decisions later in life 
   - feel that decisions about their 
bodies are out of their control
   - blame themselves when someone 
does not respect their boundaries 
   - be put at risk of sexual assault 
perpetration or victimization.

WHY IS SO IMPORTANT TO RESPECT 
BOUNDARIES?

OK I GET IT NOW. BOUNDARIES ARE A 
LOT MORE IMPORTANT THAN  I 
THOUGHT.



Then play the consent pinwheel game with students 
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MIA – “It’s important to really 
LISTEN to what others are saying 
and to observe their body lan-
guage. Are you making them feel 
uncomfortable? Remember - No 
means no.”

SUGGESTED ADDITIONAL ACTIVITY 1
Organise students into groups. Using the bag of words, 
ask them to make an anagram (they could also use 
scrabble letters to do this).
For example:

Consent is OMG! – ongoing, mutual, given freely
Consent is FRIES – freely given, reversable, informed, 
enthusiastic, specific...

When they have developed their anagram, ask them to 
make a poster using their concept, for example:

Honest
Active

Mutual

Ongoing

Freely given

Concious

Informed

Sober

Affirmative

Enthusiastic

Reversible
Specific



ADDITIONAL RESOURCES
Consent for Kids 

Jigsaw resources on consent and sex 

Teentalk consent game

  Cycling through Consent

Three Handshakes: an activity for learning how 
consent feels
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Rationale: Identity-based bullying is any form of 
bullying related to the characteristics considered part of a 
person’s identity or perceived identity (e.g. disability, sex, 
gender, race, class, religion or sexual orientation). Sexist, 
homophobic, racist and other types of bullying are a 
serious problem in many schools. Being an Active Bystan-
der is the most effective way to deter bullies and show 
solidarity with victims of bullying. 

Learning outcomes: Students learn that 
sexist and homophobic bullying are closely linked, 
arising from a perceived threat to heterosexual male 
power and privilege. They also learn how to be Active 
Bystanders and to show solidarity with their peers.

FIRST, WATCH THE SCENARIO TOGETHER



SECTION 2:  CONSENT

SEXTING AND DIGITAL CONSENT
Rationale: Image-based sexual abuse has become a 
significant problem among youth. IBSA includes sending 
unwanted intimate images (nudes), pressuring someone 
to send intimate images of themselves, non-consensual 
creation or distribution of private sexual images (inclu-
ding deepfakes) and any form of sexual coercion, intimi-
dation or threat (sextortion). Male peer groups often 
exert pressure on boys to obtain and distribute nudes, 
and they may share these images without thinking about 
the trust violation and harm it causes. Meanwhile, many 
educational interventions wrongly focus on girls, warning 

them of the reputational damage that could follow if 
they send an intimate image. Responsibility and 
accountability must lie with the person who violates 
trust.

Learning outcomes: The purpose of this 
game activity is to encourage students to think about 
digital consent and the ethics of image-sharing. It also 
teaches about victim-blaming and how media repor-
ting can encourage this. Ultimately it is about encoura-
ging empathy and taking responsibility. 

FIRST, WATCH THE SCENARIO TOGETHER
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At Home



The player must answer a number of questions 
about the scenario – students see the consequences 
of each decision.

Then take the true or false quiz with students  

FACTS ABOUT SEXTING - TRUE OR 
FALSE?
 Images sent on sites like Snapchat cannot be 
saved and screenshotted [FALSE]
 It’s not okay for someone to pressure you into 
sending a nude [TRUE]
 Sending or receiving a nude when you’re under 
18 is against the law [TRUE]
 Everyone in a relationship shares nudes [FALSE]
 If something goes wrong, there’s no support to 
help [FALSE - link to relevant organisations in each 
country]
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FACTS ABOUT SEXTING - TRUE OR 
FALSE?History of Pride flag

The rainbow flag became a symbol of the LGBT communi-
ty in San Francisco in the USA in 1978. It was designed by 
the artist and activist Gilbert Baker and originally had 8 
colours – Pink - Red – Orange – Yellow – Green – Turquoise 
- Blue - Purple.

