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Hello everyone. Thank you for joining us today.

First of all, | would like to express my condolences to those who have been
victimized by Russia's military action in Ukraine. We hope that this crisis will be
resolved, and that peace will be restored as soon as possible. The Sony Group
continues to provide support to mitigate the humanitarian crisis.

Purpose / Direction ~ Stakeholders

First, | would like to discuss our Purpose. The keyword in our Purpose is “Kando”.



Getting Closer to People

People are the ones who create Kando, and they are the ones who receive it. Our
corporate direction is getting closer to people: both creators and users.

However, there is another group to whom our management team needs to get
closer. That is our employees who share our Purpose and who drive our businesses
forward.

We are continuously devoted to managing Sony over the long-term based on Kando
and on people, including our employees.
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Responsibility and Contribution to People, Society and the Earth

As a company centered on people, we consider it important to fulfill our
responsibility to society, in which people exist, and to the global environment, and
to contribute through our technologies and businesses.




In the climate change area, accelerate the
target year for achievement of carbon

neutrality, including scope 3, to 2040

Road to

ZERO

Accelerate the target year for achievement
of 100% renewable energy to 2030

The Road to Zero plan we have been pursuing since 2010 is an example of our
emphasis on responsibility. Today we announced that we would be accelerating, by
10 years, our targets of achieving carbon neutrality and 100% renewable electricity

use for the entire Sony Group.




Move

People’'s Hearts

Investment and Growth of Three Business Domains Centered on People

The Sony Group has six business segments that are centered on Kando and people.
However, in addition to that, | think of them as three different business domains.
These are businesses that move people's hearts, businesses that connect people to
people, and businesses that support people.

For 4 years since | became President in 2018, we have been continuously investing
in the growth of each of these three business domains.

Businesses that Move People's Hearts

First are our businesses that move people's hearts. These are businesses that create
content IP, or Kando itself, together with creators, and deliver it to users through
Direct-to-Consumer (“DTC”) services.
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Over the past 4 years, we have executed over 1 trillion yen in strategic investments

in this area.

Principal investments include the acquisition of EMI Music Publishing in 2018 in the
IP area and the acquisition of Crunchyroll in 2021 in the DTC services area.
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In the DTC space, we value our relationships with partners who deliver Kando to
users. At the same time, we have a long-term vision of Sony directly connecting
with 1 billion people interested in entertainment. The purpose of this direct
connection is to learn from users.



Connect

People to People

Businesses that Connect People to People

Businesses that connect people to people provide technology, products and
services to create and experience Kando content.



Electronics Products CMOS Image Sensor

At the core of this area are our electronics products and CMOS image sensors.
Smartphone mobile devices, have turned users around the world into creators, and
CMOS image sensors are a primary component of these devices. We have invested
approximately 1 trillion yen over the last four years, and we retain the leading share
in the image sensor market which is still growing.

Our efforts are centered on automotive and loT sensing as growth drivers going
forward.
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Businesses that Support People

Health and assurance are a prerequisite for people to create and enjoy Kando. Our
medical and financial services businesses are included in these businesses which
support people.
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Cell Analyzer Cell Sorter Cell Isolation System

In the medical business, products that leverage our optical disc technology to study
cells are contributing to research on cancer and viruses, and to the manufacture of
cellular medicine.
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Life Insurance Non-lifelnsurance Banking

The financial services business is a business that we made into a wholly owned
subsidiary by investing approximately 400 billion yen in 2020. We provide peace of

mind and convenience in daily life to over 8 million customers in areas such as life
insurance, non-life insurance and banking.
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As | have just outlined, we have actively made investments in these three business
domains to increase our corporate value.

We have set growth in earnings per share as a discipline for management, and we
have positioned investment in Sony through the repurchase of our shares as part of
our strategic investment.

Going forward, we plan to continue to make repurchases in a flexible manner.

We intend to keep managing Sony with a focus on Kando and people over the long-
term, and we plan to increase our corporate value through strategic investments in
content IP, DTC and technology.
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3 Entertainment Business Initiatives

Kando Space

Technology

Initiatives in our Three Entertainment Businesses

So far, | have discussed investment and growth across the Sony Group.

From here, | would like to talk about three points.
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Pictures

The first is about our game, music and pictures businesses that move people's
hearts.
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Growth of Businesses that “Move People’s Hearts"

Sales (BinYen)
5,095.6

Pictures

1,881.5

Game &
Network Services
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These three businesses have continuously grown since the fiscal year ended March
31, 2013 when we established Kando as the keyword of our management. In the
previous fiscal year, their total sales exceeded 50% of our consolidated sales for the
first time and their operating income accounted for two-thirds of consolidated
operating income.
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Cumulative Sales of PS4 Cumulative Sales of PS5

117 million+ units 19 million+ units

(As of March 31, 2022) (As of March 31, 2022)

Initiatives in the Gaming Area

In the gaming area, we are trying to get closer to creators through the creation of
content IP while also getting closer to users through DTC services.

