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Sony Exhibits at CES® 2024

Showecasing its diverse initiatives and technologies that empower creators to turn

their creative sparks into stories

SYDNEY, AUSTRALIA 9 January 2024 — Sony Group (“Sony”) will exhibit at CES® 2024,

taking place in Las Vegas, Nevada from Tuesday, Jan. 9 AEST, under the theme “Powering

Creativity with Technology.”

Kenichiro Yoshida, Chairman and CEO of Sony Group Corporation took the stage at Sony’s
press conference held on Monday, Jan. 8 ahead of the exhibition’s public opening. He opened
by stating that as a creative entertainment company, Sony has always placed people at the
heart of creativity and has been committed to being a force for good by empowering creators.
He was joined by a diverse array of presenters, and together they introduced initiatives to
support creators across Sony’s music, movies and television production businesses; new
solutions for visual production and spatial content creation; fan engagement in communities
such as anime, sports and games; and initiatives in entertainment and safety to advance the
mobility space. The presentation also showcased the various technologies underpinning these
initiatives. He closed the press conference by emphasising that Sony embraces people’s ideas

and elevates their stories as it continues to power creativity with technology.

Sony'’s press conference at CES 2024 can be viewed on its official YouTube channel:

https://www/youtube.com/watch?v=PMxaY Hisulg



mailto:jazlyn.burke@adhesivepr.com.au
mailto:pr.sanz@sony.com
https://www/youtube.com/watch?v=PMxaYHisulg

Powering Creativity

with Technology

SONY

B Press Conference speakers (In order of appearance)
Kenichiro Yoshida (Chairman and CEO, Sony Group Corporation)
Jon Platt (Chairman and CEO, Sony Music Publishing)
Neal Manowitz (President and COO, Sony Electronics Inc.)
Katherine Pope (President, Sony Pictures Television Studios)
Toshihiro Mibe (President and Representative Executive Officer, Honda Motor Co.,
Ltd.)
Izumi Kawanishi (Representative Director, President and COO, Sony Honda Mobility
Inc.)

Jessica Hawk (Corporate Vice President, Microsoft)

Sony Booth Overview
Dates: Jan. 9 (Tuesday) to Jan. 12 (Friday), 2024
Venue: Las Vegas Convention Center, Booth # 21800




Main Exhibits

From creation technology to fan engagement to expanding spaces for Kando, the exhibition
will focus on how Sony is empowering creators to do more, explore more, and create more by
providing innovative technologies for storytelling, entertainment, and beyond, and enabling

new ways to fill the world with emotion.

Sony is also working to reduce the environmental impact of its exhibition, by reusing materials
from last year and adopting a layout design that reduces the use of large-scale structures.
Furthermore, the information panels within the booth are made of “Original Blended Material*,”

a paper material developed by Sony.

*An environmentally conscious paper material made from bamboo, sugar cane, and post-consumer recycled paper,

whose origins are specified.

m Expanding Creativity: Helping Deliver New Opportunities in Production through

Innovative Technologies

e Sony Pictures Entertainment (SPE)'s New Advanced Visualisation Facility: Torchlight



Sony introduces Torchlight, a new groundbreaking advanced visualisation space featuring the
latest in proprietary technology from Sony Group companies in collaboration with Epic Games’
Unreal Engine, the world’s most open and advanced real-time 3D tool. Torchlight allows
filmmakers to create digital scenes prior to principal photography, in a hands-on virtual
environment using Unreal Engine and virtual cameras, including the Virtual Production Tool
Set, which seamlessly links virtual environments with on-set production using Sony’s digital
cinema VENICE camera. In addition, creators will have access to various Sony proprietary
technologies including the mobile motion capture system, “mocopi™”. These technologies,
and more, are incorporated into the workflow at Torchlight and support creators to unleash

their creativity in real-time.

*For further details, please refer to the press release:

https://www.sonypictures.com/corp/press_releases/2024/0104

e The Future of Content Production - Virtual Production

To further empower creators, Sony is supporting the growth of Virtual Production, a new form
of content production, right from its technological development through to providing production
solutions. In this field, Sony is combining advancements in its imaging, sensing, and display
technologies, and leveraging real-time rendering using game engines. Pixomondo, Sony PCL
and SPE are providing end-to-end creative services and stage infrastructure globally to cover
the entire production process, from pre-production and on-set filming using Virtual Production,

to post-production.

m Fan Engagement: Enabling Cutting-Edge Experiences for Fans through Real and

Virtual Integration

e PlayStation®5 Products and Games


https://www.sonypictures.com/corp/press_releases/2024/0104

Sony Interactive Entertainment showcases the latest PlayStation 5 hardware lineup, featuring
innovative products like the new PlayStation 5 console in a smaller form factor, PlayStation
Portal™ remote player, Pulse Explore™ wireless earbuds, Access™ controller, and the

upcoming Pulse Elite™ wireless headset. The Deep Earth Collection of stylish metallic PS5®
console covers and DualSense® wireless controllers will also be on display. Attendees can
also experience Gran Turismo 7@ on both PS5 and PlayStationeVR2 (PS VR2) in immersive

racing pods at the booth, as well as preview the brand-new No Return mode in Naughty Dog'’s

The Last of Us™ Part || Remastered, which launches on Jan. 19.

o New Fan Engagement Leveraging Technology and Entertainment

Sony is advancing fan engagement initiatives in sports. Together with Manchester City
Football Club, Sony is currently conducting a PoC (proof of concept) with the aim of providing
new services that create a global online fan community. A beta service will be launched for
fans later this year. Closed testing has already started, and fans were intrigued and excited
about the project. At the booth, visitors can view new content from the Virtual Etihad Stadium,

and engage in experiences to share their passion for the team and players.