“Our job as gay people was to come out, to be visible, to live 
in the truth, as I say, to get out of the lie. A flag really fit that 
mission, because that’s a way of proclaiming your visibility or 
saying, ‘This is who I am!” (Gilbert Baker).



SUGGESTED ADDITIONAL ACTIVITY 1 
Organise students into groups and ask them to 
design memes or GIFs that they could use to respond 
to sexting requests. You can use https://imgflip.-
com/memegenerator to make your own memes. 
Here are some examples from the UK Childline Zipit 
app:

SUGGESTED ADDITIONAL activity 2
Organise students into groups and ask them to read the 
(fictional) newspaper article below. This activity is about 
victim-blaming and teaches students to critically analyse 
the subtle forms this can take, e.g. in media reporting of 
incidents.

Ask students to fix the article by rewriting the problema-
tic parts. When they fix each part of the text, it is impor-
tant for the teacher to explain what the problem was 
with the original article 

(see Explanations below).
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The Daily Rag
 Woman assaulted at music festival 
drank several shots and took drugs

 
Two men arrested after assaulting 
woman at music festival.
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Here is the FIXED-IT version of the article:

The Daily Rag – FIXED!



40

EXPLANATIONS 
Using the passive voice makes the perpetrator invisible and puts the focus on the victim, e.g. ‘X number of 
women were murdered’ rather than ‘X number of men murdered women’

What a victim drank is always irrelevant to the crime committed 

A witness says ‘She seemed to have lost her friends’ – this puts the blame on the woman. Maybe her friends 
lost her? Maybe her drink was spiked?

What the victim was wearing is always irrelevant to the crime committed – citing this witness comment is 
irresponsible journalism.

When we blame a woman for what she is wearing or say she is ‘asking for it’, we are saying that some men 
have not yet learned to control their desire or respect consent. The problem is with these men, and with 
those who defend them, not with women or how they dress.

Tighter controls on alcohol sales and drug use will not fix the problem – educating about consent, safer 
spaces for women and putting responsibility on perpetrators will.

The photography is deliberately suggestive. Referring to the women as ‘scantily-clad revellers’ strengthens the 
message that their clothing is risky, and that they are responsible for attracting sexual attention. By changing 
the caption, however, the journalist can undo the link between clothing and assault, putting the responsibility 
back on perpetrators.

Rationale: Sexism, homophobia and racism are 
significant problems in gaming cultures. Not only are 
representations of game characters or avatars frequently 
sexist (e.g. hypersexualised women and hyper-violent 
men) but gamers often experience abuse from other 
gamers when playing online multi-player games.

Learning outcomes: Students reflect on the 
sexist nature of many video games and on gender-ste-
reotypical game characters. These activities should 
encourage girls to feel more empowered to participate 
in gaming culture.

FIRST, WATCH THE SCENARIO TOGETHER



ADDITIONAL RESOURCES
Childline UK (Sexting and Sending Nudes)

Childline

 
Webwise

 

A Short Film about Online Grooming

 

For Your Eyes Only

 

Just for Fun

 

SpunOut (Teenager wellbeing/ mental health)
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SECTION 2: 
CONSENT

COERCIVE CONTROL/ 
HEALTHY RELATIONSHIPS
Rationale: Young people can become involved in 
very intense romantic relationships. Due to lack of expe-
rience, they may not know what is normal or acceptable. 
Unhealthy behaviours in relationships are on the increa-
se, often facilitated by technology (e.g. obsessive monito-
ring of texts and social media accounts, using geolocation 
services to track a person’s whereabouts). UK research 
shows that ca third of teenage girls have been in an abu-
sive relationship. Of the remaining two thirds, 64% had, 

in fact, experienced abusive behaviour but just didn’t 
realise it was abuse. Boys and LBGTQ+ people may 
also be victims of relationship abuse and coercive 
control.

