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What We Believe: For the Sustainable Society

have benefited from the program have established the 
Sony Science Teachers Association (SSTA) which works 
with approximately 1,900 teachers from 49 branches 
nationwide to hold its own seminars and lectures to further 
develop their skills. Separately, the Sony Foundation for 
Education, established in 1972, has conducted educational 
science programs, including the “Wellspring of Science 
Inspiration—Children’s Dream Class.” In this program for 
elementary and junior high school students, which is led by 
Nobel laureate in chemistry, Dr. Hideki Shirakawa, children 
learn about science while staying in natural surroundings.

Worldwide Social Contribution Activities “For 
the Next Generation”
While Sony’s support for future generations began with 
science education, it has grown to include the arts (music 
and film), culture and technology. Sony Corporation’s 
Social Contribution Committee implements a broad range 
of activities through six Sony foundations and Sony Group 
companies around the world. The Committee’s guiding 
principle is to help address the needs of the communities 
in which Sony operates. In fiscal 2007, Sony’s expenditure 
on social contribution activities totaled ¥4.5 billion.*
* In addition to donations, sponsorships, and independent program expenses 

(facility operation expenses), this amount includes the market prices of 
products donated. 

	 The 10th Annual Sony Creative Science Award, a 
competition hosted by the Sony Group companies in 
Singapore and the Singapore Science Center, was held 
in August 2007. The competition brings together children 
aged 7 to 12, who compete in developing innovative toys 
based on scientific principles. As part of the program, 
science shows and workshops are also held to pique 
children’s interest in science and enhance their creativity. 
In 2007, the competition received more than 3,000 entries 
from 101 schools, bringing the total number of participants 
over the past decade to approximately 30,000 children.
	 In Thailand, Sony held the Young Creative workshop, 
in which children gained first-hand experience in making 

When Sony was founded in 1946, our goal was to enrich 
society by applying radio, communications and other 
technologies for the benefit of individual citizens. Since then, 
Sony has sought to better the lives of consumers around 
the world and to inspire them through the technologies, 
products, services and entertainment we produce.
	 In support of this goal, Sony began by spearheading 
efforts to support science and technology—with a 
particular emphasis on education—in line with and 
expanding upon one of our founding missions: “enhancing 
scientific literacy.”

Contributing to Science Education
In 1959, Sony launched the Sony Fund for the Promotion 
of Science Education to reflect Sony’s strong belief in the 
importance of elementary and secondary science 
education. The goal of the Fund is to encourage children 
to take an interest in and enjoy science. To date, more 
than 5,050 schools in Japan have benefited from the Fund, 
with teachers and schools nationwide receiving the 
resources they need to incorporate creative and innovative 
teaching methods in children’s education. Teachers who 

Seeking to Contribute to Society Through 
Businesses: The Sony Founding Spirit

The Sony Group’s Social Contribution Organization

Employee Volunteer Initiatives
�U Someone Needs You �U Other local community efforts

Social Contribution Committee

Museums and Exhibition Spaces
�U Sony Wonder Technology Lab
(New York)

�U Sony ExploraScience (Tokyo, Beijing)

Social Contribution Policy
Undertake activities in fields where Sony is best able to do so, to help 
address the needs of communities

Activities of Sony Group Companies
�U Educational programs in the areas of 

science, music, and film and photography
�U Activities aimed at contributing to a 
sustainable society

�U Emergency humanitarian assistance
�U Cooperation with NPOs/NGOs

Foundation Activities
�U Sony Foundation for 
Education

�U Sony Music Foundation
�U Sony USA Foundation Inc.
�U Sony Foundation Australia 
Limited

�U Sony of Canada Foundation 
Inc.

