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1.
Console Growth

2.
Portfolio Expansion

Building
Our Biggest 
Ever Console

©2022 CTMG. All Rights Reserved.

PlayStation – Foundations for Growth
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3.
Sony Group 
Collaboration
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Game & Network Services Segment

FY22 – Strong Revenue Combined with Content Investment
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Unprecedented 
Demand

Strong BrandAmazing 
Game Lineup

Category 
Growth

Highest 
Engagement 
Ever

PS5 in Ample 
Supply

Console Growth

Game & Network Services Segment



PS4 Launch

PS5

Forecasts for FY23 PS5 cumulative sell-in vs 
FY16 PS4 cumulative sell-in, Global
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PS5 sell-in target is expected to catch up with PS4 
by FY23-Q2, and expected to begin to exceed it by 

FY23-Q3

* From G&NS Business Segment Briefing 2022

Game & Network Services Segment

12 Months Ago, We Were Faced with Supply Challenges

*
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Game & Network Services Segment

Jan Feb Mar Apr May Jun

PS5 Shipments (Estimated Time of Departure)

CY22
CY23

* *

2023 – PS5 Production and Supply Challenges Have Been Resolved 

* CY23 shipments projected



PS5 – Unprecedented Demand
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Game & Network Services Segment

PS5 HW Quarterly Sell Through Units
Since Launch

6.5M

PS4 & PS5 HW Sell Through Units
Jan - Mar 
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Jan-Mar 2023 sell through was the highest ever Q4 
on record
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WW Gaming Industry Size by Platform*

CAGR 2.2%

(Billions, USD)
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CY21 CY22 CY23 (E) CY24 (E) CY26 (E)

*Source: Projections / estimations from IDG Consulting, 2023_Q1

CY22 CY23 (E) CY24 (E) CY25 (E) CY26 (E)

Console Industry Size by Revenue Type* 

Physical Hardware

Physical Software

Add-On Content

Digital Full Game

Subscription

CAGR 0.6%

46%
2022*Total Console Revenue 

Market Share 50%+
NEAR FUTURE**

**Internal SIE projection

CAGR 
1.3%

MOBILE

PC

CAGR 
3.3%

CAGR 
0.6%

CONSOLE

Gaming Category Growth
Game & Network Services Segment

CY25 (E)

(Billions, USD)

$238
$219

$229 $236
$245 $249 $64

$55
$60

$63
$61

$59

CY21

$218

CY20

$60

CY20
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PS5 Launch Peak

The Strongest Gaming Brand
Game & Network Services Segment

Leading Category Momentum
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Source: SIE Global Brand Tracker of Brand Momentum.
*% of respondents indicating the general momentum of a brand



Strong Existing Portfolio Great Upcoming Releases

Ratings Source: Metacritic as of May 4, 2023 Sony Group Corporation  |  10

PlayStation Games – Amazing Catalog and More to Come

PLAYSTATION
STUDIOS

TITLES

THIRD 
PARTY 
TITLES

© 2023 MARVEL

Game & Network Services Segment

88 94

87 80

88 85



PS5 – Ongoing High Engagement vs. PS4

Paid Plus Subs Attach (%)
(Paid Plus Subs/Active Consoles in 12 months)

PS4 Users
(Mar-16)

70%

PS5 Users
(Mar-23)

71%

Life-to-Date
Store Transactions Attach 

(Paid Store Transacting Accounts/Active users)

PS4 Users
(Nov-13 to Mar-16)

31%

PS5 Users
(Nov-20 to Mar-23)

53%

Gameplay DAU/MAU
(Avg. Gameplay DAU/Gameplay MAU)

PS4 Users
(Mar-16)

37%

PS5 Users
(Mar-23)

43%

Game & Network Services Segment
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* Spend includes digital full game, new disc full game, add-on, subscriptions 
and accessories. Excludes the spend on console itself and second-hand discs

(Nov-13 to Mar-16) (Nov-20 to Mar-23)

-10%

+210%

+52%

+30%
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Average Life-to-Date Spend Per 
Active Console* 

Lifetime Value PS4 Users
(Nov-13 to Mar-16)

$479

Lifetime Value PS5 Users
(Nov-20 to Mar-23)

$622

PS5 vs. PS4 – Much Stronger Life-to-Date (LTD) Spend Per Console
Game & Network Services Segment

SUBSCRIPTION

FULL GAME

ADD-ON

ACCESSORIES

+60%

Lifetime Value (Console Launch to End of 3rd Yr)