Learning outcomes: Students are encouraged 
to reflect on privacy, consent and respecting bounda-
ries. They also learn to identify the ‘red flags’ which 
signal that a relationship is not healthy or that there is 
psychological abuse going on.

FIRST, WATCH THE SCENARIO TOGETHER

At the Ice Cream Shop
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The player is asked ‘Does Lia have the 
right to look at Tanya’s phone?
* Yes, they are dating, so Tanya shouldn’t have any 
secrets [WRONG].
* No, unless Tanya has given Lia permission to look at 
her phone, Lia is violating Tanya’s privacy [CORRECT].

Roulette wheel
Then play the pinwheel game with students

What is coercive control?
 Jealousy
- Getting upset when you spend time away
- Discouraging you from spending time with your friends 
and family
 ‘Negging’ 
- Paying a compliment that is also an insult, intended to 
undermine your confidence
 Criticism 
- Telling you what to wear
- Repeatedly pointing out your faults
- Undermining your confidence
 Coercion
- Pressuring you to do things to you don’t want to
- Emotional blackmail – making threats or making you 
feel guilty if you say no
 Checking your phone
- Reading your texts or looking at your social media
 Stalking
- Asking to know your whereabouts
- Stalking you using geo-location apps
- Turning up unannounced to surprise you



SUGGESTED ADDITIONAL ACTIVITY 1 
Discuss the scenario with students. 

Ask them to give examples of unhealthy behaviours 
in a relationship. 

Discuss the issue of red flags or signs that something 
is not right. 

Students might also discuss how a person could open 
up a conversation with their girlfriend/boyfriend to 
explain they are concerned about certain behaviours.
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ADDITIONAL RESOURCES
SHINE: A Healthy Relationships Guide for Young 
People 

The Expect Respect Healthy Relationships Tool
kit

Healthy Relationships Toolkit  

 



SECTION 3: 
GENDER-BASED VIOLENCE, 
HARASSMENT AND ABUSE

Rationale: Everyday sexism and harassment in 
public spaces have become a serious social problem. 
Research in 2021 in the UK shows that 86% of women 
aged 18-24 said they had been sexually harassed in 
public spaces. As a result, women - and especially girls 
and younger women -  often feel they have to modify 
their behaviour in an attempt to avoid being objecti-
fied or attacked. 

Learning outcomes: Students are encouraged 
to reflect on how daily incidents of sexism and harass-
ment in public spaces (e.g. staring, winking, catcalling 
and groping) make victims feel. Students are also 
asked to consider how the design of cities and public 
spaces can increase / decrease how safe people feel.

FIRST, WATCH THE SCENARIO TOGETHER
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street harrassment

Skate Park



SUGGESTED ADDITIONAL ACTIVITY 1 
Watch the street harassment video with students - 
https://www.youtube.com/watch?v=sdn15-t7kg0&t=3s

Discuss the video with students. . Ask has anyone ever 
experienced or witnessed any of these incidents?  Talk 
about the Five Ds that we can do to be an Active Bystan-
der:

Direct action: Confront the situation by calling out   
   negative behaviour. This tactic can be   
   risky, so it’s important to assess the situa- 
   tion first.
Delegate:   Seek an authority figure, like a teacher to  
   intervene.
Delay:   Wait for the situation to pass and then   
   ask the person if they’re OK or report it  
   later.
Distract:   Interrupt, start a conversation with the   
   person who is being targeted (e.g. pre-  
   tend you know them and ask for the   
   time).
Document:  Record the interaction or take a photo.

The player is asked whether Kayla and Zoe experience 
harassment

In the game, the player is then asked a number of ques-
tions about safety in public spaces. Each time they 
answer correctly, the skate park becomes a safer place?

