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Savings estimates

* Accuracy/credibility
e Historical achievements
e Future ambition



Accuracy/credibility of savings
estimates

* Based on peer-reviewed methods from Webb
et al. (2013), Aslan (2017) and latest industry

data

* Transparent calculations, updated as time
passes
* Projected savings in 2020

— Initial estimate: 1.1. TWh/year savings
— Current estimate: About 5 TWh/year savings



Savings over time for console SRA

Cumulative electricity consumption of UHD-capable consoles in Europe
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Savings rel. to baseline to be about 5 TWh/year in 2020 (vs. 1.1 TWh/year initially projected)
Source: Microsoft, Nintendo, and Sony. Report on the 2017 review of the game console
self regulatory initiative. October 13, 2017, www.efficientgaming.eu
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Historical achievements

* Sony’s progress: Total energy consumption
over time for PlayStation consoles

* Microsoft’s progress: Xbox One S (2016) vs.
most efficient Xbox 360

* Nintendo’s progress: Wii U modal power
consumption over time



Sony’s progress: Total energy consumption
(TEC) over time for PlayStation consoles
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Launch models for new Sony consoles had increased TEC from PS1 to PS2,
and from PS2 to PS3. PS4 broke that trend, with launch model TEC about
one third lower for PS4 than PS3. Even with that progress in the launch model

PS4 TEC rapidly decreased after the launch model.
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Microsoft’s progress: Xbox One S
(2016) vs. most efficient Xbox 360
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Nintendo’s progress: Wii U modal
power consumption over time

Wii U power consumption
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Future ambition

* New technologies may enable more progress
in efficiency in future, but economic and
technology limits constrain what can be done
without complete redesign of console
architecture.

 Example of economic and technology limits:
Separate video architecture for media play




Cost/saving (2017 €)

Separate video architecture not
economically justified

Cost of components for separate video architecture versus 5 year
saving in user's electricity cost
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5year saving in user's
electricity cost
from zero power separate
video architecture

Cost of separate video 5 year saving in user's
architecture - components electricity cost
only from high efficiency
separate video architecture

Sources: Assumes current TEC numbers for PS4 from Aslan
(2017) and low power architecture characteristics from
Webb (2014). Also assumes 50:50 split in media time
between streaming and DVD and constant average 2015
electricity prices for EU-28 (0.205€/kWh). High efficiency
video architecture assumes a device similar to Apple TV,
with a parts cost of about 54 Euros. This cost doesn’t
include assembly or markups. Five-year electricity savings
are a simple sum projected over that period. Zero-power
case is a thought experiment to show a bounding case.
Increased latency from separate architecture not assessed
here, but that affects consumer amenity.

5 year running energy A Running energy cost

Scenario 5 year TEC (kWh) A TEC (kWh) cost (2017 €) (2017 €)
Normal scenario - no separate video architec 278.61 57.12

High-efficiency separate video architecture 23442 -44.20 48.06 -9.06
Zero-power separate video architecture 227.74 -50.87 46.69 -10.43
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Conclusions

Console industry self-regulatory agreement

— prodded manufacturers to reduce TEC in initial launch
models

— prompted further efficiency improvements

Savings calculations based on peer-reviewed analysis
and measured data

Significant savings compared to what would have
happened in absence of the agreement

Until industry launches a new generation of consoles,
big jumps in efficiency are unlikely

Separate video architecture not justified based on costs
and energy savings
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