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I.​ Introduction 

A.​ The Evolving of Gaming: from Fun to Financial Gain 
The video gaming industry ranks among the largest globally, with an estimated net worth of $282 
billion(24,100.43 Rupees)1 and demonstrating remarkable growth. Recently, the emergence of play-to-earn 
(P2E) games has introduced a significant transformation within this sector. P2E games represent a 
fundamental shift in the way gaming experiences are valued, as they enable players to generate real-world 
income through their in-game activities. In addition to entertainment, players can earn cryptocurrencies or 
other forms of tangible value, thereby redefining the relationship between gaming and economic benefit. 

 
 
B.​ Defining Play-to-Earn (P2E) Models…? 

Play2Earn, or P2E, is a novel gaming strategy that draws inspiration from blockchain technology. By playing 
games, users can earn cryptocurrencies and non-fungible tokens (NFTs) through Play2Earn platforms. 
In light of their unique characteristics, NFTs are a kind of token that has grown in popularity. Unlike 
conventional cryptocurrencies, they are not governed by the same rules and are given to P2E players. Digital 
assets and exchangeable items that can be exchanged for real currency can be represented by these tokens. 
Play-to-Earn models have evolved from basic in-game prizes to intricate ecosystems where digital goods have 
real-world worth. For example, Axie Infinity, Battle, Decentraland, and The Sandbox have all experienced 
rapid expansion, drawing in millions of players and billions of transactions.   
 

C.​ Economic and Social Impact of P2E games 
Play-to-earn (P2E) ecosystems mark a significant advancement in gaming economics, utilizing technologies 
such as blockchain, smart contracts, and Non-Fungible Tokens (NFTs). Through gameplay activities and 
task completion, players can earn cryptocurrencies and valuable rewards, fostering continuous engagement 
and skill development. As these models evolve, they not only transform player interactions with virtual 
environments but also offer developers innovative opportunities for monetization. P2E ecosystems 
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exemplify the synergy of gaming, technology, and finance, paving the way for a future where digital 
entertainment and economic empowerment align. 
 
Significant changes in the way gaming communities function have been sparked by cryptocurrency. Since 
the emergence of blockchain-based gaming, gamers are no longer limited to playing a single game and may 
now own and trade distinct digital assets, which are frequently represented as NFTs. With this newfound 
independence, players gain more power and construct decentralized marketplaces based on supply, demand, 
and rarity, rather than the developers controlling the economy. 
However, new kinds of social stratification also accompany new opportunities. Communities that formerly 
depended only on talent and hard work may experience social tension as a gap between those who can 
purchase luxury goods and those who cannot develop as cryptocurrencies give assets real-world worth. 

 

II.​ Legal Classification of Play-to-Earn Models 
A.​ Are P2E Games Securities, Gambling, or Digital Assets? 
Legal classification in Play-to-Earn (P2E) models refers to how different components of the game—such as 
tokens, rewards, NFTs, and digital assets—are defined and regulated under the laws of a country. The following 
is an overview of some of the legal issues that can arise in these areas: 
 
●​ Token as Securities-According to the Howey Test of the Securities and Exchange Commission, 

digital collectibles or tokenized assets in cryptocurrency games may be categorized as securities if they 
provide players with the opportunity to profit primarily through the platform's or others' efforts. This test 
assesses if funds have been invested in a joint venture with the hope of making money off of the labor of 
others. Tokens may be subject to securities laws and need complete legal compliance to prevent regulatory 
infractions, even if they are sold as "digital collectibles," if buyers purchase them with the expectation that 
their value will increase. 

 
●​ Token Marketplaces as Securities Exchanges- If a token marketplace facilitates the buying, selling, or 

trading of digital assets that qualify as securities under federal laws, it may be classified as a securities 
exchange. In such cases, the platform must either register with the SEC as a national securities exchange or 
obtain an exemption. For example, platforms like Enjin Coin2, which support trading of tokenized assets, 
could face regulatory requirements if their tokens meet the criteria of a security under the Howey Test. 

 
●​ Gambling- Crypto games and digital collectibles may be illegal under gambling regulations if they are not 

properly constructed. According to various state laws, gambling is the act of risking something of value in 
the hopes of receiving something of value in a game of chance. Nonetheless, marketplaces where goods may 
be exchanged for actual money are frequently available in cryptocurrency games. The game may be 
governed by gambling laws if players wager expensive goods in an attempt to outscore other players. A 
thorough legal analysis is necessary to guarantee compliance.  
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●​ Money Transmitters- According to FinCEN advice, activities involving "convertible" virtual 
currency—those that have real-world value or that act as a substitute for real currency—may be subject to 
the Bank Secrecy Act (BSA) and money transmitter statutes. Game platforms must evaluate their 
operations to see whether they meet the requirements for money transmitter classification and guarantee 
the necessary compliance or exemptions. Entities that accept, transmit, purchase, or sell such currencies 
may be categorized as money transmitters and are subject to BSA restrictions. 