�U Sony Europe Foundation
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a television program. The objective of the workshop was 
to stimulate the children’s curiosity in science and 
technology and to nurture their talent and creativity. More 
than 80 participants, aged between 12 and 16, took on 
the roles of announcer, producer, casting director, editor 
and cameraman using Handycams and other Sony 
equipment. Through this experience, which included a 
tour of a manufacturing site, children learned all about the 
connection between technology, communications and 
storytelling. 
	 In 2006, Sony launched the Sony Student Project 
Abroad (China) (SSPA) program. Under the program, Sony 
invites Chinese high school students to Japan to take 
part in cooperative workshops related to Sony’s 
technology and to learn about Japanese environmental 
initiatives. This program includes a visit to a recycling plant 
and the opportunity to experience a homestay with families 
of Sony employees. SSPA reflects Sony’s belief that 
acknowledging and understanding different cultures and 
diversity is an important attribute for children growing up 
in today’s global era.
	 Sony continues contributing to the field of music education 
through a variety of activities. Just last year, Sony became 
the lead sponsor of the Online Community of The Weill 
Music Institute at Carnegie Hall. In its pilot season, the 
Online Community supported Carnegie Hall’s Global 
Encounters (GE) Program, which provides public school 

students with the chance to explore world history through 
the indigenous music and cultures that have helped shape 
global perspectives. In Spain, Sony has donated funds to 
the Classical Music School Reina Sofia, to support 
programs for promising young musicians, potentially 
tomorrow’s masters, that give them valuable experience 
performing in concerts throughout the country.

Social Contribution Expenditures by Field (Fiscal 2007) Social Contribution Expenditures by Region (Fiscal 2007)

Education
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Disaster relief/ 
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North America 32%
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*1	 Mainland China, Hong Kong, Taiwan and South Korea
*2	 Southeast Asia, Middle East, Africa and Oceania
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Living in Harmony with Local Communities Is Key 
to Sony’s “Global Localization”
When a company engages in business activities in a 
community, it becomes an active member of that 
community through the creation of employment and the 
provision of products and services. Sony’s philosophy of 
global localization, “Think globally, act locally,” advocates 
engaging with the local community as much as possible, 
including employing local managers, while holding shared 
global principles. This philosophy is important not only for 
business, but also for promoting a positive relationship 
with members of the local community. 
	 Sony’s global, in-house volunteer program, called 
“Someone Needs You,” is designed to enhance community 
relationships. Under the program, Sony Group companies 
organize volunteer programs tailored to local needs and 
encourage employee participation. In fiscal 2007, 
approximately 28,000 Sony employees took part in such 
volunteer activities.
	 Most of Sony’s 264 major sites worldwide conduct a 
variety of individual volunteer initiatives. Participation in 
one program raises employees’ awareness, which often 
leads to planning another with outside partners or to 
helping solve another issue. These programs provide 
employees with a sense of satisfaction from contributing 
to their local communities. In instituting such programs, 
Sony strives to encourage participation by allowing 
employees appropriate time off to engage in volunteer 
efforts.

	 As a global company, Sony strives to fulfill our 
responsibilities as a corporate citizen by also providing 
emergency relief to victims of large-scale natural disasters 
and regional conflicts. In 2007, Sony Group companies 
in Japan, the United States and the affected regions made 
donations to assist victims of the earthquake in Niigata, 
Japan in July, the wildfires in California, the United States 
in October and the typhoon in Bangladesh in 
November. 
	 For the victims of the May 2008 cyclone that hit 
Myanmar, employees of Sony Group companies in its 
neighboring countries Singapore, Malaysia and Thailand 
also made donations of ¥20 million through relief funds to 
provide aid. Sony plans to provide medium- to long-term 
assistance to the region in collaboration with local NGOs. 
Sony Group companies and employees in China, Pan-
Asia, Japan and the United States donated a total of ¥190 
million for relief efforts following the great earthquake in 
China’s Sichuan Province, which also struck in May. Funds 
donated by Sony Group employees were matched by 
Sony under the Company’s established “matching gift” 
programs.
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Acting as a Global Company, Sony Contributes to 
Help Create a Sustainable Society
Given the rapid changes and serious challenges we face 
in the world in this century, we have been examining what 
kind of contributions Sony can make and how we should 
address global issues going forward. We have reviewed 
the direction of our social contribution activities, which 
have supported the next generation since the company 
was founded, through the provision of science education, 
the nurturing of creativity and other activities. 
	 In today’s increasingly globalized and mutually 
dependent world economy, we believe that Sony’s 
corporate responsibility must not be limited by geography. 
It is also important to help address environmental issues, 
poverty, the provision of primary education and other 
issues highlighted in the United Nations’ Millennium 
Development Goals. 
 