Average Spend Per Connected Device (USD)



*
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Full Game Unit Sales

PS4 PS5

PS5 > PS4 - Mar-24PS5 > PS4 - Jan-24

PS5 > PS4 - Aug-23PS5 > PS4 - Sep-22 PS5 > PS4 - Nov-22

User spend:Includes Software (Physical, Digital), Add-Ons, 
Subscription (PS Plus), Controllers, VR; excludes purchase 
of consoles

*All metrics are projected figures from Mar-23 and onward

***

Game & Network Services Segment

PS5 Projected to be Ahead of PS4 on all Key Metrics by end of FY23*

***

*** ***

***



Sony Group Corporation  |  14

EXTRA
Discover hundreds of games

ESSENTIAL
Monthly games, online multiplayer & more

PREMIUM
Experience all the benefits

All Essential benefits All Essential & Extra benefits

INCREASE ARPU IMPROVE MARGINIMPROVE RETENTION
OFFER BETTER 

CONSUMER VALUE

To improve customer experience, grow our subscriber base and enhance monetization

New PlayStation Plus
Game & Network Services Segment

Monthly games

Online multiplayer

Exclusive discounts

Cloud storage

Share play

Game help

Game catalog of 400+ games

Ubisoft + Classics

Classics catalog of 400+ games

Game trials

Cloud streaming



+11% 
FY22 Q4 ARPU YoY (excl. FX)>1bn

Hours of gameplay on 
Extra and Premium titles

800+
Games available for 

customers to choose from

Renewal rates held broadly 
in line with COVID peak

Sony Group Corporation  |  15

Improve retention
Offer Better 

consumer value
Increase 

ARPU

Game & Network Services Segment

+3ppt vs Pre-Covid level

75%

79% 78% 78%

FY19 FY20 FY21 FY22

PlayStation Plus – Promising Performance Metrics in FY22
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30% of the base on Extra or Premium
14.1M subscribers in first 10 months on the higher tiers

Game & Network Services Segment

PlayStation Plus – Great Reception of New Service

*As of March 2023

8.0M Subs | 17%
of Total Subs*

6.1M Subs | 13%
of Total Subs

May-22 Jun-22 Jul-22 Aug-22 Sep-22 Mar-23Feb-23Jan-23Dec-22Nov-22Oct-22May-22



FY22 – FY23 Growth (E)

DualSense 29%

DualSense Edge 58%

Others – PS5 99%

Total 47%

PS5 Driving Strong Growth

Access controller for PS5
Upcoming Accessibility-Focused Controller
Accessibility controller kit that fits the needs of many 
players with disabilities through highly customizable 

hardware and software capability

Net Sales
(billions, ¥Yen)*

Total Accessories Revenue

FY13 FY14 FY15 FY16 FY17 FY18 FY19 FY20 FY21 FY22 FY23
(E)

PS4
PS5

*Figures for FY20 and before are on US GAAP and figures for FY21 and onwards are 
based on IFRS.

Sony Group Corporation  |  17

Game & Network Services Segment

Accessories – Strong Revenue Growth
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Strong PlayStation VR2 Launch
Game & Network Services Segment

PS VR2 performing above PS VRVR2 provides a unique experience More to Come

“Everything […] about the PS VR2 feels like a quantum 
leap over any other headset in its price class.”

- IGN

“The PS VR2 is a comprehensive upgrade that tops 
its predecessor in terms of graphics, sound, and 
tracking technology, making it a must-buy 
headset.”

- PC Magazine

“Comfort, fidelity, and accessibility make for a 
sturdy [PS VR2] foundation in excellent PS5 games”

- Polygon

“It's the literal definition of plug and play and is 
super convenient compared to any other wired 
headset I've used”

-Eurogamer

PS VR2 +8% vs. PS VR 
6 weeks from launch

PS VR2 vs. PS VR sell-through 
Weeks 1-6, Global

0

100

200

300

400

500

600

700

W1 W2 W3 W4 W5 W6

PS VR2 PS VR
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Game & Network Services Segment

IP Expansion

New PortfolioPC Expansion

Live Services

Mobile Strategy

Bungie 
Integration

Portfolio 
Expansion



Sony Interactive Entertainment
Sony Group Corporation  |  20

Bungie Integration Synergies

Live Services Expertise to PlayStation Studios

Expand SIE Live Services Center of Excellence

Utilize Strengths of SIE Publishing & Console
(Marketing, Global Business Operations)

PlayStation Studios Central Services

Optimize Collaboration Across Core Functions

Game & Network Services Segment



Sony Interactive Entertainment

80% 60%
50%

20%

40%

50%

FY19 FY23 (E) FY25 (E)

Existing New

PlayStation Studios Investment by IP Type

Sony Group Corporation  |  21

Expanding Our IP – Increasing New IP Investment
Game & Network Services Segment

Source: SIE Internal Projections



Sony Interactive Entertainment
Sony Group Corporation  |  22

Movies

Expanding Our IP – Beyond Gaming

Broaden Franchise 
Awareness

©2022 CTMG. All Rights Reserved.

