ONLINE GAMING BILL 2025 - GOVERNANCE

Protecting middle class and youth; promoting e-sports, online social games. The Online Gaming
Bill, 2025, bans all real-money games, including fantasy sports and rummy, citing social and national
security risks. Simultaneously, it promotes e-sports and social gaming, establishing a statutory Online
Gaming Authority to regulate the entire sector.

The Promotion and Regulation of Online Gaming Bill, 2025: An Overview

The Parliament of India has recently passed the Promotion and Regulation of Online Gaming Bill,
2025. This landmark legislation introduces a new regulatory framework for the country's burgeoning
online gaming sector. It strategically bans all forms of real-money games while simultaneously
providing official recognition and support for e-sports and online social games, aiming to balance
industry growth with citizen safety. Online gaming refers to playing video games or engaging in
multiplayer experiences over the internet. This can range from competitive e-sports tournaments and
individual entertainment games to educational and social gaming platforms.

Key Provisions of the Bill

The Bill's most significant feature is its clear segmentation of the online gaming landscape into three

distinct categories.

1. Segmentation of Gaming
The legislation divides online gaming into the following segments, each with a different regulatory

approach:

1. E-Sports - Formally recognized as a creative industry. The government will actively support its
development and help integrate it into the mainstream.

2. Online Social Games - Permitted to operate as safe, entertainment-focused platforms, provided
they do not involve any financial stakes or rewards.

3. Online Money Games - A complete and unambiguous ban has been imposed on any type of online
game involving real money, including poker, rummy, fantasy sports, and any betting-based games.

Category Definition Examples

Competitive, skill-based digital gaming where players or
teams participate in structured tournaments or leagues,

E-Sports often broadcasted live. E-sports are a regular feature in
events like the Asian Games, and the inaugural Olympic
Esports Games are set for 2027.

BGMI (Battlegrounds Mobile
Indio) tournaments, Valorant
India Series, Indian Esports
Championship.

. ., Casual, entertainment-focused digital games that do not
Online Social .

- ) Ludo King, Among Us, Candy
involve monetary stakes, entry fees, or financial returns for

Games Crush Saga.
players.
Online Games involving monetary deposits or stakes with the Dreamll, MPL, My11Circle
Money promise of financial returns based on chance, skill, or a (fantasy sports), RummyCircle,
Games combination of both. (Now Banned) Adda52 (rummy/poker).

2. Ban and Penalties

The bill introduces stringent penalties to enforce the ban on real-money gaming.

Penallties for Platforms - Any person or entity offering online money gaming services will face
imprisonment, a fine, or both. First-time Violation - Up to 3 years imprisonment and a €1 crore
fine.Repeat Offence - N3-5 years imprisonment and a fine up to 2 crore.

Promotion Ban - Social media influencers, advertisers, and media outlets are prohibited from promoting
online money games.Violators face up to 2 years imprisonment and a 50 lakh fine.

Ban on Financial Services - Banks, payment gateways, and other financial institutions are barred from
processing any transactions related to online money games.

3. Online Gaming Authority



The Bill establishes a statutory body, the Online Gaming Authority, to regulate, supervise, and support
the gaming sector.This authority is empowered to determine whether an online game qualifies as a
money game, either based on complaints received or suo motu (on its own initiative). Its responsibilities
include policy coordination, promotion of e-sports, and curbing illegal activities such as money
laundering, the use of addictive algorithms, and fraud.

Rationale Behind the Ban on Online Money Games

The government has cited several compelling reasons for imposing a blanket ban.

Social Harms - At least 32 suicides have been reported in the past 31 months linked to addiction to online
money games.

Economic Distress - There are widespread reports of families losing their lifetime savings and a rise in
compulsive gambling behavior.

National Security Concerns - Intelligence agencies have found links between these platforms and
money laundering, large-scale fraud, and terror financing.

Public Health Crisis - There is growing evidence of addiction, anxiety, depression, and other behavioral
disorders among the youth.

Impact of the Bill on the Gaming Industry

The legislation is expected to have a profound and immediate impact on the industry.
Overregulation Risk - Critics argue that the blanket ban equates regulated, skill-based games with
predatory gambling, thereby stifling innovation and legitimate businesses.

Market Size at Risk - The Indian gaming industry, valued at $3.8 billion and projected to hit $9.2 billion by
2029, faces massive uncertainty.

Threat to Employment - Over 1.3 lakh skilled workers are employed in the sector. The ban puts an
estimated 20,000 jobs at immediate risk.

Company Closures - More than 300 firms, many of them startups, may be forced to shut down their
operations.

Sports and Sponsorship Losses - It is estimated that nearly 50% of franchise sports leagues could
collapse without sponsorship from gaming companies. Non-cricket sports may see a 30-40% fall in
revenues.

Stock Market Fallout - Publicly listed gaming firms like Nazara Technologies and Delta Corp saw their
share prices plunge immediately after the Bill's passage, reflecting shaken investor confidence.

Significance of the Bill

Despite the negative industry impact, the Bill carries significant positive implications.

Safeguarding Citizens - It protects vulnerable groups, especially youth, from the financial, social, and
psychological harms of predatory real-money gaming.

Legitimizing Responsible Gaming - By formally recognizing e-sports and social games, it provides legal
clarity and legitimacy to startups.in the safe digital entertainment sector.

Establishing Uniform Regulation - It creates a single, national-level legal framework, ending the
confusion caused by fragmented and often contradictory state-level laws.

Advancing Digital India and Security - It strengthens the Digital India mission by balancing innovation
with safety, while also addressing critical security risks like money laundering and fraud.

About the Online Gaming Sector in India

Platforms - Games are played on a wide range of devices, including dedicated consoles (PlayStation,
Xbox), PCs, and, most popularly, mobile phones.

Skill-Based Games - The outcome is primarily determined by a player’s knowledge, strategy, and
expertise. Historically, these have been considered distinct from gambling (e.g., Chess, Rummy, Fantasy
Sports).

Chance-Based Games - The outcome is largely dependent on luck or randomness. These are legally
considered gambling (e.g, Lottery, Roulette, Slot Machines).



Revenue Models

Real Money Gaming (RMG) - Revenue is generated from user deposits made with the expectation of
winning monetary rewards.

Social/Casual Gaming - Revenue comes from in-app advertising, in-app purchases of virtual items, or
subscriptions.

Online Gaming Economy

Growth Potential - The online gaming sector is a sunrise industry, valued at 33,000 crore in 2023 and
projected to reach 266,000 crore by 2028.

RMG Market - The now-banned Real Money Gaming (RMG) market alone accounted for 16,500 crore in
2023.

Foreign Investment - The sector attracted approximately $2.8 billion (223,000 crore) in FDI over the last
five years.

Employment - The industry has already generated two lakh jobs and was projected to create an
additional 2-3 lakh jobs in the coming years.

Factors Driving Growth in India

Young Gaming Community - India has a massive community of 42.5 crore gamers, backed by nearly
650 million smartphone users.

Cheap Data - India has some of the cheapest mobile data prices in the world, with the average citizen
consuming 24.1 GB per month in 2023.

Thriving Startup Ecosystem - A growing number of startups in the Animation, Visual Effects, Gaming, and
Comics (AVGC-XR) sector provide a strong indigenous support network.

Conclusion

The Promotion and Regulation of Online Gaming Bill, 2025, represents a pivotal moment for India’s
digital landscape. It attempts to strike a difficult balance between promoting safe and creative digital
innovation in e-sports and social gaming, while decisively protecting society from the severe economic,
social, and national security risks posed by the unregulated real-money gaming platforms.
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