Helping to Create a Sustainable Society
In South Africa, Sony provides support for the South Africa 
Mobile Library Project, launched by the South African NPO 
SAPESI (South Africa Primary Education Support Initiative). 
The aim of the project is to improve literacy by using mobile 
libraries to loan books to students and teachers at primary 
and middle schools across the country. In addition to 
making a financial contribution to the project, Sony also 
donates used children’s books collected at six Sony Group 

companies* located in British English-speaking regions.
	 In Mexico, Sony continues to participate in a project that 
repairs primary school buildings. In addition to donating 
Sony products, Sony provides funds to help with lighting, 
furniture and repairs to school grounds. 
	 In China, Sony launched a Support-for-Schools Project 
in 2003 to provide assistance for pupils in primary schools 
in poor and under-served districts. To date, Sony has 
donated desks, chairs and blackboards to more than 120 
schools. In 2007, The Project was nicknamed as the Home 
Alone Care Project and provided assistance to primary 
schools in farming villages and remote regions that have 
many children whose parents have gone to cities to find 
employment.
	 Since 2006, Sony has continued to support the UNICEF 
EYE SEE Project by donating digital cameras and providing 
financial assistance. The aim of the project is to give 
children living in societies that face natural disasters, 
poverty, infectious diseases, conflict and other difficulties 
the opportunity to express themselves through 
photography. In EYE SEE III, held in 2007, 40 children 
from Liberia and Rwanda learned about basic photographic 
technology, composition, subject selection and expression 
through workshops led by professional photographers. 
Using cameras donated by Sony, the children took 

Collaboration between UNICEF and Sony to put cameras in the hands of children in 
developing countries has literally changed their lives.
UNICEF’s EYE SEE photo project began as a modest idea in earthquake-ravaged Pakistan 
to help children express themselves at a time when their lives were turned upside down.
	 The idea was simple—to allow children to harness the power of photography to express 
themselves and inform adult decision-makers. Sony has been our key partner, and the 
stunning photographs of EYE SEE participants have been displayed in Pakistan, the United 
Kingdom, Italy, the United States, Canada and Japan—as well as worldwide on CNN. Many 
are saying they would like to become photographers one day. 
	 It has given a voice to children subject to natural disasters and conflict, who otherwise may 
not have had the chance to be heard. And it has given people in far-flung lands a unique 
perspective into the lives of children in Pakistan, Liberia and Rwanda.

Michael Bociurkiw

Project Manger,
UNICEF EYE SEE II 
and III
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approximately 2,000 photographs.
	 Sony and UNICEF co-sponsored an EYE SEE III 
photographic exhibition to coincide with the Tokyo 
International Conference on African Development (TICAD). 
Sponsored by the Japanese government and held every 
five years, the conference took place in Yokohama in May 

2008. The exhibition succeeded in provoking visitors to 
think about the various issues represented in the 
photographs.
*	 The six Sony Group companies: Sony Australia, Sony New Zealand, Sony 

South Africa, Sony Singapore, Sony Hong Kong, Sony UK

Joining Consumers to Create a Sustainable 
Society through Innovation 
Sony believes that by working in partnership with others, 
we can accomplish so much more as we strive to address 
global issues. One example is a new campaign that 
combines corporate power and consumer choice. The 
campaign supports the “Solar-bear Smile Project,” initiated 
in Japan, by linking consumer behavior to environmental 
conservation. Under the campaign, Sony donates a 
portion of the revenue generated from the sale of retail 
batteries and battery chargers in packages that display 