Game & Network Services Segment

Create Immersive 
Experiences for All

ExperientialTV Series

Give Existing Fans More 
Ways to Engage

Merchandise

Beyond the 
Entertainment Category



88% 45%
40%

12%

55%

60%

FY19 FY23 (E) FY25 (E)

Traditional Live Service

Sony Group Corporation  |  23

PS5 Investment by Business Model**

*Source: Projections / estimations from IDG Consulting, 2023 Q1
**Internal SIE Projection

Live Services – Invest to Capture Category Growth
Game & Network Services Segment

CY22 CY23 (E) CY24 (E) CY25 (E) CY26 (E)

Gaming Industry:
Add-on Continues to Represent Growth Opportunity*

($BIL USD)

CY21

Add-On Content

Digital Full Game

Subscription
$8 $8.2 $9.9 $10.8 $11.3 $12.0

$15 
$8.6 $8.4 $7.5 $7.7 $7.4

$9 

$11.8
$15.1 $17.4 $18.8 $19.2
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Live Services – Grow First-Party 
Monetization & Portfolio Diversity

A More Diverse First-Party Portfolio

Single-Player Game Catalog Live Services Game Catalog

Game & Network Services Segment

• Portfolio / market opportunity

• Release cadence to maximize 
publishing capabilities on and off 
console

• Scaling business profitably for 
content development

Optimizing Live Service portfolio

© 2023 MARVEL



PC Release date
Aug 12, 2022

PC Release date
Mar 28, 2023

PC LTD Sales* 
1.5M

PC LTD Sales 
368K

PC LTD Revenue*
$52M 

PC LTD Revenue
$15.5M 

End of FY22 Forecast 

Ongoing Growth to be Sustained by PC Titles Beyond FY22
Game & Network Services Segment

Sony Group Corporation  |  25

As of April 23, 2023

© 2023 MARVEL

Top 20
PC Publisher in

FY22**

20%
of First-Party Games 

Unit Volume 
expected in FY23

PSN
5 first-party PC Games 

now feature PlayStation 
Network Log-in

35
80

250

450

FY20 FY21 FY22 FY23 (E)

Significant YOY Growth

*Figures for FY22 and after have included Bungie PC revenue, since its acquisition by SIE
**Top 20 PC Publisher as reported by a leading PC games retailer

Key New PC Releases

Revenue of First-Party Titles for PC*
(In $millions）



Co-developing Top IP 
With Industry Leaders

Establishing Internal 
Capabilities

Building A World-Class 
Publishing Team

• Partnered with established teams 
on games

• Bringing some of our most 
celebrated IP to mobile

• Reviewing development 
opportunities with external 
studios

• Multiple internal studios working on 
mobile games

• Savage Game Studios now embedded 
within PlayStation Studios

• Exploring mobile investments and 
acquisitions

• Formed our mobile strategy, 
production and product management 
approach 

• Creating a scalable mobile 
development and publishing business

Started multiple development projects across different verticals

Mobile Strategy – Established Foundations for Growth
Game & Network Services Segment

Sony Group Corporation  |  26
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Evolving Shape of First-Party Portfolio

Significant Growth of PC and Mobile Title Ratios Within Our 
Portfolio

Game & Network Services Segment

0%

20%

40%

60%

80%

100%

FY19 FY23 (E) FY25 (E)

PS5 PS4+PS5 PS4 PC Mobile

Source: SIE Internal Targets



• Two or more major releases per year
• Covering every major genre
• Mix of Single-player and Live Services
• Balance of big franchises and New IP

• Driving audience growth and diversity
• Leveraging Sony Synergy to unlock new 

audience growth
• Expand onto new platforms to grow audiences

Maximizing opportunities from a varied portfolio

Sony Group Corporation  |  28

Shooter

Racing

Platformer

RPG

Sports

Action

Game & Network Services Segment

Evolving Shape of First-Party Portfolio
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SIE Growth

