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HC Andersen Capital receives payment from Astralis for a Digital IR/Corporate Visibility subscription agreement. The authors, Kasper Lihn and Victor Skriver, have no ownership in Astralis. This is not a piece of advice to buy,
not to buy, sell, or not to sell shares. The material has been read by the company before publication. HC Andersen Capital assumes no responsibility for correctness of the contents of the material.

Astralis is a leading esports organization that operates within
several game titles and teams under the Astralis brand. Astralis
owns valuable franchise rights/assets in leading tournaments.

Ticker: ASTRLS 
Share price (DKK): 2.99 
Market value (DKK): 173,392,770

• Astralis owns all commercial rights and activities of the Astralis brand, media, and esports teams. The company operates professional
teams across the leading game titles Counter-Strike, League of Legends, FIFA, Fortnite, and Rainbow Six.

• The global esports market revenue was approx. USD 1 billion in 2021, and the market is expected to grow by a CAGR of 14% until 2024.
Growth rates are driven by i) an increasing number of esports enthusiasts and viewers, ii) larger sponsorship amounts and awareness from
international brands iii) leading media companies investing in the market, making the tournaments more available for a larger audience, and
iii) a demographical wave with generation Z using much of their time online with their friends.

• With a proven business model built around the valuable Astralis brand, the company has created three solid commercial business
areas; i) League and media rights from Astralis’ franchise rights in different leading leagues with revenue sharing structure, ii) Sponsorships
and commercial partnerships with global brands driven by the Astralis brand’s reach on different platforms, iii) Direct-to-fan activities driven
by merchandise sale, in-game items, Astralis Nexus as well as new monetarization opportunities such as NFTs.

• COVID-19 lockdowns affected operations and the IPO growth plan as well as the share price development, implying that Astralis is
approx. 12 months behind its original strategy. Astralis’ decline in esports performance since 2019 may also have affected the share price,
declining 67% since the IPO. However, financials were solid in 2021, growing its revenue by 46% to DKK 75 million. Looking into 2022, Astralis
expects to increase its revenue by 13-20% and be operationally profitable (EBITDA) in the range between DKK 0 and 5 million.

• Astralis is expected to grow with at least the market from its valuable franchise rights in Counter-Strike and League of Legends leagues.
These are valued at approx. DKK 275 million based on historical transactions in 2021 (Astralis’ enterprise value is approx. DKK 150 million). Also,
looking at relevant peers, Astralis’ EV/Sales (2021) multiple is approx. 2x compared to a peer group average of approx. 10x EV/Sales (2021).

KEY FINANCIALS (DKKm)

ASTRALIS

2020 2021 2022E*

Revenue 51.5 75.0 85-90

EBITDA -14.5 -7.9 0-5
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• Traded slots in Astralis’ league assets exceed the current 
enterprise value of Astralis

• Stable double-digit market growth rates within esports and gaming 
support the investment case

• Acquisitions in new titles and continuously brand-building open up 
for new valuable and long-lasting sponsorships with high visibility

• Astralis grows through acquisitions in game titles and new areas,
leading to potential M&A risks such as lack of organizational fit

• There is a risk of a capital increase for investments, however,
Astralis expects positive cash flow from 2022 and onwards

• Fan base, audience, and brand value may decline with poor
performance across teams over longer periodsNote: *Astralis’ own expectations for 2022 
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We have identified general risks associated with the investment case of which we believe investors should be aware of
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SELECTED RISK FACTORS POTENTIALLY AFFECTING THE INVESTMENT CASE 

Nasdaq First North Growth Market: Potential investors must be aware of the significant risks
related to investing in companies listed on Nasdaq First North Growth Market. Companies traded
on Nasdaq First North Growth Market are subject to fewer regulations compared to the regulated
Main Market.

Share price development: The market price of the Astralis share may develop negatively
depending on several factors including financial results varying from expectations, economic
downturns, changes in expectations, changes in geopolitical conditions, and the risk of
declining global stock markets.

Sponsorships and commercial agreements: An important area for Astralis is revenue from
sponsorships and commercial partnerships. Astralis relies on continuing to attract and
renegotiate sponsorships and commercial partnership agreements. There is a risk that a rapid
shift in audience preferences could cause declining sponsorship revenue. Additionally, Astralis
needs to conduct due diligence to make sure that Astralis only undertakes agreements with
strong brands with a solid reputation.

Brand and reputation: In relation to commercial agreements and monetarization, Astralis is
dependent on strengthening the brand. In the event of poor publicity and media coverage, there
is a risk that income from merchandise, sponsorships, and commercial agreements will cease.

Performance: Astralis relies on being the most popular game and maintaining top rankings.
There is a risk that Astralis will no longer be able to play at a top level and be in the popular
games, which could have a negative effect on the company's financial position.

Audience: Astralis relies on a large audience base to be able to achieve commercial success.
There is a risk that the audience in the games in which Astralis is presented will decline due to
popularity or the inability to retain the audience. A declining audience could have a negative
effect on the financial position.