“Solar-bear” campaign characters. Money raised through 
the campaign is then used to install solar power generation 
units at kindergarten and nursery schools in Japan.
	 In the first initiative of its kind in Japan, Sony Points, 
received by consumers when they buy a Sony product, 
can be used to purchase “green power”—that is, power 
generated by renewable energy sources such as wind 
and the sun. Sony Style Japan buys Green Power 
Certificates, which recognize the use of renewable energy, 
by paying the difference between normal electricity 
charges and the cost of generating natural energy, which 
is then sold in small lots. Customers also have the 
convenience of being able to make their purchases via 
mobile phone.
	 Sony Computer Entertainment Inc. (SCEI) offers users 
of PLAYSTATION®3 (PS3™) the opportunity to take part 
in Stanford University’s Folding@home™ Project, which 
studies the mechanics of various diseases, including 
Parkinson’s, Alzheimer’s and cancer. In March 2007, SCEI 
began offering PS3™ users a software application for 
Folding@home™, enabling them to take part in the 

Collaboration Between Sony’s Battery 
and “Solar-bear” 

Sony undertakes a wide range of activities with the aim of promoting CSR initiatives overall. One example is our active 
role as the convener of the communication task group on the formulation of the ISO 26000 standard, on which Sony 
submits reports in Japan through the Japanese Industrial Standards Committee (JISC). Sony is also a member of 
worldwide CSR organizations, including the World Business Council for Sustainable Development (WBCSD), Business 
For Social Responsibility (BSR), CSR Europe, and the Council for Better Corporate Citizenship (CBCC). In January 
2008, Sony joined forces with IBM, Nokia, and Pitney Bowes to launch a database of environmentally friendly patents 
on a website hosted by the WBCSD. The portfolio of patents, called the “Eco-Patent Commons,” is comprised of 
patents pledged by corporations to provide assistance with environmental preservation.

Participation in CSR-Related Organizations and Projects

Shinzi Katoh/ⒸEcologyOnline
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distributed computing project, which studies causes of 
diseases linked to misfolded proteins in the human body. 
To date, more than 1.4 million PS3™ users from around 
the world have taken part by contributing the processing 
power of their PS3™s to the analysis. Thanks to the 
tremendous computing capacity of the PS3™, equipped 
with the microprocessor Cell Broadband Engine™ (Cell/
B.E.), in September 2007 the Guinness Book of Records 
certified the Folding@home™ project as the world’s most 
powerful distributed computing network after it broke the 
1 petaflop* barrier for computing capacity.

eco-design principle, in 2006 we launched the Sustainable 
Design Project, proposed by designers, to design product 
models that also take sustainability into account. Although 
still at the experimental stage, the “odo” design concept 
group of devices, powered by kinetic energy, offers 
children new experiences, a sense of social consciousness 
and ecological values, and inspiration to look toward the 
future. We believe that Sony can help shape a new future 
from the novel ways in which consumers interact with 
devices. In the future, the concept of sustainable design 
of products can be expanded to initiatives to include 
services as well.

Sony believes it is increasingly important to engage in activities that address global issues. In conjunction with 
educational programs to raise employee awareness, Sony will continue contributing to the creation of a sustainable 
society as expressed in our catchphrase, “For the Next Generation.”

For more broad and detailed information, please visit the following website: http://www.sony.net/csr/

The “odo” Design Concept Group of Devices 
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Sustainable Design Initiatives
Sony’s product planning and design process has always 
focused on usability from a user’s perspective. Building 
on this approach of universal design and combining it with 
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Sony Group Overview

Corporate Data

Headquarters	 7-1, Konan 1-chome, Minato-ku, Tokyo 108-0075, Japan

Established	 May 7, 1946

Employees	 180,500 (As of March 31, 2008)

Sales and operating revenue	� ¥8,871.4 billion (For the fiscal year that began on April 1, 2007 and ended on March 31, 2008)

Financial Highlights (Billions of yen)

*1	 Percent of sales and operating revenue to outside customers.
*2	 Sales and operating revenue accounted for by customers in each particular region.

