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The Sims 2
The Dollhouse of the digital Children

released in 2004 for the 
Nintendo PC

Today (2022) in it‘s 4 Edition

The Concept of the Game is re-
minding of playing with dolls.

At first you are Programing 
your sims (special Gene, carrer 
paths, personalioty traits), then 
you can create a whole family 
and finally move into a home 
which you can then build and 

transform.

Setting is a very american 
inspired sorrunding, also the langua-

ge the Sims speak (Simlish) often 
sounds like  american. The game 
has very few limitsand you can be 

very creative in this alternative world.

I remember exactly how I played 
Sims 2 for the first time. An older 

friend of mine showed it to me on her 
PC in the nursery and we created 

several Sims together. She explained 
to me that you can do anything with 

them, so we thought of creative ways 
to kill the Sims we had just created. 
Lock them up, let them starve, burn 
them or leave them in the pool wit-
hout a ladder. Of course they also 
had sex and made babies.... So 

nothing I wouldnt have done with my 
Barbies.



Scetches for the following Knitsamples Knit Samples for the Sims 2 Sweater



Scetch for the final sweater using Patchwork teqnique.
Following Sides: Knit Pieces the Sweater was assembled with.









Final assembled Sims2 inspired Sweater.





Nintedogs DS
Virtual Dog training

released in 2004 for the 
Nintendo Ds

directed to young children

The Player simulates to be a 
new dog owner

Tasks you have to fullfile are go-
ing for a walk, playing with your dog, 

feed and wash him.

If you don’t play responsibly, the 
game will call you out or show you 

the consequences. The dogs set you 
a limit, as real animal would.

It teaches nurturing, empathy, 
and care, and is setting routines

I have been playing nintendogs 
since i was 11, it was also my first 

console game and my introduction to 
gaming. The feelings about this game 

are very probably comparable to 
playing tamagochi. i definitely had a 

sense of responsibility towards these 
dogs and also felt bad if i didn‘t feed 
them for a few days.... don‘t know 
if this is real empathy but it is very 

connected to the analog world in my 
memory.



Knit Samples for the Nintendogs Sweater.Scetches for the following Knitsamples.



Scetch for the final sweater using Patchwork teqnique.
Following Sides: Knit Pieces the Sweater was assembled with.









Final assembled Nintendogs inspired Sweater.





The Project „Sweet escape“ started of with the idea of a nostalgia for 
digital media, seen from my subjective perspective as a digital native.

Born in 1996 digital media has always been a part of my everyday life and 
in the early 2000s they were introduced to me in a very playful way. Games 

such as The Sims 2 or Nintendog’s allowed me to create an interactive 
parallel/second world that felt infinite and privat. I used to play and dream to 

escape the boring reality of a dentist’s waiting room. 

Since the Corona Pandemic I noticed that our society escapes into these 
alternative world of digital media searching for entertainment and a sense 
of identity. We distract ourselfs from the unknown future with media of the 

long gone past. We listen to music from the 80s, we watch Movies from the 
60s and we wear Fashion from the 90s. To see this craving for the past in a 
digitalized present seems paradox. Technology is often seen as something 
that is driven by futuristic ambition such as letting humans traveling through 
time and space. But in reality we see that it is used to capture and replicate 
what has already been there. It is going to be a challenge to agnowledge 

the interwoveness of our cultural and collective memory of the past into our 
Future.

Final Pieces
SIms 2 & Nintendogs Sweater
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