Console Business/ PlayStation Direct

The PlayStation®4 and PlayStation®5 (“PS5™”) consoles are one axis of this business.

We plan to further grow the console business with the 18 million PS5™ units we
expect to sell this fiscal year.

We are also continuing to develop PlayStation’s own online electronic commerce
store in various regions.
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Network Sales

1,833.8

(BIn Yen)

1,033.2 Over 100 Million

(BIn Yen)

Monthly Active Users
(As of March 2022)

FY2017 FY2021
(U.S. GAAP) (IFRS)

PlayStation™Network

The PlayStation Network, which is the largest DTC service in the Sony Group, is
another important service for this business. It generates more than 1 trillion 800
billion yen in sales over the network and more than 100 million accounts access the
service currently.
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In order to strengthen PlayStation™Network, we will significantly renew the
subscription service, PlayStation®Plus, to include the cloud streaming service that
we have been providing since 2015 and roll out the service in June.
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As is shown here, we are working on further Group collaboration regarding the
PlayStation™Network.
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PlayStation Studios

As a provider of this business, we value our relationships with third party studios.

At the same time, we have made several acquisitions and equity investments over
the last year in PlayStation Studios, which are our first party studios.

In addition, to provide access to our games to as many users as possible, we are
rolling out our PlayStation Studios titles onto PC.
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BUNGIE

Finally, there is Bungie, which we agreed to acquire this year and for which we have
high expectations. We believe it will be a catalyst to enhance our live game services
capabilities, which | will discuss later. Our acquisition of Bungie also represents a
major step forward in becoming more multi-platform.
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Adele Harry Styles Lil Nas X Hikaru Utada YOASOBI

Initiatives in the Music Area

In the Music space, we aim to be the closest company to artists and songwriters,
and we are focused on supporting them from the creative side.

This market has been expanding since 2014 due to the growth of streaming
services. As a leader in the industry, Sony is continuously producing hits from artists
such as Adele and YOASOBI.
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Independent Independent Distribution

Labels Artists Partners

The forces driving the growth of the music market aside from the major labels are
independent labels, independent artists and distribution partners that are
diversifying.
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Independent Labels

We provide various support primarily to independent labels through The Orchard.

We have also acquired Som Livre, the largest independent label in Brazil, a growing
market, and we are strengthening its ties with The Orchard.

In addition, we are promoting efforts to make more artists in growing emerging
markets known to the world. In India, we established a new label to further expand
our relationship with local music creators.

We are also supporting the spread of works from African artists globally, such as
Wizkid, who claimed Number 1 on Billboard’s World Aloum Chart last year.
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Independent Artists

We are strengthening our support of independent artists through the acquisition of
AWAL, which, together with The Orchard, provides them with recording and
distribution services.
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Expansion of Distribution Partners

On the DTC side, which delivers the music of artists, we mainly collaborate with
partners who operate music streaming service platforms. Such platforms are
continuing to grow. In addition, we are collaborating with service partners in various
other genres, to expand the reach of our artists.
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Artist discovery through social media and Creating hits

The way music is made and enjoyed is expanding in the social media space. In
Japan, social media is leading to the creation of new hits by enabling people to find
and popularize new creators.

Music is not just delivered; a community is created that connects artists and fans.
Sony is working to provide venues for those connections to take place and services
to connect those people.
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Wellness-Focused Program for Creators

»ArtistsForward »SongwritersForward

Supporting Artists’ Wellness

Our support for music creators who produce emotionally impactful content that
moves people’s hearts is not limited to the creative side. We are also conducting
initiatives across the globe to support the wellness of our talent.
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Nonfiction & Documentary Leading TV Production
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Initiatives in the Pictures Business

Next is Pictures. As in Music, this business works to support creators, as well as to
create and expand content IP.

Strengthening Television Productions / IP Creation Capability

Due to the growth of video streaming services, digital viewing on TV and mobile is
increasing. At a time when both quality and quantity are being sought, we have
made several acquisitions in the Television Productions space and are working to
strengthen our IP creation capability.
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U.S. Box Office ($ in millions)

Star Wars: Episode VII
- The Force Awakens

Avengers:
Endgame

SPIDERMAN
No Wy 7ome

Avatar

Black Panther

As of 5/10/2022
Source: https://www.boxofficemojo.com

Expansion of Sony Pictures Universe of Marvel Characters

Meanwhile, in the Motion Pictures space, we are emphasizing theaters which are
rooted in physical presence and live experience, and we find that this approach
strongly motivates various creators to come work with us.