- Encourage girls and women not to go out at night 
[WRONG]
- Improve lighting in dark areas [CORRECT]
- Install security cameras in quiet places [CORRECT]
- Tell girls and women to be more careful – it’s up to them 
to protect themselves [WRONG]
- Replace cars with public transport, more pedestrianised 
streets and bike lanes [CORRECT]
- Install more public toilets [CORRECT]
- More benches and social spaces [CORRECT]
- Employ more transport staff on buses, trains, trams, etc. 
[CORRECT]
- Map the spaces where most harassment takes place 
[CORRECT]
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Public spaces on earth are not as 
safe for women and girls as they 
are for men and boys. How can 
we change this?

SUGGESTED ADDITIONAL ACTIVITY 1 
Watch the street harassment video with students - 
https://www.youtube.com/watch?v=sdn15-t7kg0&t=3s

Discuss the video with students. . Ask has anyone ever 
experienced or witnessed any of these incidents?  Talk 
about the Five Ds that we can do to be an Active Bystan-
der:

Direct action: Confront the situation by calling out   
   negative behaviour. This tactic can be   
   risky, so it’s important to assess the situa- 
   tion first.
Delegate:   Seek an authority figure, like a teacher to  
   intervene.
Delay:   Wait for the situation to pass and then   
   ask the person if they’re OK or report it  
   later.
Distract:   Interrupt, start a conversation with the   
   person who is being targeted (e.g. pre-  
   tend you know them and ask for the   
   time).
Document:  Record the interaction or take a photo.



SUGGESTED ADDITIONAL ACTIVITY 2
In this video, only girls are victims of sexual harassment. 
However, while less frequent, boys / men can also be 
victims of gender-based and sexual harassment and 
abuse. This is usually – but not always - perpetrated by 
other men. Abusive relationships can also exist among 
homosexual, bisexual, and trans men. Discuss with 
students the reasons why many men do not report or 
seek help for their abuse:

* Men are socialized not to express their feelings or see 
themselves as victims.
* Pervading beliefs or stereotypes about men being 
abusers, women being victims.
* The abuse of men is often treated as less serious, or a 
joke.
* Many believe there are no resources or support avai-
lable for male victims.

SUGGESTED ADDITIONAL ACTIVITY 2
In this video, only girls are victims of sexual harassment. 
However, while less frequent, boys / men can also be 
victims of gender-based and sexual harassment and 
abuse. This is usually – but not always - perpetrated by 
other men. Abusive relationships can also exist among 
homosexual, bisexual, and trans men. Discuss with 
students the reasons why many men do not report or 
seek help for their abuse:

* Men are socialized not to express their feelings or see 
themselves as victims.
* Pervading beliefs or stereotypes about men being 
abusers, women being victims.
* The abuse of men is often treated as less serious, or a 
joke.
* Many believe there are no resources or support avai-
lable for male victims.
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SUGGESTED ADDITIONAL ACTIVITY 3
Watch the video about Barcelona - 
https://www.bbc.com/news/av/world-50269778. 

Then organise students in groups and ask them to re-de-
sign their own town, city or village to make it safer for 
girls and women, LGBTQ+ people, older people and 
people with disabilities. 
Ask them to think about public toilets, transport, play-
grounds, lighting, CCTV, and pedestrian areas.



ADDITIONAL RESOURCES
PLAN International UK street harassment video  

What would a city designed by women be like? (Bar
celona project) 

Stop Street Harassment  

Men’s Aid Ireland  

Hollaback  

Everyone’s Invited  

#MeToo 

Everyday Sexism  
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Sexist / 
homophobic bullying
Rationale: Identity-based bullying is any form of 
bullying related to the characteristics considered part of a 
person’s identity or perceived identity (e.g. disability, sex, 
gender, race, class, religion or sexual orientation). Sexist, 
homophobic, racist and other types of bullying are a 
serious problem in many schools. Being an Active Bystan-
der is the most effective way to deter bullies and show 
solidarity with victims of bullying. 

Learning outcomes: Students learn that 
sexist and homophobic bullying are closely linked, 
arising from a perceived threat to heterosexual male 
power and privilege. They also learn how to be Active 
Bystanders and to show solidarity with their peers.