88.5

163.8
123.6

126.3

369.4

Net Income

2004 2005 2006 2007 2008
(Years ended March 31)

7,530.6
7,191.3

7,510.6
8,295.7

8,871.4

Sales and Operating Revenue

2004 2005 2006 2007 2008
(Years ended March 31)

133.1
145.6

226.4

71.8

374.5

Operating Income

2004 2005 2006 2007 2008
(Years ended March 31)

Sales and Operating Revenue by 
Business Segment *1

(Year ended March 31, 2008)

Electronics  
66.9%

All Other  3.5%

Game  13.7%

Pictures  9.7%

Financial Service  6.2%

Sales and Operating Revenue by 
Geographic Segment *1 *2

(Year ended March 31, 2008)

United States  
25.1%

Japan  
23.2%

Europe  
26.2%

Other  
25.5%

For more information >> 	 http://www.sony.net/IR/
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Sony Operations

Business at a Glance
Sony’s global business activities include electronics, games, movies, music and financial services.

Main manufacturing sites

・ Main operations: 264

・ Total number of 
 employees: 180,500
  (As of March 31, 2008)

Main non-manufacturing sites

Principal Organizational Changes in Fiscal 2007
Sony established Sony Mobile Display Corporation by integrating the operations of two joint venture companies, ST Liquid 
Crystal Display Corporation and ST Mobile Display Corporation, engaged in the manufacture of low-temperature, polysilicon 
thin-film transistor (TFT) liquid crystal display panels for mobile products.

Sony Group

Financial
Services

Electronics

Game
Pictures

All Other

Sony BMG Sony Ericsson S-LCDMain joint ventures
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Information on CSR Disclosure

Museums and Exhibition Spaces
Sony organizes exhibitions of various kinds, including exhibitions at educational museums 
that are designed to stimulate interest in media, science and technology.

Sony ExploraScience (Tokyo and Beijing)
In these science museums produced by Sony, visitors can actually see, touch and enjoy 
the principles and laws of science in action and the progress and fascination of digital 
technology.
http://www.sonyexplorascience.jp/english/

Sony Wonder Technology Lab (New York)
This interactive museum brings technology and creativity together to make learning 
experiential, entertaining and fun. The Lab’s exhibits showcase the positive impact 
technology can have on virtually any discipline, from medicine to movie-making.
http://www.sonywondertechlab.com

For inquiries regarding this report or Sony’s CSR activities:

Corporate Social Responsibility Dept.
7-1, Konan 1-chome, Minato-ku,
Tokyo 108-0075, Japan
Phone: 81-3-6748-2111
Fax: 81-3-5448-2244
http://www.sony.co.jp/SonyInfo/Support

Sony has obtained third-party verification from Bureau Veritas Japan Co., Ltd. 
to ensure the reliability and consistency of environmental data found in this 
report and on Sony’s website, and to facilitate the ongoing improvement of 
Sony’s environmental management.

Annual Report

Japanese	 http://www.sony.co.jp/IR/
English	 http://www.sony.net/IR/

For Sony’s latest Annual Report, 
please visit the following websites:

Printed Report and Website

Information pertaining to Sony’s 

CSR activities is disclosed in this 

report and on Sony’s website. This 

report provides information relevant 

to key CSR topics, while the website  

contains supplemental data.

This report contains Sony’s ideas 
and initiatives regarding key CSR 
activities

Website containing detailed 
information pertaining to Sony’s 
CSR activities

CSR Report CSR Website
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The following information on Sony’s CSR activities is available at the Sony website:

Printed on FSC-certified paper. 
Printed with volatile organic compound (VOC)-free, vegetable oil-based ink 
using waterless printing, which generates no hazardous waste fluids.
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