The theatrical release which has had the largest success for us is Spider-Man: No
Way Home, which overtook Avatar in terms of cumulative box office revenue in the
United States and now ranks as the third highest in history.

We expect to continue to expand the world of Sony Pictures Universe of Marvel
Characters going forward, as we did in April of this year with the release of Morbius,
a Marvel character.
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U.S. Box Office ($ in millions)

Sonic the Hedgehog 2

Sonic the Hedgehog
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Lara Croft:

Tomb Raider

As of 5/11/2022 WAHLBERG
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IP Development that Takes Advantage of the Diversity of the Group

Uncharted is an example of increasing the value of our IP across the Sony Group.
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We plan to continue to increase the value of game IP, created by creators, by
deploying it into new genres such as motion pictures and television shows.
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Although it resides in a different business segment, “Demon Slayer: Kimetsu no
Yaiba”, is one of our most important IPs. The original comic has been adapted by
Aniplex to various forms of entertainment including the anime series.
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DTC Based on Communities of Interest

In addition to theaters, distribution partners are important for us to deliver Kando
content to people. We are taking advantage of our position as an independent
studio provider to accelerate our collaboration with various distribution partners.
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| call the community of people who share Kando experiences and interests
“Communities of Interest.” To get closer to user motivations and learn from them,
Sony also focuses on direct delivery in specific areas.
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One of them is anime. In March of this year, we merged the service of Crunchyroll
and Funimation.
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Another is India, where we are growing Sony LIV, a DTC service rooted in local
culture.

Also, at the end of last year, we signed definitive agreements to merge Sony
Pictures Networks India, a subsidiary of Sony Pictures, with Zee Entertainment. We
believe the merger will help further accelerate the digital service businesses in the
rapidly growing Indian market.
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Kando Space

Kando Space / Metaverse and Mobility

Next, | would like to talk about two Kando spaces that can be frontiers in the future:
the Metaverse and Mobility.
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Kando Space that Intersects and Expands

As | mentioned at the beginning, the keyword of Sony's management is Kando.
Creating and delivering Kando is something that Sony has done since its founding.

The ways in which Kando is delivered have evolved thanks to technology. Kando can
now be delivered via broadcasts, packaged media and networks.
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Social /
Interactive

Streaming

Download

The entertainment experience over the network is still evolving. From downloads to
streaming, and now to social media, interactive experiences whereby people can
share time and space are evolving.
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Gaming

Technology

| think that the essence of entertainment is to be live, whereby time and space are
shared. Experiences over the network are also evolving into more live ones through
technology.

The technology that connects people in this live network space derives from game
technology centered on real-time CG rendering.

As a result, genres such as games, movies, and music have come to intersect in the
network space, and the ways of enjoying each are expanding.
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Fortnite, from Epic Games, is one example. It has evolved into a social place where
time and space are shared; it is not just a place for playing games. As a result,
games have become a place of new expression for artists and a place to increase

the value of non-game IP.
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Live Service

Efforts in a Live Network Space

In this way, the Metaverse is at the same time a social space and a live network
space where games, music, movies, and anime intersect and expand. Now | will
discuss some of our efforts in this area.

In the games space, our efforts center on Bungie, the acquisition of which we
agreed to this year. Bungie’s strength is in live services. Rather than having creators
produce a game by themselves, they learn from user feedback to continuously
evolve the story and realize an endless game world.

Subject to the completion of the acquisition, we would like to learn more about live
services from Bungie, and we also plan to launch more than 10 live game services
from the PlayStation Studios by the fiscal year ending March 31, 2026.
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Sports are also live entertainment. | think there is an opportunity to create new
Kando through technology here as well.

One example is the partnership with Manchester City Football Club.

The stadium is an important space for the sports community. By reproducing the
stadium itself and the athletes in a network space, we are creating an experience
where users can enjoy playing without restrictions on location.
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Lil Nas X 24kGoldn

When it comes to live experiences that share time and space, music immediately
comes to mind. Sony Music artists have already performed many live performances
in game spaces.
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In addition to these efforts, we are working to create new live experiences by
connecting artists and users such as the virtual concert by Madison Beer and the
virtual space project that leverages our volumetric capture technology.
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Sony has a variety of entertainment businesses such as games, music, movies, and
anime. In addition, Sony has the game technology we have been working on for
many years.

