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From Wild West to Regulatory Frontier: Promotion and
Regulation of Online Gaming Act, 2025
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The sun has set on the wild west of online gaming in India. For years, the industry operated
in a murky, often contradictory, legal landscape where state-level laws clashed, and a clear
distinction between skill and chance-based games remained elusive. But now, with the
passage of the Promotion and Regulation of Online Gaming Act, 2025, a new dawn has
arrived. This landmark legislation is a complete reimagination of the digital gaming
universe in India. It’s a story of prohibition, promotion, and a powerful push for clarity.

The Beginning of the End for Real-Money Games

Picture a popular online rummy app, one that has thousands of players and promises daily
cash winnings. Or a fantasy sports platform where you can win a new car by picking the
perfect team. For years, these companies have thrived, often operating under the legal
gray area that allowed for "games of skill." But with the stroke of a pen, the new Act has
sounded their death knell.

The law's definition of an "Online Money Game" is intentionally broad and all-
encompassing. It doesn't matter if your game is based on pure skill, like chess, or pure
chance, like roulette. If players put down money whether as a deposit, a fee, or some form
of "other stakes" with the expectation of winning a monetary reward, it falls into this
prohibited category. The Act even goes a step further, defining "other stakes" to include
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virtual tokens and credits purchased with real money. This means a gaming company can't
simply replace rupees with "gems" or "coins" to skirt the law.

Think about it: an app that offered a "poker tournament" with a 350 entry fee and a
25,000 cash prize pool is now completely illegal. The law's reach is so extensive that it
even applies to offshore platforms. So, if a company operating from, say, Malta, tries to
offer its real-money games to Indian players, the Act gives the government the power to
shut them down and block their access in India. The message is clear: the party is over for
anyone looking to profit from online wagering.

A New Era for E-sports and Social Gaming

While the Act is a hammer against real-money games, it’s a helping hand for e-sports and
online social games. This is where the narrative shifts from one of regulation to one of
promotion.

Consider a young gamer, "Arjun," who dreams of becoming a professional Valorant player.
Before this Act, his passion was often conflated with gambling. Now, e-sports are formally
recognised under the National Sports Governance Act, 2025. This legal distinction means
that platforms can host professional tournaments with paid registration fees and offer
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lucrative prize money, without falling afoul of the law. Arjun’s dream is now not just valid;
it's officially sanctioned. The Act encourages this by creating a clear path for these games
to flourish, provided they register with the new Regulatory Authority.

Similarly, online social games, the ones you play on your phone for fun, to pass the time,
or to challenge friends without a cash prize are now in the clear. An app like Ludo Club,
where you play against others for bragging rights and virtual coins with no real-money
value, is perfectly legal. Players might pay a one-time fee to download the app or a small
subscription to remove ads, but since there's no expectation of winning money, these
games are not just allowed but are a key part of the government’s vision for a healthier,
more recreational online gaming ecosystem.

A System of Uncompromising Enforcement

The government's commitment to this new framework is evident in the Act's strict
penalties and enforcement measures. The law doesn't just target the gaming companies;
it casts a wide net over the entire ecosystem.

Imagine a famous movie star, a popular cricket player, or an influential social media
personality promoting a real-money poker app. Under the new law, that seemingly
harmless endorsement could land them in serious trouble. Section 6 of the Act strictly
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bans any direct or indirect advertising of online money games. Violators face up to two
years in prison and a fine of up to 250 lakhs. This provision holds influencers, brand

sponsors, and advertisers accountable, effectively starving these illegal platforms of their
marketing lifelines.

What's more, the Act also cuts off the money supply. Section 7 prohibits banks and
financial institutions from processing any transactions related to these illegal gaming
services. This means no more credit card deposits or UPI payments to your favorite poker
app. The government is ensuring that not only are these games illegal, but they are also
impossible to operate financially.

The Act also gives law enforcement officers significant powers, including the right to arrest
individuals without a warrant. It’s a clear signal that the government means business. The
penalties are harsh, with repeat offenders facing up to five years in prison and fines of up
to 22 crore.

The Road Ahead
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This Act arrives at a pivotal moment, with the Supreme Court of India yet to deliver its
verdict on the retrospective Goods and Service Tax (GST) demands on online real-money
games. While the legal community and the industry await this crucial judgment, the new
legislation has already set a definitive path. Regardless of how the court rules on past tax
liabilities, the future of online gaming in India is now a structured, two-part framework: one
that bans all forms of real-money wagering and one that actively promotes skill-based,
recreational gaming.

This isn't just another law; it's a transformational piece of legislation that will reshape the
entire digital landscape. It sighals a move away from a chaotic, profit-driven environment
to a more regulated, responsible, and encouraging one. For gamers, developers, and
investors alike, the message is clear: play for fun, play for skill, but don't play for real
money. The rules have changed forever.

Expositor(s): Adv. Archana Shukla
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