Game & Network Services Segment
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Game & Network Services Segment

Expanding Audience 
Breadth and
Engagement

Types of Players
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INCREASING DIVERSITY OF UNIVERSES, GENRES, AND ACCESS POINTS
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WHERE 
WE ARE 
TODAY

WHERE WE
INTEND TO MEET

OUR USERS
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Game & Network Services Segment

Indies

BEYOND-
THE-CONSOLE 

AUDIENCE

Live 
Services

IP

Mobile

PC

Social

Competitive
GamingPS Plus

Accessories

CONSOLE 
AUDIENCE

Transmedia

Future Growth Pillars
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The Importance of Group Collaboration

Game & Network Services Segment



Transformative Sony Group Collaboration
Game & Network Services Segment

Build Brand 
Relevancy

Sales and 
Marketing 
Collaboration

Amplify IP 
Synergies

Content
Distribution

© 2023 MARVEL Sony Group Corporation  |  33



Climate

Playing for the Planet
• Notifications send to over 30 million PlayStation gamers supporting UN’s Play4Forests
• Around 270 games created by Dreams players devoted to sustainable farming
• SIE is a founding member of the new UN Playing for the Planet Interim Advisory Board

Power Consumption
• PSVR2 launches with new power management features
• All major SIE offices are now 100% renewably powered (Tokyo offices joined 2022)

Resource Conservation
• Plastic hanger tags have been removed for all new products
• PSVR2 has 98% plastic free packaging

DE&I
• More than $11 million committed to SIE’s Social Justice Fund portfolio
• SIE receives Top Score on 2022 Disability Equality Index® for the 2nd year running

Accessibility
• New accessibility features added to PS5
• Access controller for PS5, SIE’s accessibility controller kit, announced at CES in January 2023
• Accessibility tags added to PlayStation Store in April 2023
• PS accessibility site and games nominated for 2022 Game Accessibility Conference awards

SIE Workforce
• Employees donated $1.7 million towards more than 2,400 different global causes

Community

Sony Group Corporation  |  34

ESG Initiatives – SIE is Turning Intention into Actions
Game & Network Services Segment
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Game & Network Services Segment

1.
Console Growth

2.
Portfolio Expansion

3.
Sony Group 
Collaboration

Building
Our Biggest 
Ever Console

©2022 CTMG. All Rights Reserved.

PlayStation – Foundations for Growth

© 2023 MARVEL
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Game & Network Services Segment



SONY is a registered trademark of Sony Group Corporation.

Names of Sony products and services are the registered trademarks and/or trademarks of Sony Group Corporation or its Group companies.

Other company names and product names are registered trademarks and/or trademarks of the respective companies.



Cautionary Statement
Statements made in this presentation 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 statements include, 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 meaning in connection with a discussion of future 
operations, 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 
statements are based on management’s assumptions, judgments 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 discussed in the forward-looking statements, and therefore investors should not place undue reliance on them. 
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, including image sensors,  game and 

network platforms, smartphones and televisions, which are offered in highly competitive markets characterized by severe price competition and continual new product and service 
introductions, rapid development in technology and subjective and changing customer preferences;

(iii) Sony’s ability to implement successful hardware, software, and content integration strategies, and to develop and implement successful sales and distribution strategies in 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, investments, capital expenditures,  
restructurings and other strategic initiatives;

(v) changes in laws, regulations and government policies in 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 development, to      
prioritize investments and capital expenditures correctly and to recoup its investments and capital expenditures, including those required for technology development and product 
capacity;

(vii) Sony’s reliance on external business partners, including for 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 global economic and political environment in 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 significant volatility and disruption in the global financial markets or a ratings downgrade;
(x) Sony’s ability to forecast demands, manage timely procurement and control inventories; 
(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’s ability 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) the impact of changes in interest rates and unfavorable conditions or developments (including market fluctuations or volatility) in the Japanese equity markets on the revenue and 

operating income 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 management in the Financial Services segment;
(xvi) risks related to catastrophic disasters, geopolitical conflicts, pandemic disease or similar events;
(xvii) the ability of Sony, its third-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 adverse impact.  The continued impact of COVID-19 and the developments relating to the situation in 
Ukraine and Russia could heighten many of the risks and uncertainties noted above.  Important information regarding risks and uncertainties is also set forth in Sony’s most recent Form 20-F, 
which is on file with the U.S. Securities and Exchange Commission.