League ownership: Astralis has acquired ownership/franchise rights of various leagues. A
league ownership is also known as a ”slot", providing Astralis a secured invitation to the league
tournaments. There is a risk that declining interest in esports or in the individual games in the
leagues could cause the value of the owned slots to decline. There is also a risk that a team may
be removed from the league if the rules of the league are not complied with.

Legislation: There is a risk that certain video games may be censored by new legislation which
may affect the market size and future market growth rates as well as Astralis’ financial position
and expectations.

Key employees: Astralis relies on being able to attract and retain key employees both for the
management positions and other key positions as well as players and coaches across the
teams. Moreover, Astralis must perform correct talent selection to continue attracting future
talents for their teams.

Interest and exchange rate fluctuations: Astralis has activities in both Europe and the United
States, which also means that a large part of the company's revenue is calculated in USD or in
EUR. Revenue streams come largely from sponsorships, prize money as well as league and
media rights revenue. There is a risk that large currency fluctuations and interest rate changes
could have a negative impact on the company's revenue streams and financial position.
However, the USD has been favorable for Astralis looking into the first half-year of 2022.

Global pandemic: There is a risk that new pandemics or lockdowns will result in cancellations
of major tournaments and esports-related events. Like COVID-19 in 2020, this will have a
negative impact on Astralis’ financial position.



            

       

INVESTMENT CASE

            

       

Astralis is a leading esports organization, operating five teams in the game titles Counter-Strike, League of Legends, Rainbow Six, Fortnite, and FIFA
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ASTRALIS – IN BRIEF

Overview: Astralis is a leading esports organization that operates five teams under the overall
Astralis brand in some of the leading games; Counter-Strike (CS:GO), League of Legends (LoL),
Rainbow Six: Siege (R6), Fortnite, and FIFA. Today, Astralis owns valuable franchise rights/slots
in the premium league within League of Legends (LEC) and Counter-Strike (ESL Pro League and
BLAST Premier). With solid commercial partnerships, rising merchandise sales, and rising media
and participation revenue from popular esports tournaments, Astralis has created a proven
business model in a growing industry. Going forward, Astralis has the ambition to continue to
expand with new games under the Astralis brand. Recently, the company also acquired the
majority of the shares in PIXEL.TV, which is a Danish media platform for gaming.

Multiple revenue streams: Astralis is monetarizing its brand and digital presence on social
media as well as with its physical presence from its recent opening of Astralis Nexus, a gaming
and entertainment facility in Copenhagen.

• Sponsorships and commercial partnerships have been steadily growing for Astralis during
the past years. In total, Astralis has commercial partnerships with approx. 15 different
companies and organizations. In 2021, sponsorships grew to DKK 38.5 million (51% of total
revenue in 2021), corresponding to a growth rate of 13% y-o-y.

• Prize money, league revenue, and digital item sales are the second largest segment with
total revenue of DKK 31.8 million (42% of total revenue in 2021), corresponding to a growth
rate of 132% y-o-y.

• Astralis Nexus was opened in 2021 in Copenhagen with the purpose of building a greater
relationship with fans physically as well as creating opportunities for Astralis’ commercial
partners. The business area generated approx. DKK 1.7 million in approx. 6 months of 2021.

• Merchandise, royalties, and other revenue constituted a minor part of the total revenue,
primarily from in-game items and the sale of other Astralis equipment.

Share information: Astralis was listed on Nasdaq First North Growth Market in Copenhagen in
2019 with an offer price per share of DKK 8.95. The company raised DKK 150 million before costs
from 7,012 investors. As of 11th May 2022, Astralis’ market value is DKK 173,392,770. The share
trades at DKK 2.99 per share.

Indexed share price development (Index 100 = April 2021)

 40

 50

 60

 70

 80

 90

 100

 110

 120

Apr-21 May-21 Jun-21 Jul-21 Aug-21 Sep-21 Oct-21 Nov-21 Dec-21 Jan-22 Feb-22 Mar-22 Apr-22 May-22

Astralis First North Denmark



            

       

INVESTMENT CASE

            

       

High activity in the esports industry in 2021 and Astralis peers with higher revenue multiples

VALUATION PERSPECTIVES (1/2)

Industry valuations: The gaming and esports market has been booming in 2021. Looking into the ecosystem, Activision Blizzard Inc., which has developed well-known games such as Overwatch, Call of
Duty, and World of Warcraft, announced at the beginning of 2022 that Microsoft intends to acquire the company in an all-cash deal for USD 68.7bn, corresponding to 7.6x EV/Sales multiple and 20.2x
EV/EBITDA multiple. More relevant for Astralis, Modern Times Group has recently sold ESL to Savvy Gaming Group (Saudi Arabian Public Investment Fund) in a combined transaction with FACEIT for a
reported value of USD 1.05 billion. For perspective, the majority of ESL was acquired for only USD 78 million in 2015, implying a significant appreciation over the past 6 years. ESL hosts, among others, the
Counter-Strike (CS:GO) tournament, ESL Pro League, and Astralis is one of the league’s partner teams. FACEIT is a similar third-party tournament organizer for game titles such as CS:GO and Rainbow Six.

