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The Promotion and Regulation of Online Gaming Bill, 2025 passed by Lok Sabha 

 
In brief 

The Union Cabinet, on 19 August 2025, approved the Promotion and Regulation of Online Gaming 

Bill, 20251 (Bill) to effectively regulate online gaming in India. Subsequently, the Bill was passed by 
the Lok Sabha on 20 August 2025. This Bill aims to establish a national legal framework to promote 
and regulate the online gaming sector, including e-sports, educational games and social gaming. It 
also applies to the online money gaming services offered or operated from outside India targeting 
Indian users. 

The Bill empowers the Central Government to establish an authority to regulate online gaming, 
including the recognition and registration of games, while promoting e-sports, educational and social 
games through various initiatives. It strictly prohibits online money gaming and related financial 
transactions, with severe penalties including imprisonment and heavy fines for violations, and holds 
company officers accountable. The authority is granted enforcement powers, such as investigation 
and blocking access to illegal services. 

 
In detail 

The salient features of the Bill are enumerated below. 

Focus area Relevant provision 

E-sport • Means an ‘Online game’, i.e. any game played on an electronic device 
or digital device managed or operated as a software through the 
internet or electronic communication.  

• Part of multi-sports events: 

− Played in competitive multiplayer formats under predefined 
rules. 

− Recognised and registered under the National Sports Governance 
Act, 2025. 

− Outcome based on player’s skills such as physical dexterity,  
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Focus area Relevant provision 

 

mental agility, strategic thinking or other similar skills of users as 
players. 

− Payment of registration or participation fees is allowed. 

− May include performance-based prize money. 

− No betting, wagers or any other stake to be involved (including 
any winning out of such bets, wagers or any other stakes). 

Online money game • Any online game of skill, chance or both, where money or other stake is 
paid to play with the aim to win monetary or other rewards. 

• Not including any e-sports. 

Online social game • Does not involve monetary or other stakes. 

• No monetary gain involved. 

• Subscription or one-time fee not in the nature of stake or wager is 
allowed.  

• Played for entertainment, recreation or skill development only. 

• Excludes online money game or e-sport. 

Other stakes • Anything (real or virtual) such as credits, coins or tokens, recognised 
as equivalent or convertible to money. 

• Purchased with money by direct or indirect means for online games. 

E-sport – 
recognition and 
promotion 

• Formation of guidelines and standards for conduct of e-sports events. 

• Establishing training academies, research centres and other 
institutions. 

• Incentives, awareness and public outreach programmes to encourage 
innovation and establishment of enterprises to create e-sport 
technology platforms. 

• Integration of e-sports within broader sporting policy initiatives in 
coordination with State Governments and recognised sporting 
federations. 

Online social games 
– recognition and 
development 

• Creation of registration mechanism, platforms or programmes to 
support the development and distribution of online social games. 

• Supporting initiatives for increasing access to safe and age-appropriate 
content. 

• Undertaking awareness programmes to highlight the positive use of 
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Focus area Relevant provision 

social games. 

Prohibitions  • Engaging in offering online money games and online money gaming 
services. 

• Advertisement, in any media, that directly or indirectly promotes or 
induces any person to play or indulge in an activity promoting any 
online money gaming. 

• Banks, financial institutions or any other person cannot facilitate 
financial transactions towards payment for any online money gaming 
service. 

Establishment of 
authority 

• The Central Government may constitute an authority or designate any 
existing authorities or any agency to assist it in performing any of the 
functions: 

− to determine, whether a particular online game is an online money 
game; 

− to recognise, categorise and register online games; and 

− such other powers and functions as may be prescribed. 

Penalty for 
contravention 

Offence Penalty 
(First 
offence) 

Penalty 
(Subsequent 
offence) 

Nature of 
offence 

Offering online 
money gaming service 

Imprisonment 
up to three 
years or fine 
up to INR 10 
million or 
both 

Imprisonment 
of three to five 
years; and fine 
of INR 10 
million to INR 
20 million 

Cognisable and 
non-bailable 

Facilitating financial 
transactions 

Advertisement related 
to online money game 

Imprisonment 
up to three 
years or fine 
up to INR 5 
million or 
both 

Imprisonment 
of two to three 
years; and 
Fine of INR 5 
million, up to 
INR 10 
million 

Not specified 

Non-compliance of 
directions or orders of 
Central Government 
or authority 

Penalty up to 
INR 10 lakh 
or suspension 
or 
cancellation 
of registration 
and serving 

Not specified Not specified 
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Focus area Relevant provision 

prohibition 
period 

The takeaways 

The Bill addresses the rapid growth of online gaming, the need for structured development and the 
serious social and economic harms caused by money games. 
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