Sony’s sports businesses are exhibiting initiatives with multiple major sports properties across
the globe, that bring together Hawk-Eye Innovations’ optical tracking, Beyond Sports’ data
visualisation technology and Pulselive’s expertise in fan engagement to create never-before-

seen fan experiences aimed at diverse audiences, including younger generations.

¢ Next Generation Immersive Music Experiences

Sony Music is developing new opportunities for artists to expand their engagement with fans
on gaming platforms and in other entertainment environments using game engine creation
and virtual production technologies. Visitors to the booth can sample three applications of its
next generation immersive music experiences. The exhibit will showcase how Sony’s virtual
production capabilities and Unreal Editor for Fortnite (UEFN) from Epic Games were used to
create the music video for the song “Jericho” from Columbia Records artist Iniko, as well as
Journey Through Jericho, a companion Fortnite island based on the video. Visitors to the
booth will also be able to experience Nitewave, a new music-focused island for Fortnite built
with UEFN. Additionally, they will be able to play AVNU: Where Music Meets, a music
destination for Roblox centered around music-related gameplay, challenges and virtual goods

collecting featuring music from Sony Music talent including Arista Records artist Paul Russell.



e Sony Pictures Virtual Reality

Sony Pictures Virtual Reality (SPVR) showcases their latest cross-platform, multi-player VR
game, Ghostbusters: Rise of the Ghost Lord, a world-building expansion of the beloved
Ghostbusters universe. The exhibit will include eye-tracking and headset feedback of the PS
VRZ2, the latest generation virtual reality headset for PS5, along with PS VR2 Sense controller
adaptive triggers. SPVR expands SPE’s use of IP by providing immersive entertainment
through the production and distribution of VR games and experiences globally across all

consumer channels, including in-home and location-based entertainment.

m Immersive Storytelling: Creating Tangible, Visceral Experiences that expand IP in

the Real World through Location-based Entertainment

e Sensing & Interactive Technology Showcase for Location-based Entertainment

In order to provide creators with new avenues for expression and expand the value of content
IP, Sony is promoting PoCs for immersive experiences that utilise its sensing and interactive
technologies through Group-wide collaboration. In this demonstration, visitors can experience
the immersive world of Ghostbusters using Sony’s unique haptics technology, marker-less

motion capture, and the “mocopi™” mobile motion capture system.

In addition, SPE is focusing on location-based entertainment worldwide, including Thailand’s
Columbia Pictures Aquaverse which was chosen as one of CNN World’s Best New Theme
Parks. This exhibit introduces a video of these initiatives including the studio’s first in-house
operated immersive entertainment destination, Wonderverse, opening in the Chicago area

this January.

m  New Creative Spaces: The Future is defined by More Spaces for Kando Moments -

Mobility Transformed

e Sensing Technology for Enhancing Mobility Safety



“Safety Cocoon” is a concept to advance vehicle safety by detecting 360 degrees around the
vehicle in various daily driving situations, allowing drivers to take early action to evade risk. At
the booth, visitors can experience Sony’s diverse sensing technologies that support the
realisation of this concept. By pursuing resolution and sensitivity that transcend the human
eye, Sony’s sensing technology aims to enhance safety by serving as the eyes of mobility,

and contributing to delivering new mobility experiences.

*The exhibition is also being presented on the online platform “Sony Square.”

https://square.sony.com/ces2024/

*Images from Sony at CES® 2024 can be downloaded here.

https://www.sony.com/ja/pressroom/pict data/event/ces2024.html

Hit#

About Sony Corporation

Sony Corporation is a creative entertainment company with a solid foundation of technology. From game and
network services to music, pictures, electronics, image sensors and financial services - Sony's purpose is to fill the
world with emotion through the power of creativity and technology. For more information, visit: http://www.sony.net/.

About Sony Australia: Sony Australia Limited is a wholly owned subsidiary of the Sony Corporation of Japan,
and a leading manufacturer of audio, video, communications and information technology products for the
consumer and professional markets. Committed to producing innovative and quality electronic products, the
range includes BRAVIA TVs, Alpha digital interchangeable lens cameras and Cyber-shot digital cameras,
headphones, Walkman MP3 players and other audio products, and professional broadcast equipment. For more
information on Sony Australia, visit www.sony.com.au.

Images: Product images can be downloaded from the Sony Australia & NZ Flickr site:
https://www.flickr.com/photos/sony-anz/. For assistance, please contact the Sony team at Adhesive PR at
sony@adhesivepr.com.au

Social Media: Stay up-to-date with Sony Australia competitions, events, product reviews and videos via
Facebook - www.facebook.com/sonyaustralia, Instagram www.instagram.com/sonyaustralia, YouTube
www.youtube.com/sonyaustralia and Tik Tok www.tiktok.com/sonyaustralia
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