Astralis peers: Diving into more relevant Astralis peers, there has also been some activity in 2021. One of the largest players within esports, FaZe Clan, is planned to be listed through a SPAC called BRPM.
FaZe Clan is a larger US organization being a lifestyle and media platform with somewhat more focus on content creation than esports. There are some uncertainties about the SPAC combination with FaZe
Clan in H2 followed by downward forecasts in EBITDA, however, the initial merger was valued at approx. USD 1 billion in October 2021. Forbes has recently ranked Faze Clan as the 4th most valuable esports
company in the world with a value of USD 400 million. For perspective, we have also included Forbes’ esports top 10 valuation rankings from May 2022 with a median 2021 EV/Sales multiple of approx. 10.9x.

Recently, a closer peer, Omaken Sports / Heroic, was listed on Euronext NOTC in Norway, currently with a market value of approx. NOK 215 million. The company raised NOK 60 million to acquire an ESL Pro
League slot, which is a similar slot that Astralis already owns (a total of 15 teams are expected to own a slot in H2 2022). Heroic’s revenue was NOK 20.5 million in 2021 (vs. Astralis at DKK 75 million in 2021).
Heroic provides no guidance for 2022, however, the company has aggressive growth ambitions towards 2023. Focusing on realized revenue, Astralis’ current valuation at approx. 2x EV/Sales (2021) is below
Heroic’s sales multiple in 2021, despite Astralis being larger, and having the franchise rights in important leagues that Heroic is just about to acquire from other teams. On the next page, the values of
Astralis’ assets/franchise rights are provided based on historical transactions.

5

Company Market cap. EV/Sales EV/EBITDA Price/Sales

(EURm) 2021 2022E 2021 2022E 2021

Astralis 23 2.01 1.72 N/A 60.20 2.31

BRPM / FaZe Clan* 923 13.48 7.84 N/A N/A 18.36

Omaken Sports AS / Heroic 21 N/A N/A N/A N/A 10.53

Simple Average 7.74 4.78 N/A 60.20 10.40

**Forbes top 10 esports valuation rankings (average) 10.89

**Forbes top 10 esports valuation rankings (median) 10.91

Note: *We apply USD 971 million in market value (approx. EUR 923 million) for BRPM / FaZe Clan which was the SPAC’s value in October 2021. In Forbes’ most recent valuation ranking, the FaZe Clan’s value is USD 400 million (EV/Sales 2021 = 7.56x).   
**Forbes’ top 10 rankings are based on 40 company executives, esports industry professionals, investors, bankers, and analysts. Valuations are rooted in actual 2021 performance with multiples applied to each revenue stream. All companies except FaZe Clan are private.
Among the 10 most valuable teams, Gen. G and T1 are the smallest companies based on revenue in 2021 (USD 17 million, which is about 60% above Astralis’ 2021 revenue. Source: Refinitiv (6th May 2022) and Forbes. 
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Astralis’ league assets have been valued at a combined sum of approx. DKK 275 million based on transactions and offers in 2021 

VALUATION PERSPECTIVES (2/2)

Potential downside/upside in asset values: Astralis’ league assets should increase by more
than 10% annually towards 2024 under the assumption that Counter-Strike and League of
Legends as well as it is current presence in leagues ESL Pro League, BLAST Premier, and LEC will
follow the market development. From an investor perspective, however, it is important to notice
that Astralis may be challenged to sell their slots to the same values for several reasons:

1) Historical values may not reflect future values. Currently, the value may be potentially
lower due to the market uncertainty in most asset classes from increasing interest rates. On the
other hand, the esports market is currently increasing with an estimated growth rate of 14%
annually as mentioned earlier which somewhat provides a bottom in the asset values.

2) The structure of the different leagues implies that the assets have no value without teams
and fans. Taking the ESL Pro League into perspective, the recent acquisition of ESL could
potentially change the current partner structure. Thus, the new Saudi Arabian owners, with huge
financial resources, could either invest heavily in the current structure, adding more value to the
partner structure, or they can, for instance, decide to take full responsibility and buy the
franchise rights back from partner teams, including Astralis.

3) Another related potential risk factor to the above-mentioned is the fact that teams can start
building up their own leagues outside the current structures. However, current league
structures have been established for some years. For instance, ESL Pro League and BLAST
Premier (Counter-Strike) are somewhat branded in the same way as Premier League and
Champions League are in football/soccer. The comparison is somewhat problematic as esports
is in its early innings compared to football/soccer, yet ESL Pro League and BLAST are leagues
that are perceived as leading tournaments.

4) Astralis can not easily sell its league slots in Counter-Strike due to its importance and
“name-in-the-game” as a founding member. Put differently, the current nature of the leagues
implies that all the teams are dependent on each other and grow each other’s revenue together.6

Valuable slots in different leagues: Historically, asset classes within sports franchises such as
NBA have been top-performing in the last three decades.