We will work to leverage these advantages to create a live network space that
connects creators and users, while also generating new Kando experiences.
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STAR SPHERE

Space Inspiration Project

Proposals in Real Space

Sony is also working on new entertainment in real space.

STAR SPHERE is one example. Itis a DTC service in outer space that uses cameras
mounted on artificial satellites. The satellites are expected to be launched in
October or later this year.
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We also have LinkBuds which offer a new experience overlaying digital sound over
that of the real world. In this area we are working with partners such as Microsoft
and Niantic.
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Metaverse Mobility

Contribution to the Mobility Space

Mobility is an area where we see great potential as another Kando space.

In 1979, Sony created a new lifestyle whereby people could carry around the

Walkman and enjoy audio anywhere. Now we are aiming to turn the mobility space
into a new entertainment space.
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The megatrend that has transformed people's lives in the 21st century is mobile,
and we believe mobility will be the next megatrend.

Currently, there are more than 1 billion vehicles in operation. The combination of
mobility with information and communication technology will make these billion
vehicles into services over the long term. In other words, the functions of the
vehicles are being defined by software and can be updated through services.

From an environmental point of view, in addition to whether a car is electric, it is
essential that cars can evolve after purchase.
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Entertainment Adaptability

Based on this structural change, Sony aims to contribute to the three areas of
“safety”, by improving safety, “entertainment”, by transforming the mobility space
into an entertainment space, and “adaptability” by supporting the evolution of the
vehicle.
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In the safety area, we will contribute to safer mobility through our sensor
technologies such as CMOS image sensors and SPAD depth sensors for LiDAR.

These sensors are also a growth area for our image sensor business, and they are
beginning to be adopted by many automotive manufactures.
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Adaptability enables the evolution of vehicles in terms of safety and entertainment.

We aim to contribute to the advancement of mobility, which continues to evolve in
terms of safety and functionality, by leveraging the cloud services knowledge
cultivated through games and aibo.
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We have been working on the research and development of “VISION-S”. As a result
of these efforts, we have learned that to contribute to the evolution of mobility, we

need to commercialize the vehicle and present it to the world, but that we cannot
do this on our own.
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SONY HONDA

Thus, we announced a strategic alliance with Honda. Through a joint venture we
aim to establish in the future, we aim to start selling electric vehicles in 2025 by
combining Sony’s technology in the three areas | discussed with the mobility
development capabilities that Honda has cultivated over many years and their
technology and knowledge of vehicle body manufacturing.
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Technology

Technology

So far, | have discussed three businesses that deliver Kando, as well as new Kando
spaces as our growth area. Lastly, | will discuss technology.
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Sensing and Al technology play an important role in ADAS, which supports the
safety of mobility.

Sensing and Al technology are not limited to mobility. They support the evolution of
entertainment as well.

In the area of audio and video that we have been working on, the importance of
sensing technology that captures the real world and Deep Learning that learns from
the world as well as Al technology is increasing.

For example, we have Real-Time Eye AF installed in our a™ (Alpha™) mirrorless
cameras. By combining the image sensor, imaging processing engine and Al, we are
evolving recognition capabilities to the eyes of animals and birds.

In addition, Al has started to be used in game and movie production and sensing
technology is also being used in 3D model production.
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Also, in the sensing and Al space, virtual production technology that uses Crystal
LEDs like the one used here is an example of technology that gets closer to creators.

This month, Sony’s virtual production won the award shown here at the world’s
largest electronic display society.

In the virtual production area, in collaboration with Epic Games, into which we
decided to make an additional investment last month, we plan to provide a live
video capturing solution that allows creators to check the image combined with the
CG background on the set.
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In addition, Hawk-Eye’s tracking system, converts athletes” movements into data
using advanced Al technology, virtually recreating it as 3D content in real time. The
partnership with Manchester City Football Club | mentioned earlier uses this

system.
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Technology that Gets Closer to Creators

The next-generation virtual reality system, PlayStation®VR2, is a technology that
gets closer to users. VR is a live network device that enables people in real space to
enter virtual space.

This product uses technology that senses the movement of the user's eyes to create
a high-resolution image in their central field of view.
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Gran Turismo Sophy.

Other examples of technologies that leverage our sensing and Al technology include
an Al agent for racing that increases the value of the experience in the game space
and aibo, which grows by interacting with people by nature of its innate curiosity.
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The evolution of entertainment is found in our Purpose: creativity and technology.

As | have explained, Sony aims to grow by investing primarily in content IP, DTC, and

technology, and by delivering Kando to the world along with our partners and our
110,000 employees.