FIRST, WATCH THE SCENARIO TOGETHER
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SECTION 3: 
GENDER-BASED VIOLENCE, 
HARASSMENT AND ABUSE

The Canteen



Then the player is asked what they will do in this sce-
nario, and they see the consequences of their actions
 Say that you think Jude looks great, and everyo-
ne has the right to express their identity [CORRECT]
 Do nothing – it’s not my business [WRONG]

Will you sit with Jude in the canteen?
 Yes [CORRECT]
 No [WRONG]

Jude’s story has 2 possible endings that depend on 
you, the bystanders:

- Because you and others showed solidarity with Jude, 
the bullies stopped talking about him and excluding 
him. Bystanders play the most important role in stop-
ping bullying

- Because people did nothing, students wrote graffiti 
in the toilets about Jude. Nobody sat beside him at 
lunch. He became depressed and refused to go 
school. 
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FACT BOX - Under the UN Convention on 
the Rights of the Child (UNCRC), when a child is 
bullied their rights are violated. 
Identity-based bullying is any form of bullying rela-
ted to the characteristics considered part of a per-
son’s identity or perceived identity (e.g. disability, 
gender, sex, race, class, religion or sexual orienta-
tion). 

Did you know?

 The longest Pride flag was created in 2003; it was 
30 feet wide and 1 mile long.
 The world’s largest Pride parade takes place in 
Sao Paulo, Brazil. It routinely draws 2.5 million atten-
dees.
 In June 2015, the Museum of Modern Art acquired 
the rainbow flag as part of its design collection.
 The emoji version of the flag was formally propo-
sed in July 2016, and released that November.



History of Pride flag
The rainbow flag became a symbol of the LGBT communi-
ty in San Francisco in the USA in 1978. It was designed by 
the artist and activist Gilbert Baker and originally had 8 
colours – Pink - Red – Orange – Yellow – Green – Turquoise 
- Blue - Purple.

“Our job as gay people was to come out, to be visible, to live 
in the truth, as I say, to get out of the lie. A flag really fit that 
mission, because that’s a way of proclaiming your visibility or 
saying, ‘This is who I am!” (Gilbert Baker).
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The pink and turquoise stripes were removed for pro-
duction purposes, and since 1979 it has consisted of SIX 
stripes.

In 2018, designer Daniel Quasar introduced the Pro-
gress Pride flag. This version has five arrow-shaped 
stripes on the left-hand side. These are white, pink, 
blue, brown and black – they symbolise the inclu-
sion of Black, Brown, and Trans people in the strug-
gle for equality.

Did you know?



SUGGESTED ADDITIONAL ACTIVITY 2
CROSSWORD PUZZLE
[APPENDIX I]

Across
3. What is the first name of the man who designed the 
original Pride Flag?
5. Identity-based bullying is in contravention of the UN 
Convention on the Rights of the -------
Down
1. The new Pride flag is called the --------- flag.
2. How many colours were in the original Pride Flag?
4. In what country does the world’s largest Pride parade 
take place?

3

2

4

5

1
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SUGGESTED ADDITIONAL ACTIVITY 1
Watch these 2 videos with students. Then divide 
them into groups and ask them to design an anti-ho-
mophobia poster and hashtag campaign.

https://www.youtube.com/watch?v=L5qum4ue87s

https://www.youtube.com/watch?v=lrJxqvalFxM



ADDITIONAL RESOURCES
TackleBullying.ie  

Childline The Walk Home from School 

BeLonG To Stand Up: Don’t Stand for Homophobic 
Bullying

BeLonG To: LGBT+ support 

Why Do We See Homophobic Bullying in Schools? 