Focusing on Astralis’ assets/franchise rights, we can look into recent values based on different
transactions. Unfolding the different values, Astralis owns a slot in the European LEC (League of
Legends), ESL Pro League (Counter-Strike), and BLAST Premier (Counter-Strike). The estimated
values are based on liquid trades except for BLAST Premier, which is based on an offer that
Astralis has received for their slot according to an Astralis investor presentation.

The largest value is the LEC slot sold by FC Schalke04 for around EUR 26.5 million (approx. DKK
200 million) in the summer of 20211, which is an identical spot that Astralis owns and acquired
back in 2018 for EUR 10.5 million (approx. DKK 78 million). Besides these slots, Astralis also owns
a slot in the North American Rainbow Six: Siege, which currently has no significant value.
Summing up the values and Astralis’ net cash at the end of 2021, the total value is approx. DKK
300 million, implying that the value exceeds Astralis’ enterprise value.

Astralis assets (based on historical transactions), DKKm

Note: *Pro League is based on an average of the three latest traded slots (total approx. USD 20 million) and **Astralis’ investor presentation calculated from EUR to DKK.

150.5

300.522.9
33.5

47.0

197.1

Source: https://schalke04.de/en/inside-en/royal-blues-earn-e26-5-million-sale-lec-slot/ 
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League and media rights ensure steady growth, sponsorships and commercial partnerships are stable and the direct-to-fan segment opens up for new business opportunities 
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BUSINESS AREA AND MODEL

Business area: Astralis has three overall business areas that together generate the company's
revenue besides prize money, which is primarily distributed to the team members based on
performance. These are 1) League and media rights, 2) Sponsorships and commercial
partnerships, and 3) Direct-to-fans.

1) League and media rights: Astralis owns rights in various leagues, so-called slots. This means
that Astralis can participate in the tournaments regardless of performance because the
company has bought and secured itself in the leagues. Currently, Astralis has slots in Riot’s LEC
(League of Legends), BLAST Premier, and ESL Pro League (Counter-Strike) as well as a newly
acquired rights in Ubisoft’s North American League Rainbow Six league. With these rights,
Astralis and other teams share and receive revenue from different sources such as TV stations,
sponsors, and the sale of in-game items.

2) Sponsorships and commercial partnerships: In 2021, sponsorships and commercial
partnerships were the largest business area for Astralis with a revenue share of 52%. Astralis’
commercial partnership agreements are usually entered over a contract period of 3 years,
providing high visibility. Current commercial partnerships and sponsorships include large
international brands such as 3, AimLab, Amnesty International, B&O, Bybit, Capgemini, Garmin,
Hummel, Logitech, Lunar Bank, Myesportscards, HP / OMEN, Power, Secretlab, Esportal, and
Stimorol.

3) Direct-to-fan: Today, the smallest business area for Astralis is the so-called direct-to-fans.
However, this segment may be the fastest-growing going forward due to increasing
monetarization of fans, i.e., sale of merchandise to fans (1% of 2021 revenue), the opening of
Astralis Nexus (2% of 2021 revenue) that connects and unites the digital world with the physical
world, and the future opportunities such as subscription services and sale of non-fungible
tokens (NFTs).

Business model: Astralis works towards strengthening the commercial platform, both in terms
of commercial partnerships, but also the commercial platform that caters to fans through digital
and physical channels. Overall, Astralis has a strong focus on the performance of the teams,
however, the company should not be compared with football/soccer clubs because of the league
and media rights that Astralis owns as well as stable sponsorships with long contracts.

That being said, Astralis must play at a top level in tournaments across teams to retain and
increase its global fan base and reach a global audience. Thus, Astralis is also dependent on
having a strong performance and attracting new fans to continue being attractive for brands in
relation to sponsorships and commercial partnerships.

70%

22%

5% 1% 2%

Counter-Strike

League of Legends

FIFA

Rainbow Six

Astralis Nexus

Revenue business area and revenue split (2021)

Source: Astralis annual report 2021

51%42%

1%1% 2% 2%

Sponsorship

Prize money, League Revenue and digital item sales

Merchandise

Royalties

Astralis Nexus

Other Revenue
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From an investor perspective, prize money is less important, while league revenue is more valuable, visible as well as steadily increasing over time regardless of performance
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PRIZE MONEY AND LEAGUE REVENUE

Prize money: The prize money structure differs for each of the teams, and the category is
highly volatile since it depends on the performance of the Astralis teams in the different game
titles. Between 50-75% of the prize money is allocated to the players and recognized as costs
due to performance bonuses. This implies that prize money won by each team is, to a larger
extent, not contributing to Astralis’ EBITDA. However, with an increasing part of the prize money
distributed to the Astralis organization, there is a potential financial upside from better
performance across the teams.

With the current reporting structure, Astralis bundles prize money, digital item sales, and league
revenue into one group when reporting is revenue. In total, prize money and league revenue
constitute 42% of the total revenue, corresponding to DKK 31.5 million (approx. DKK 14 million in
2020). We have tracked Astralis’ prize money across its different teams in 2019, 2020, and 2021,
showing a declining trend due to COVID-19 which affected physical tournaments with fewer
international events and a lower amount of prize money. Moreover, the downward trend is partly
explained by a declining performance for especially the Counter-Strike team compared to 2019.

