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Abstract

This article aims to present that E-sport is a game that people of all genders, ages and careers
can play and receive trends and increase more. Despite the outbreak of the COVID-19 epidemic Until
affecting business operations related to online sports games especially the services of interet cafes..
There were some interruptions. But when measures are relaxed for people to come out and do
normal activities Causing the online sports game industry or E-Sport to grow again. The postponed
competition has resumed as usual. As well as new games coming out to support the trend and growth
of the online game industry world once again And shows that E-sport can still have a trend and

continue to grow in the future.
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