Out of Touch: Tackling Homophobic, Biphobic and 
Transphobic Bullying 
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RESOURCES
AGENDA - A Young People’s Guide to Making Positive 
Relationships Matter 

ALWAYS Like a Girl campaign 

BeLonG To Stand Up: Don’t Stand for Homophobic 
Bullying 

BeLonG To: LGBT+ support 

Breaking the Boy Code Podcast

Childline 

Childline The Walk Home from School 

Childline UK (Sexting and Sending Nudes)

Consent for Kids 

Cordelia Fine - Delusions of Gender 

Crossing Boundaries 

Cycling through Consent 
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SexiSM AND RACISM IN 
GAMING
Rationale: Sexism, homophobia and racism are 
significant problems in gaming cultures. Not only are 
representations of game characters or avatars frequently 
sexist (e.g. hypersexualised women and hyper-violent 
men) but gamers often experience abuse from other 
gamers when playing online multi-player games.

Learning outcomes: Students reflect on the 
sexist nature of many video games and on gender-ste-
reotypical game characters. These activities should 
encourage girls to feel more empowered to participate 
in gaming culture.

FIRST, WATCH THE SCENARIO TOGETHER
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SECTION 3: 
GENDER-BASED VIOLENCE, 
HARASSMENT AND ABUSE
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The player is then asked what Jasmin should do?
 Just get on with it, gaming culture is like that 
[WRONG]
 Block and report them [CORRECT]

Next, take the multiple choice quiz on sexism in 
gaming with students

In 2016, the International Game Developers Association 
(IGDA) reported that women make up just 22% 45% 
80% of game developers [22% = CORRECT]
 
A 2020 study of the top fourteen global gaming compa-
nies reveals that 21% 51% 84% of executive positions in 
the gaming industry are held by men [84% = CORRECT]
 
In 2016, just 2% 23% 49% of video games had female 
protagonists [2% = CORRECT]
 
In 2020, 13% 18% 52% of video games had female pro-
tagonists [18% = CORRECT]
 
In 2020, women accounted for 24% 30% 41% of all 
gamers in the United States [41% = CORRECT]
 
In Asia, woman make up 18% 36% 45% of the Asian 
gaming population [45% = CORRECT]
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On our planet, everyone plays 
games. Girls are not excluded 
from gaming culture or hyper-
sexualised in games. On earth it 
is very different. How much do 
you know about sexism in gaming 
on your planet? Take the quiz
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SUGGESTED ADDITIONAL ACTIVITY 1 
Watch some of the Tropes versus Women videos 
with students - 
https://feministfrequency.com/series/tropes-vs-wo-
men-in-video-games/

Organise students in groups and ask them to draw a 
non-sexist / non-stereotypical game character (male or 
female). In an extended version of this activity, student 
groups might design a short videogame concept which 
challenges sexist game stereotypes.

ADDITIONAL RESOURCES

Take This!: Gamer mental health
 

Feminist Frequency  

Women in Games Guide: Building a Fair Playing Field
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PRIVILEGE (AND GOODBYE!)

Rationale: Everyone is variously advantaged or 
disadvantaged from the outset by a variety of factors, 
including their sex, gender, ethnicity, race, social class, 
sexuality, ability, and education.

Learning outcomes: Students acknowledge 
their own and others’ privilege or lack thereof, and 
understand how it advantages or disadvantages them in 
life. 
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This final section concludes the GenTOPIA resource and 
should be done only when students have earned all 9 
badges in the game

Do this  final quiz with students to complete the game. 
This will probably require students to go back into diffe-
rent sections of the game to find the correct answers.

- Women account for ____ of engineers in China.
- UK research shows that _____of teenage girls have been 
in an abusive relationship.
- The longest Pride flag was created in ____.
- In 2020, ___ of video games had female protagonists.
- Paying a compliment that is also an insult, intended to 
undermine your confidence, is called ________.
- In Asia, woman make up ________ of the gaming popula-
tion
 

Correct answers = MIA’s ship can leave earth!

Before I can leave Earth, I need 
fuel. If you answer these ques-
tions correctly, I can go home:



SUGGESTED FINAL ACTIVITY 
Print out the page of all the game characters and ask 
students to cut them out. Draw a line across the middle of the 
black/white board and stick the characters along the line using 
BluTack.