Our calculations also show that the prize money is less important for Astralis from an investor
perspective because the total prize money was only approx. DKK 4 million in 2021 (Liquipedia).
This corresponds to approx. 5% of the total revenue in 2021.

League revenue: Due to competitive reasons and legal contracts, Astralis is not allowed to
report its specific revenue from league revenues in the different leagues. However, we estimate
the league revenue to constitute the largest part of the DKK 31.5 million from prize money,
league revenue, and digital item sales in 2021.

Astralis defines “league revenue” as league sponsorships, media/TV rights, and revenue from
league asset sales. Astralis already has existing minimum guarantees negotiated in the league
ecosystems. Currently, league revenues derive from Astralis’ ownership in BLAST Premier and
ESL Pro League (Counter-Strike), and its European spot in Riot’s LEC (League of Legends). From
2022 and going forward, Astralis’ rights in Ubisoft’s Rainbow Six are also expected to pay off.

Focusing on growth rates in league revenue and expectations from the IPO document in 2019,
Astralis expected that the league revenue would grow between 40% and 100% annually driven
by the growing esports market and increasing revenue/profit sharing pools from the different
leagues and tournaments. There are no reported numbers, however, the trend has been
significant upward. In 2022, Astralis expects to increase league revenue across teams by 26%.
This is driven by growing revenue streams within the esports ecosystem both from tournament
participation and ownership in leagues. Overall, we also see the global audience as a key driver
for future league revenues. Looking ahead, this is expected to grow with a CAGR of 7%.

Teams Counter-Strike League of Legends Rainbow Six FIFA Fortnite Talent Total 

2019 USD 2,158,500 USD 76,305 N/A USD 4,500 N/A N/A USD 2,239,305

2020 USD 631,000 USD 21,716 N/A USD 22,802 0 N/A USD 675,518

2021 USD 510,250 0 USD 2,000 USD 58,125 0 USD 6,666 USD 577,041

2022* USD 82,500 0 USD 15,000 0 0 USD 29,445 USD 126,945

Note: *Prize money from 1 January 2022 to 9 May 2022

Esports audience size worldwide from 2019 to 2024E (millions)Prize money development (2019-2022*)

Source: Statista: https://www.statista.com/statistics/490480/global-esports-audience-size-viewer-type/Source: Liquipedia

https://www.statista.com/statistics/490480/global-esports-audience-size-viewer-type/
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Astralis has built a strong brand with almost 3 million followers, and the company has been able to sign long sponsorship contracts with brands across all industries
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BRAND AND SPONSORSHIPS

Brand value: Astralis’ digital presence and reach on social media are very important key
performance indicators for a brand like Astralis. Brand value is hard to measure, however,
Astralis has built up a highly valuable brand that requires years and millions to build. Alone in
2021, Astralis grew its fan base by 30%, and the company has nearly 3 million followers which
opens up for further monetarization of the fans. Compared to the leading US esports
organization, FaZe Clan, Astralis’ reach may seem to be relatively small. However, Astralis has a
much stronger reach on social media numbers than, for instance, the Nordic esports
organization, Heroic, aiming to reach 680,000 followers in 2023 (vs. Astralis’ current 2.7 million).

Astralis continues to experience a growing audience, which continuously provides new
commercial opportunities. Astralis’ brand value has always been a key factor for the company.
However, this also implied that Astralis terminated its commercial partnership with the online
casino platform provider, Roobet, only one day after its partnership was announced. Astralis
admitted that the company did not perform its due diligence well enough around local legal
matters following headwinds in the Danish media about the partnership because Roobet has no
legal license to operate in Denmark.

Going forward, Astralis is continuously working to strengthen the brand and engage with global
brands for its attractive global fan.

FaZe Clan Astralis Heroic 

Number of followers:
34,356,808

Number of followers:
2,728,594

Number of followers:
148,695

Active on 7 platforms Active on 7 platforms Active on 6 platforms

Sponsorships: Reputation, reach, and audience is the “input” factors for attracting new
sponsorships and strategic partnerships. Moreover, Astralis is also able to obtain new followers
and fans from its strong partners by exposing the Astralis brand and providing a combined
effect for both Astralis, fans, and partner brands.

Currently, revenue from sponsorships and strategic partnerships is the core of the revenue
base, providing revenue visibility from relatively long contracts with well-known brands. Brands
are within all verticals. Some of the brands have 3 years long contracts and have only signed up
for e.g. Astralis’ Counter-Strike team, and others have sponsorships across all teams and game
titles. With Astralis’ digital presence, the company has no geographical boundaries, increasing
the attractiveness of cooperating with Astralis.

Despite the fact that there are no geographical boundaries within online competitive esports,
the company is somewhat limited in terms of sponsors on jerseys, equipment, etc. for the
different teams. However, Astralis has managed to expand its sponsors to new verticals outside
the existing sponsor base, including a commercial agreement with Velux. In 2021, sponsorships
and commercial partnerships constituted 52% of the total revenue, and the company expects to
increase its sponsorship revenue by 15% in 2022 due to new and extended valuable sponsorship
agreements.

