From #TheTol and #TheET, August 29, 2025
Govt’s Online Money

Gaming Ban Facing
1st Legal Challenge

A plea in K'taka HC by Head Digital Works

says law violates right to livelihood, choice
Sugata Chosh
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HC to hear A23’s petition
against online gaming law

Head Digital Works, which operates the
gaming platform A23, filed the petition
opposing several provisions of the Act. The
petition stated that the new law attempts to
blur the distinction between games of skill
and chance in defining ‘online money game’

Times News NETWORK

Bengaluru: The Karnataka
high court will hear a pet-
ition on Saturday challeng-
ing the constitutional validi-
ty of the newly enacted Pro-
motion and Regulation of
Online Gaming Act, 2025.

The Centrestated that the
law, whichreceived the Presi-
dent’s assent last week, seeks
to curb addiction, financial
losses and social harm
caused by predatory gaming
platforms luring users with
false promises of quick
wealth. Head Digital Works,
which operates the gaming
platform A23, filed the pet-
ition opposing several provi-
sions of the Act, passed by
Parliament during the mon-
soon session. The petition
stated that the new law at-
temptstoblur thedistinction
between games of skill and
chance in defining ‘online
money game’.

The firm claimed that
this disregard for establish-
ed jurisprudence exceeds
Parliament’s legislative
competence and constitutes
arbitraryaction. Additional-

ly, the petition deemed the
definition to be overbroad,
encompassing all online
games involving monetary
stakes.

While prohibiting the of-
fering of online money
games and related services,
the Act also bans advertising
related to such games, in-
fringing on the right to free
speech and the right to pro-
mote legitimate business,
the petition stated.

Senior counsel Aryama
Sundaram and Dhyan Chin-
nappa mentioned the filing
before Justice BM Shyam
Prasad on Thursday, who in-
dicated that the matter
would be taken up on Satur-
day. The petition also argued
that the Actrepresentsasud-
den policy reversal for the
gaming sector, particularly
as the Union govt recently
recognised online gaming as

part of the digital economy.
A23,oneof India’s largest re-
al-money gaming platforms,
launched its online poker
vertical in October last year
and has since expanded user
engagement through multi-
ple tournaments, varied
game formats, and desktop
applications. The platform
currently serves over 75 mil-
lion users.

Recently, its parent com-
pany, Head Digital Works, ac-
quired Deltatech Gamin-
g—operator of Adda52, one
of India’soldest online poker
platforms—for Rs 491 crore.
The law’s impact has been
sweeping across the indus-
try. Media reports indicate
that it erased 95% of Dream
Sports’ revenue and all of its
profits, forcing companies
such as Dreamll, MPL, Win-
ZO, and PokerBaazi to sus-
pend money contests.

Chances of success of this legal challenge are quite less.

Survival is the instinct of every living
being. Animals too have it, so do the
humans.

The legal challenge posed to anti-
gaming law (The Promotion and
Regulation of Online Gaming Act,
2025) must be seen in the background
of similar challenge posed some years
to real estate law. When real estate law
was passed in 2016, there was spate of
litigation against it, initially in
Bombay High Court and then in
Supreme Court. But the law survived

the constitutional challenge. Reason
was that building projects became big
rackets. People lost their hard-earned
money. A public welfare legislation
had to be passed to protect home
buyers. So is the case with anti-
gaming law. Legislation has tried to
balance the competing interests but at
the same time to target illegal and
immoral activity.

This is one of the laws where a fairly
elaborate long title and twelve recitals
have been inserted into the Act to



explain the purpose of legislation. The
name of the Act itself suggests that
legislature wants to promote online
ethical gaming but in a regulated way.
There is sufficient guidance for the
court to interpret and implement the
law. Regulatory machinery has been
created to regulate online gaming.

The third and fourth recital in the Act
recongises economic worth of the
ethical gaming, and its potential to
generate  employment and  its
contribution to national economy. But
at the same time, eighth and ninth
recital highlights the dangers of
unethical gaming. “... the unchecked
expansion of online money gaming
services has been linked to unlawful
activities including financial fraud,
money laundering, tax evasion, and in
some cases, the financing of terrorism,
thereby posing threats to national
security, public order and the integrity
of the State.” “...
deleterious and negative impact on

considering the
online money games on the
individuals, families, society and the
nation and given the technical aspects
including the very nature of the
electronic medium used for online
money games, the algorithm applied
and the national and transnational
networks involved therein”

The sixth  recital  specifically
highlights unethical use of Al through
manipulated algorithms. “... such
games often use manipulative design
features, addictive algorithms, bots
and undisclosed agents, undermining
fairness, transparency and user
protection, while promoting
compulsive behaviour leading to

financial ruin”

The seventh recital highlights how

“youth and vulnerable groups”
become victims through aggressive
promotion of some online gaming

activities which are unethical.

The Act separately defines “online
game” and “online money game”. It is
online money game which has been
targeted for prohibition. “No person
shall offer, aid, abet, induce or
otherwise indulge or engage in the
offering online money game and
online money gaming service.”

Coming now to the specific issue
whether game of skill has also been
outlawed, perhaps it is not. The long
title of the Act recognises e-sports and
educational games. First recital also
recognises the role of online activity in
“cognitive development”. The e-sports
activities receive further pat by
conferring power on the Central



Government “to recognise and register
e-sports”.

Prima facie the Act is a wholesome
legislation. It takes care of all relevant
factors. It is uncomfortable only to
those who have gone outside the limits
fairness.

There is saying in our country, “SJ3{l

el &1 A g31”. It is a bitter reality.
All of us know the outcome of PUBG.
Some decades ago, there were lottery
stalls and even lottery markets in every
locality in India. People became
habitual to easy money through hope
that they would win lottery. They used
to throng lottery stalls with this false
hope but the outcome was that they
used to lose whatever little they had. It
had to be stopped. Indian wisdom tells
us to earn our livelihood by dint of our
hard work. This bring contentment.
We learn to live within our means.
Short cuts to earn money quickly
prove disastrous. Online gaming 1is

loaded with predefined algorithms.
They are meant to help service
provider, not the player. In this
materialist word, nobody gives

anything free. It is a myth. There is an
Indian song, “TRSIURX Sfgl H dW]

qare 9 &2, T T &4t oF et g
gl o ferg

Please do not bang your head

unnecessarily against anti-gaming
legislation by finding faults in it. It 1s
a good legislation, let us accept it. Let
us watch its working for some time
and then see whether it requires any

improvement.
ONLINE ADDICTION
GAMING z
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