AT TR T NI HATT (Ministry of
Electronics and Information Technology-
MeitY) GRT 3fiTeTs TIHT ol fafafid s & frg
P TR W BT B EWET GIR B 8g TMod
T o fwfor 1 yRara fear g |

——

PIfAS TR & R HTTars AfET I &
gf2 g2 § 1 3ud wiga faenfedl &) 9= 15% 81 7s,
ST 2 1A Ugd Had 4% oY1 34T & 91y Afgarsdi &
FeT® gevie Safisa Bl e i adi |

* *
*
*

o ¥ i sfEarAft e famad 2022 & TR R AT I B 2027 TH THT AT TG 8.6 e Sfer

BRI
@) ‘l-ﬂ??ﬁ'q&Tdmlsd 1ﬁJ&i"TEH\rIR%1%1?28-301Il'I?ﬂII?TCAGR (Compound Annual Growth Rate)@ﬁﬁx’zﬂ'ﬁ'ﬁ I,

St 2022 ¥ 2.8 faferasT SIeR | Fg®R 2025 W 5 fafera Siar 811 &1 SgHM 81 X 10y 3t Waam 2022 T 420

foferaT § sgR 2023 H 450 fiiferm 3R 2025 7 500 At g FI I B |
o 3ars fhamt (EY FICCH) &1 T RUIE & AR AH-3 MuTRa Qe & Ioied A HRd A 26% B gi §8 3R YIa=

P aTd ATl &1 T H 17% 31 gfes 83, 512020 T 80 AR G a6 2021 H 95 ARA I TS |
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. > Dis AU [AHTHEA 8! : URd | aaaH | SATars AT & afvs ugqsii & Ffa o & fou &8 Fams
ST 718l &, 1 81 HeaToll 3R J3HT & TR AN 1A aTelt R & bl GRHI 3 arel $Is Ufdee 5|

> BIdi, 3E YRd WRBHR A Ja1 Wafiat @eaad ie=nesr 3R fSforea Hifear smaR wfgan fHum 2021

(3 form) & TN 1 e o § 1 wrier Gt ot P g faRwans §

v "SR T B TH TH & T4 H URHTIIG foan 711 § S $ev-ie IR WdT S ¢ afe Raemet sitd &1 3G 1
ETAT R & STHT Rl § Al SUTITehd! gRT LR P HILH T 3 dch UG ol qohl g |

v ORI ol O & aRumg W id @ a1 T @ BT 3 &d €, S8 aferd BRa ol 3 el &
ST |

v T wenid B Sudihdis B W b Sifad, ST e H 3! el arat @ Wefia Hfa & R & gia e
ElRY

v gt AT TRl o) U W-[amS A6 (Self- Regulatory Organization-SRO) & TTY USRI HR Bl
STARIH T § 3R SRO & ST % 916 g1 Wt bt SHfa o |

v SROTHT-THY TR fE=-fFAEw 1t FuR o aiR et Sifame Nt WethiH &) 31 ITe- SRATgRT |

v SarE dRaTySl, Jadte 31 A Taifdid ATt o gof R & fore Risrd Farur et & rea sifiert
& FYH fgad far S|

v OE HaARH HHES ArffbU S|

SR e,
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(real-world money) &I

IRFEI BRI

v

- TG T HI U T T » T S itaHR <, /e 91g 3= 9 feA & ferg dg s faan
ST |

- T AR eRds S <= 7 I TR R ufasey o i 8 3R 10 Saorud & 39 IR A uRexf g &
fere aoieR fran g fob 9 oA faenfSat ol A g AT P HRa B |

AT AT F AR

@ FedTeit 3R 3T - FAINID SIS T e o A BT, S HHId: HRA H Tad SITe] AT ST aTa Sfi-erg—
g, TSI AR YU ST b1 8 SR SR T |
i STeT & oI WaRT- S AfGHTd SHBRY et J JTeM Bt oiidl 8, O ST URUMH YRates, Mu-iadr
I, GEUANT 3R M- UG B ge1si A gl qwar g |
BT AT AT Tp et T S B UGTS ! YT HR IeT 7 3R I AR St 3R URIR & G &
Y G bl R UHTIT BRBIR |
ST &) GelRT- € S 3 3R TNHTT el oI el H ‘BT o =0 H garsii gRT STeTg sl &1 e SR 9ree 3M1S
o
TSR G- TSR o RISl o1 e die ugam aTd 3R ST HeR® Y & 1y dféid i & a1 3o fga

F IR YA WO b 1Y 3fYh e ATl Hl WA HA T |




3R &t T8

ST e fFame et Hifd B sy 5‘
(Censorship) : $d@ &g WHR DI AR AT R SREH
U AA-Od ® A B A S a7 s o gareh
ST TSAN D & G b AU® BFH oik 7% GRAGR F
FHH S TG DI ST 1 wiey. e Wbl gawii o s O
< ST AR T0 W e SRAG PR fafary wum et ¢ @
STl JRTG/S0H A | oo,
R ¥ ffReq weufy 1 TR
I HReh 59 e, ! Al

SIREXIE
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I.

Current Status
——

ﬁThe Ministry of Electronics and Information
Technology (MeitY) released an amendment to the
ITRules, 2021, to regulate “online real money games”.

@ The Ministry of Information & Broadcasting issued

a fresh advisory warning media entities, platforms

advertisements of betting and gambling platforms.
I — -

and online intermediaries against airing

Regulatlons

Pa

@ Presently, there is no complete Ieglslatlon
regarding the legality of internet gaming in India.
However, the Indian Government has now
proposed amendments to the Information
Technology (Intermediary Guidelines and Digital
Media Ethics Code) Rules 2021 (IT Rules). The

\_ draft would have the following highlights:

¥

v Games that allow wagering or betting on
outcome of a game not allowed.

/

v’ Games to inform users policy related to
withdrawal or refund of the deposit made.

L approval. )
. . \
v SRO will also frame guidelines time to
time and all online gaming platforms
need to adhere to them. )

IL
Prospects

@ A CAGR of 28-30% is predicted for the Indian
gaming market, which is projected to increase
from $2.8 billion in 2022 to $5 billion in 2025.
According to projections, the number of gamers
in the country would rise from 420 million in 2022
to 450 millionin 2023 and 500 million in 2025.

\/AII gaming intermediaries to register with a
self-regulatory organization (SRO) and
games only to be allowed after SRO

~

v Grievance redressal officer, nodal officer
to be appointed to take care of online
fraud, harassment cases etc.

v KYC norms would be made stringent.
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* The government has declared to ‘ The proposed central
establish a committee to regulate online regulatory body will bring
gambling and a Ministry will be assigned online gaming under the
to oversee it. The committee's goal will be purview of the Prevention of
to examine global best practices and Money Laundering Act, 2002.
suggest a regulatory framework for

online gaming.

Betting and gambling:

Online versions of the

classic board game Ludo,

which is possibly the most
played game online in India,
have drawn criticism and
accusations of betting and

CETNIITT

Threat to data privacy:
When personal
information is accidentally
shared, it can result in
incidents of fraud, privacy
violations, abuse, and

bullying.

Compulsive gaming:
Gaming by children is
affecting their
performance in schools
and impacting their social
lives and relationships with
family members.

VI.

Safeguards \

Censorship:

Only with the permission of their parents should minors be permitted to
proceed; this issue could be fixed by using OTP verification on Aadhaar /
written consent from their parents.

O

Comprehensive regulatory framework: It should be developed for
online skill games by the Centre. India needs to move past the disputes
over chance vs talent in order to compete in the international gaming
market.
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