Sponsorship development 2019-2022E (DKKm)Followers on social media (peers from page 5) 

Note: Total followers across SoMe platforms (Facebook, Instagram, Twitter, etc.) as of 9 May 2022.
Source: The different teams’ platforms 

Note: Historical revenue of sponsorships and Astralis’ own sponsorship expectations for 2022. 
Source: Astralis’ annual reports

13.5

34.1
38.5

44.3

2019 2020 2021 2022E
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Direct-to-fan constitutes a smaller part of the current revenue, however, it provides the largest growth opportunities for Astralis going forward
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DIRECT-TO-FAN

The direct-to-fan segment provides a large potential for Astralis going forward. Currently, the
business segment includes all kinds of monetarization on Astralis’ global fan base such as the
sale of digital item sales (stickers on e.g. weapons in Counter-Strike), merchandise such as
jersey as well as revenue from its activities from Astralis Nexus in Copenhagen.

Merchandise and digital item sales: In 2021, Astralis sold merchandise and digital items for
DKK 1.1 million, which is a decline from DKK 1.7 million in 2020. The decline may be explained by
the pandemic and thereby fewer physical tournaments, decreasing the interest in jerseys and
other branded equipment. Another factor could also be Astralis’ relatively weak performance
during 2021 across the different game titles. However, this is somewhat contradicting the 30%
increase in new followers on SoMe platforms in 2021.

Astralis Nexus: Opened in June 2021, Astralis has created a new esports and entertainment
center next to the main entrance at Tivoli Gardens, Copenhagen. For a company like Astralis that
is competing digitally, Astralis Nexus creates new ways to meet the fans physically. Additionally,
it also creates new ways to activate commercial partners with gamers, fans, and other visitors.
During the second half of 2021, Astralis Nexus generated revenues of DKK 1.7 million and EBITDA
of DKK -4.5 million. In 2022, Astralis expects 84% higher revenue from Astralis Nexus which is
the first year with a full-year effect. In relation to profitability, Astralis Nexus is expected to
contribute positively to the bottom line by 2025 at the latest.

PIXEL.TV: In January 2022, Astralis acquired 51% of PIXEL.TV, which is a Danish production
house and broadcaster. The acquisition has strengthened Astralis’ digital production, and
presence as well as its reach to its audience. Being a production house and broadcaster,
PIXEL.TV also opens up for monetarization of the fan base and will also bring new ways of
content creation into play for the Astralis brand. The value of the deal is undisclosed; however,
the amount is assumed to be a non-significant amount.

Future opportunities: The direct-to-fan segment provides many opportunities for Astralis. The
company has already utilized the development of non-fungible tokens (NFTs). An NFT is a digital
good and smart contract based on blockchain technology. It works like a digital sports card,
providing a unique piece of art for fans or collectors. In relation to Astralis, this could be many
different pieces of art/data such as Astralis team gloves or a digital Astralis jersey. Following the
first sale of NFTs, the exclusive ownership of the specific digital “picture” can be traded on
platforms. Additionally, Astralis also has other future opportunities through digital subscriptions
and in-game items. In-game items are already an integrated part of the online esports universe
and Astralis both sells its own and also receives a relatively large amount of money from the sale
of in-game items in ESL Pro League, BLAST Premier, and LEC, which is shared between all the
partner teams. Thus, much of the innovation and future fan monetarization is also driven by the
tournament operators.

Huge monetarization potential: With esports and gaming increasing significantly, Astralis is in
a good position to reach and grow with generation Z (generation Z is defined differently,
however, the generation can be defined as people born between 1997 and 2012) as purchasing
power increases and matures with the generation being older. It is estimated that 61% of
generation Z prefer to watch esports over traditional sports, and 40% prefer to hang out with
their friends virtually*.

According to an Astralis investor presentation with data collected from NewZoo, Goldman Sachs,
Magna Global, and McKinsey/Astralis Group, an enthusiast viewer within esports is, on average,
23 years old and spends on average USD 5. This is significantly below traditional sports such as
basketball (NBA), and American football (NFL) with enthusiast viewers between 40 years and 50
years and spending between USD 44 (NFL) and USD 66 (NBA) per viewer per year*. These
numbers provide a potential of 8-13 times esports’ current monetarization level.