In closing, | would like to show this video about the Sony Group’s Purpose.
Thank you for your attention.
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Cautionary Statement

made in this p ion with respect to Sony’s current plans, estimates, strategies and beliefs and other statements that are not historical facts are forward-looking statements about the future performance of Sony. Forward-looking
statementsinclude, but are not limited to, those statements using words such as “believe,” “expect,” “plans,” “strategy,” “prospects,” “forecast,” “estimate,” “project,” “anticipate,” “aim,” “intend,” “seek,” “may,” “might,” “could” or “should,” and words
of similar meaningin connectionwith a dlscusslon offutureoperanons financial performance, events or conditions. From time to time, oral or written forward-looking statements may also be included in other materials released to the public. These

are based on . and beliefs in light of the information currently available to it. Sony cautions investors that a number of important risks and uncertainties could cause actual results to differ materially
from those discussedin the for d-looking ,and therefore hould not place undi liance on them. Sony adopted International Financial Reporting Standards (IFRS) startingin the three months ended June 30, 2021, in lieu of the
previously applied generally accepted accounting principlesin the United States (U.S. GAAP). The results for the fiscal year ended March 31, 2021 are also presentedin accordance with IFRS. Investors also should not rely on any obligation of Sony to
update or revise any forward-looking statements, whether as a result of new information, future events or otherwise. Sony disclaims any such obligation. Risks and uncertainties that might affect Sony include, but are not limited to:

(i) Sony’s ability to maintain product quality and customer satisfaction with its products and services;

(ii) Sony’s ability to continue to design and develop and win acceptance of, as well as achieve sufficient cost reductions for, its products and services, includingimage sensors, game and network , smarf and iSi which are
offeredin highly competitive markets characterized by severe price competition and continual new productand service introductions, rapid development in technology and subjective and changing customer preferences;

(i) Sony’s ability to implement successful hardware, software, and contentintegration strategies, and to develop and implement successful sales and distribution strategiesin light of new technologies and distribution platforms;

(iv) the effectiveness of Sony’s strategies and their execution, including but not limited to the success of Sony’s acquisitions, joint ventures, il capital i , restructuri ind other strategic initiatives;

(v) changesin laws, regulations and government policiesin the markets in which Sony and its third-party suppliers, service providers and business partners operate, including those related to taxation, as well as growing consumer focus on
corporate social responsibility;

(vi) Sony’s continued ability to identify the products, services and market trends with significant growth potential, to devote sufficient resources to research and to prioritize i and capital i orrectly andto

recoupits investments and capital expenditures, including those required for technology development and product capacity;

(vii) Sony’sreliance on external business partners, includingfor the procurement of parts, components, software and network services for its products or services, the manufacturing, marketing and distribution of its products, and its other
business operations;

(viii)  the globaleconomicand political environmentin which Sony operates and the economic and political conditions in Sony's markets, particularly levels of consumer spending;

(ix) Sony’s ability to meet operational and liquidity needs as a result of significantvolatility and disruptionin the globalfinancial markets or a ratings downgrade;
(x) Sony's ability to forecast demands, manage timely procurementand controlinventories;
(xi) foreign exchange rates, particularly between the yen and the U.S. dollar, the euro and other currencies in which Sony makes significant sales and incurs production costs, or in which Sony’s assets, liabilities and operating results are

denominated;
(xii) Sony’s ability to recruit, retain and maintain productive relations with highly skilled personnel;

(xiii)  Sony'sability to prevent unauthorized use or theft of intellectual property rights, to obtain or renew licenses relating to intellectual property rights and to defend itself against claims that its products or services infringe the intellectual property
rights owned by others;

(xiv)  theimpactof changesin interestrates and bl ionsor 1ts (including market fluctuations or volatility) in the Japanese equity markets on the revenue and operatingincome of the Financial Services segment;
(xv) shifts in customer demand for financial services such as life insurance and Sony’s ability to conduct successful asset liability managementin the Financial Services segment;
(xvi)  risksrelatedto c ic disasters, itical conflicts, ic di similarevents;

(xvii)  the ability of Sony, its thrrd»party service providers or business partners to anticipate and manage cybersecurity risk, including the risk of unauthorized access to Sony’s business information and the personally identifiable information of its
employees and customers, potential business disruptions or financial losses; and
(xviii) the outcome of pending and/or future legal and/or regulatory proceedings.

Risks and uncertainties also include the impact of any future events with material adverseimpact. The continued impact of COVID-19 and developments relatingto the situation in Ukraine and Russia could heighten many of the risks and uncertainties
noted above. Importantinformation regardingrisks and uncertainties s also set forth in Sony’s most recent Form 20-F, which is on file with the U.S. Securities and Exchange Commission.
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