Print out the following list of commands and give it to students. 
Then ask them to read out the commands one by one, as tea-
cher stands at the board:

- If your parents did not grow up in this country, take 
one step down

- If you are white, take one step up

- If one or both of your parents graduated from colle-
ge, take one step up

- If you grew up in an economically-disadvantaged or 
single-parent home, take one step down

- If you were ever discriminated against because of 
race, class, ethnicity, gender or sexual orientation  
take one step down

- If you were ever bullied or harassed because of 
race, class, ethnicity, gender or sexual orientation  
take one step down

- If you almost always see members of your race, 
sexual orientation, religion, and class widely repre-
sented on television, in the newspaper, and the 
media in a NEGATIVE manner, take one step down
If you never worry about crime, drugs, rape, or any 
other violence threats in your neighbourhood, take 
one step up 

- If you’ve ever had to skip a meal, or were hungry 
because there was not enough money to buy food 
while you were growing up, take one step down

- If your parents were white-collar professionals — 
doctors, lawyers, etc. — take one step up

- If you have a disability or a chronic health issue 
take one step down
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Students – If your parents did not grow up in this 
country, take one step down
Teacher moves Jasmin, Lia and Jude one step down

Students  - If you are white, take one step up
Teacher moves Zoe, Tanya, Bianca, Kayla, Alex, Marc 
and Lucas one step up

Students - If one or both of your parents graduated 
from college, take one step up
Teacher moves Zoe, Kayla, Alex, Tanya and Marc one 
step up

Students - If you grew up in an economically-disad-
vantaged or single-parent home, take one step down
Teacher moves Tanya, Lia, Jude, Lucas and Jon one 
step down

Students - If you were ever discriminated against 
because of race, class, ethnicity, gender or sexual 
orientation  take one step down
Teacher moves Jasmin, Tanya, Bianca, Lia, Jude and 
Jon one step down

Students - If you were ever bullied or harassed 
because of race, class, ethnicity, gender or sexual 
orientation  take one step down
Teacher moves Jasmin, Bianca, Lia, Jude and Jon one 

step down

Students - If you almost always see members of your 
race, sexual orientation, religion, and class widely 
represented on television, in the newspaper, and the 
media in a NEGATIVE manner, take one step down
Teacher moves Jasmin, Tanya, Bianca, Lia, Jude and 
Jon one step down

Students - If you never worry about crime, drugs, 
rape, or any other violence threats in your neigh-
bourhood, take one step up 
Teacher moves Zoe, Kayla, Alex, Marc and Noah one 
step up

Students - If you’ve ever had to skip a meal, or were 
hungry because there was not enough money to buy 
food while you were growing up, take one step down
Teacher moves Tanya one step down

Students - If your parents were white-collar profes-
sionals — doctors, lawyers, etc. — take one step up
Teacher moves Zoe, Kayla, Alex, Marc and Noah one 
step up

Students - If you have a disability or a chronic health 
issue take one step down
Teacher moves Jasmin and Jon one step down
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kalya



JON LUCAS



JASMIN alex



ZOE NOAH



JUDE lia



TANIA MARC

Students – If your parents did not grow up in this 
country, take one step down
Teacher moves Jasmin, Lia and Jude one step down

Students  - If you are white, take one step up
Teacher moves Zoe, Tanya, Bianca, Kayla, Alex, Marc 
and Lucas one step up

Students - If one or both of your parents graduated 
from college, take one step up
Teacher moves Zoe, Kayla, Alex, Tanya and Marc one 
step up

Students - If you grew up in an economically-disad-
vantaged or single-parent home, take one step down
Teacher moves Tanya, Lia, Jude, Lucas and Jon one 
step down

Students - If you were ever discriminated against 
because of race, class, ethnicity, gender or sexual 
orientation  take one step down
Teacher moves Jasmin, Tanya, Bianca, Lia, Jude and 
Jon one step down