Source: *J.P. Morgan, Bank of America, and BRPM investor presentation, October 2021:
https://fazeweb-assets.s3.amazonaws.com/press-release/investor-
presentation.pdf?fbclid=IwAR1_DbyIKuMErrrX2IswZWI6ty9_qP9Vj5OWfPoUi8ilG7W4AQhh6zP6z7Y

https://fazeweb-assets.s3.amazonaws.com/press-release/investor-presentation.pdf?fbclid=IwAR1_DbyIKuMErrrX2IswZWI6ty9_qP9Vj5OWfPoUi8ilG7W4AQhh6zP6z7Y
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FINANCIALS AND AMBITIONS

Outlook: In 2022, Astralis expects to increase revenue to DKK 85-90 million, corresponding to
revenue growth of between 13% and 20%. This is somewhat in line with the expected market
growth. Specifically, Astralis expects to increase its revenue from sponsorships by 15%, league
revenue shares across teams are expected to grow by 26% and non-sponsorship revenue in
Astralis Nexus is expected to increase by 84%. Future growth opportunities are developing the
brand and audience in North America with Rainbow Six and Fortnite, entering into new esports
games, scaling PIXEL.TV in the Nordics, and expanding Astralis Nexus to multiple locations.

Astralis’ original guidance from its IPO plan in 2019 was to achieve a positive EBITDA in 2021.
However, this plan has been delayed by approx. 12 months due to COVID-19. In 2022, Astralis
expects to be cash flow positive and achieve a positive EBITDA between DKK 0-5 million.
Combined with higher revenue in 2022, Astralis also expects to reduce team-specific operational
costs by 12%.

Financial results in 2021: In 2021, Astralis delivered within the provided guidance interval (DKK
70-80 million) with a revenue of DKK 75 million. This is a revenue increase of 46% compared to
2020. The revenue growth is largely attributed to the fact that Astralis has welcomed new
commercial partnership agreements and league revenues have increased. In addition to that,
Astralis has also expanded its commercial facilities with the opening of the Astralis Nexus. In
2021, sponsorships and league revenues alone grow to a total of DKK 70.3 million, corresponding
to an increase of 47%, compared with 2020.

In line with Astralis’ EBITDA 2021 guidance (DKK -10 million to DKK -5 million), Astralis delivered a
negative EBITDA of DKK -7.9 million, which was an improvement from 2020 (DKK -14.5 million).
With a cash balance of DKK 22.9 million at the end of 2021, Astralis is expected to have the cash
position to continue its growth strategy, and the company also expects to be cash flow positive
from 2022 and onwards.

Revenue and EBITDA development 2019-2022E (DKKm)

2021 2020 2019*

Revenue (DKKm) 75.0 51.5 48.6

EBITDA (DKKm) -7.9 -14.5 -22.7

Depreciation and amortisation (DKKm) -25.1 -35.5 -17.6

Net profit for the year (DKKm) -35.2 -53.0 -34.6

Cash (DKKm) 22.9 52.0 88.4

Interest-bearing debt (DKKm) 0.0 0.0 4.7

Cash flow from operating activities (DKKm) -19.4 -33.3 -15.1

Selected key financials (2019-2021)

Note:*Astralis A/S was founded on 31 July 2019. Astralis Group A/S acquired Astralis Group Management ApS and its subsidiaries
on 14 August 2019. 2019 numbers cover Astralis Management ApS and subsidiaries for 1 January 2019 to 31 December 2019.

Source: Astralis annual reports
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MARKET AND COMPETITION

Esports market: With franchise rights in four leagues and teams across five leading game
titles, Astralis is expected to follow the market growth rate of approx. 14% in the coming years.
This is aligned with Astralis’ financial expectations of 13-20% revenue growth in 2022.

The market ecosystem is divided into many different parties. First, game developers include Riot
(League of Legends), Valve (Counter-Strike), and Ubisoft (Rainbow Six). Second, professional
teams such as Astralis, Faze Clan, Heroic, NaVI, etc. are competing in the various esports games.
Third, the different esports games are organized in different leagues such as ESL Pro League,
BLAST Premier, LEC, etc. with revenue sharing for partner teams. Fourth, the different leagues
and games are distributed on streaming platforms such as Twitch and YouTube. Finally, and
most importantly, there are millions of fans and enthusiasts watching the games and following
the teams across different SoMe platforms. Surrounded by the ecosystem, large international
brands, investment banks and traditional broadcasters are investing in esports.

Comparing the esports market with the traditional sports such as soccer, American football,
basketball, etc., esports is still in its early innings despite being a billion-dollar market. This is
somewhat also illustrated by viewer age. Esports has grown with the younger generation and
generation Z. Thus, the average age of viewers is expected to increase when the younger
generations become older, and their esports interest may stay, also increasing purchasing
power going forward. According to Statista*, the esports market is estimated with market size
of approx. USD 1,084 million in 2021. In 2024, the market is expected to constitute USD 1,167.7
million, corresponding to a CAGR of approx. 14%.

Competition: Looking from the helicopter perspective, the competition is somewhat different
from typical companies due to the revenue-sharing structure in several leagues. Arguably,
Astralis and other esports organizations are therefore competing together against other sports
to attract attention and interest from fans and sponsors.

However, looking more into Astralis’ competitive situation depends on which of the five teams
we are highlighting. Despite being more than a Counter-Strike team (70% of the total revenue in
2021), we limit our focus to other Counter-Strike teams. In addition to that, many of the
competitors are also having teams in other game titles similar to Astralis’ titles. For esports
organizations, “competition” is related to the performance and fan base which is somewhat
correlated over time. With Astralis’ downtrend in performance since 2019 and changes in players
and coaches, Astralis is currently ranked number 9 in the world. The top 10 rankings are as
shown in the table below:

Thus, large global esports organizations with enterprise values and revenues above Astralis such
as FaZe and Cloud9 are currently ahead of Astralis based on the world ranking for Counter-Strike
teams. However, Astralis is historically the team with most days ranked as number 1 in the world
which is 584 days. The last time Astralis was ranked number 1 was in March 2021.

PGA Tour ATP NASCAR MLB WTA NFL NHL NBA MLS Esports
Avg. age of viewer in 2006 59 56 49 52 63 46 42 40 39 N/A

Avg. age of viewer in 2016 64 61 58 57 55 50 49 42 40 23

Source: NewZoo

FaZe NaVi Cloud9 Ence Heroic G2 NIP FURIA Astralis Outsiders
Counter-Strike (rankings) 1 2 3 4 5 6 7 8 9 10

Source: hltv.org

Source: *Statista: https://www.statista.com/statistics/490522/global-esports-market-revenue/

https://www.statista.com/statistics/490522/global-esports-market-revenue/
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MANAGEMENT TEAM, MEMBERS OF THE BOARD OF DIRECTORS AND MAJOR SHAREHOLDERS

Anders Hørsholt
CEO

Jakob Lund
Co-founder and CRO

Jakob Hansen
CFO

Steen Laursen
Director of Communications

CEO Anders Hørsholt has more than 20 years of experience in the large entertainment industry.
He has previously been Group Director of Parken Sport & Entertainment A/S. He owns 1,314,156
shares in Astralis, corresponding to 2.27% of the share capital.

Co-founder and CRO Jakob Lund is a co-founder of Astralis and is responsible for the
commercial activities as a chief revenue officer. He has been in the esports industry for more
than a decade. He owns 8,013,989 shares, corresponding to 13.8% of the share capital.

CFO Jakob Hansen has a financial background with more than 10 years of experience in
management positions, including CFO positions in Parken Sports & Entertainment and FitnessDK
and later CEO of FitnessDK. He owns 252,222 shares, corresponding to 0.4% of the share capital.

Director of Communications Steen Laursen has more than 15 years of experience in sports
and entertainment communications, including leading positions in Brøndby IF, AG Copenhagen,
and FC Nordsjaelland. He owns 374,107 shares, corresponding to 0.7% of the share capital.

Other management members include Director of Sports Kasper Hvidt, who is a former
professional handball player for more than 20 years, Commercial Director Kasper Sindt, who
has more than 15 years of experience in the marketing industry, including being Head of
Commercial Partnerships & Sales in DBU (Danish FA), and Marketing Director Benjamin
Boraghi, who joined the company back in 2017 with experience in various roles.

Co-founder and Chairman Nikolaj Nyholm has extensive experience in founding and leading
growth and tech companies. In 2016, he founded RFRSH ApS. Today, the former activities of
RFRSH form the basis of the Astralis Group. Moreover, he has previously founded Speednames
and co-founded Polar Rose and Imity. He is the largest owner of Astralis with 15,051,323 shares,
corresponding to 26.0% of the share capital.

Board member Christian Mourier has experience in corporate finance and has previously
worked with auditing at KPMG and later M&A at Clearwater and LLM Partners. He also has
experience in entrepreneurship and venture capital. Today, he is the CEO of Mourier-Gruppen
ApS. He owns 1,675,978 shares, corresponding to 2.9% of the share capital.

Board member Claus Zibrandtsen has extensive knowledge in innovation, business
development, and management. He is today CEO of InQvation ApS, where he has established a
successful community for tech start-ups. He has also spearheaded a number of seed and
venture investments. He owns 1,829,169 shares, corresponding to 3.2% of the share capital.

Board member Pernille Nørkær has more than 15 years of experience in advising Danish and
multinational companies as a trained Danish lawyer. As a lawyer, she has worked within retail,
entertainment, sports, and online gambling. Moreover, she has previously been an in-house
counsel for the listed company, Parken Sport & Entertainment A/S. She owns 827 shares of the
company.

Nikolaj Nyholm
Co-founder and Chairman

Christian Mourier
Board member

Claus Zibrandtsen
Board member

Pernille Nørkær
Board member
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DISCLAIMER: HC Andersen Capital receives payment from Astralis for a Digital
IR/Corporate Visibility subscription agreement. The authors, Kasper Lihn and
Victor Skriver, have no ownership in Astralis. This is not a piece of advice to
buy, not to buy, sell, or not to sell shares. The material has been read by the
company before publication. HC Andersen Capital assumes no responsibility
for correctness of the contents of the material.

An investment case by HC Andersen Capital provides information about the
company such as financial expectations, risk factors, market drivers, market
growth, competitive landscape and valuation perspectives based on well-
established valuation methodologies such as multiples, peer comparisons,
and DCF models. HC Andersen Capital does not provide any valuation ranges
or recommendations, and investors must take their own investment
decisions.