Students - If you were ever bullied or harassed 
because of race, class, ethnicity, gender or sexual 
orientation  take one step down
Teacher moves Jasmin, Bianca, Lia, Jude and Jon one 

step down

Students - If you almost always see members of your 
race, sexual orientation, religion, and class widely 
represented on television, in the newspaper, and the 
media in a NEGATIVE manner, take one step down
Teacher moves Jasmin, Tanya, Bianca, Lia, Jude and 
Jon one step down

Students - If you never worry about crime, drugs, 
rape, or any other violence threats in your neigh-
bourhood, take one step up 
Teacher moves Zoe, Kayla, Alex, Marc and Noah one 
step up

Students - If you’ve ever had to skip a meal, or were 
hungry because there was not enough money to buy 
food while you were growing up, take one step down
Teacher moves Tanya one step down

Students - If your parents were white-collar profes-
sionals — doctors, lawyers, etc. — take one step up
Teacher moves Zoe, Kayla, Alex, Marc and Noah one 
step up

Students - If you have a disability or a chronic health 
issue take one step down
Teacher moves Jasmin and Jon one step down



What did you learn from the privilege exercise?
How do you think it feels to be at the top or the bottom of the board? 

Was there a time when you wanted to be a part of the group moving up?
What might we take away from this game that can help us in our everyday lives?

Ask students to reflect on the 
different positions of the cha-
racters on the board

GOODbye and good LUCK, EARTHLINGS! 
LIVE LONG AND PROSPER…AS EQUALS!



PROJECT RESOURCES

RESOURCES
AGENDA - A Young People’s Guide to Making Positive 
Relationships Matter 

ALWAYS Like a Girl campaign 

BeLonG To Stand Up: Don’t Stand for Homophobic 
Bullying 

BeLonG To: LGBT+ support 

Breaking the Boy Code Podcast

Childline 

Childline The Walk Home from School 

Childline UK (Sexting and Sending Nudes)

Consent for Kids 

Cordelia Fine - Delusions of Gender 

Crossing Boundaries 

Cycling through Consent 
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Everyday Feminism 

Everyday Sexism 

Everyone’s Invited 

Feminist Frequency 

For Your Eyes Only 

Gender Identity and Gender Expression E-Resource 
for Second-level Schools

Gina Rippon - The Myth of the Gendered Brain

Global Media Monitoring Project

Healthy Relationships Toolkit

Hollaback 

Identity based bullying 

Jigsaw resources on consent 

Just for Fun 

Let Toys Be Toys 

Love Respect 

Men’s Aid Ireland 

#MeToo 

National Youth Council of Ireland 

Out of Touch: Tackling Homophobic, Biphobic and 
Transphobic Bullying 

PLAN International UK street harassment video 

Promoting Healthier Masculinities in Primary and 
Secondary Schools 

Respect her game 

School of Sexuality Education

SHINE: A Healthy Relationships Guide for Young 
People

SpunOut (Teenager wellbeing/ mental health) 

Stop Street Harassment 
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School dress codes reinforce the message that wo-
men’s bodies are dangerous

Teens Are Fighting Sexist Dress Codes With This Bri-
lliant Hashtag

Unilever pledges to protect staff with afros and 
dreadlocks 

The Halo Collective 
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Game credits
Game development: Atenea Projects Lda.
Game concept: GeGame project team and Atenea 
Projects Lda.
Game script: Debbie Ging
Mini games and activities: Derek Laffan and Debbie 
Ging
Multimedia Handbook content: Debbie Ging 
Music: Creative Commons

Voiceovers:
Alex: Anon
Alex’s father: Matthew Cullen
Alex’s mother: Anon
Jasmin: Baroness Toah
Jon: Jack Winterlich
Jude: Victor McClean
Kayla: Amelie O'Connor 
Lia: Deksha Shankar
Lucas: Matthew Cullen
Marc: Gabe O'Connor
Mia: Debbie Ging
Noah: Ronan Sugrue
Tanya: Beth O’Brien
Teacher: Victor McClean
Zoe: Sally Sumola
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