 
B.​ Jurisdictional Variations in Play-to-Earn Regulations 

The term "Virtual Digital Asset" (VDA) refers to assets that utilize blockchain technology for the 
creation, storage, and transfer of value or rights within digital environments. For instance, tangible assets 
like real estate can be represented as tokens on a blockchain and traded online. 
 
VDAs primarily serve as mediums of exchange, often recognized as virtual currencies or cryptocurrencies, 
with Bitcoin and Ethereum as notable examples. They can also act as investment vehicles, preserving value 
similar to traditional assets, and function as governance tools in the form of utility tokens for decentralized 
networks. Additionally, Non-Fungible Tokens (NFTs) represent unique value in areas such as digital art, 
gaming, and intellectual property. 
 
The evolution of regulations governing VDAs in India has been marked by a series of regulatory shifts, 
reflecting India’s attempts to balance financial innovation with concerns over money laundering and 
economic stability.  

●​ Initial Concerns (2013-2017)- 
Since 2013, the RBI has raised concerns about Virtual Digital Assets (VDAs), particularly virtual currencies 
like Bitcoin, due to financial instability, unregulated supply, and risks of money laundering. While no legal 
ban existed, the RBI’s restrictive approach created uncertainty, leaving cryptocurrency exchanges operating 
in a grey area, making businesses and investors cautious about virtual currency dealings in India. 
 

●​ RBI Ban (2018)- 
In April 2018, the RBI barred banks from providing services to cryptocurrency businesses, cutting off 
exchanges from fiat transactions. This move, aimed at preventing financial risks like money laundering and 
fraud, severely impacted the crypto industry. However, the ban faced backlash from industry players, who 
argued it was too restrictive and hindered innovation in India’s growing crypto sector. 
 

●​ Supreme Court Reversal (2020)- 
In IMAI v. RBI, the Supreme Court struck down the 2018 RBI ban, ruling it violated the right to trade 
under Article 19(1)(g). The Court held that the RBI’s ban was disproportionate, as no harm to financial 
institutions was proven. It emphasized using the least restrictive measures, reinstating banking access for 
crypto businesses and paving the way for a more balanced regulatory framework for Virtual Digital Assets 
(VDAs) in India. 
 

●​ Draft VDA Bill (2021)- 



In 2021, the Indian government proposed a bill to ban private cryptocurrencies while promoting a Central 
Bank Digital Currency (CBDC). The ban aimed to address volatility, speculation, and illegal use. It sought 
to prohibit mining, holding, and trading, but the final version of the bill was never released.  
 

●​ Taxation and Regulation (2022)- 
In 2022, India imposed a 30% tax on VDA transfers and a 1% TDS on crypto transactions, marking a step 
toward legitimizing VDAs. While no clear regulatory framework was introduced, taxation signaled partial 
recognition. However, the high tax burden and lack of clarity on set-offs and VDA payments frustrated 
consumers, leading to demands for better regulations and a more balanced approach to integrating VDAs 
into the financial system. 
 

●​ VASP Notification (2023 and present)-  
In March 2023, India’s Ministry of Finance expanded the definition of a ‘Reporting Entity’ under the 
PMLA to include Virtual Asset Service Providers (VASPs).The regulation covers activities like crypto-fiat 
exchanges, VDA transfers, and safekeeping. By aligning with FATF standards, India strengthened oversight 
of VDAs, marking a key step in the evolving regulatory landscape for digital assets.  

 
C.​ Role of Blockchain and Smart Contracts in P2E 

With the emergence of decentralized gaming, blockchain technology has completely changed the gaming 
sector. Decentralized gaming offers increased security, transparency, and player ownership of in-game assets 
by utilizing blockchain technology. By changing the gaming experience and creating new opportunities, the 
combination of blockchain technology with NFTs has revolutionized the gaming sector. These innovative 
technologies allow producers to monetise digital content in novel ways while enabling actual ownership and 
value inside the gaming ecosystem.  

A smart contract is a self-executing program that automates the actions required in a blockchain 
transaction. Once completed, the transactions are trackable and irreversible. Vitalik Buterin, the creator 
of Ethereum, the first network that introduced SCs, envisioned them as pieces of code stored on the 
blockchain that can be run by users and can automate specific processes based on a set of conditions coming 
from inside the network, or from the outside world.  The best way to envision a smart contract is to think of 
a vending machine—when you insert the correct amount of money and push an item's button, the program 
(the smart contract) activates the machine to dispense your chosen item. Smart contracts permit trusted 
transactions and agreements to be carried out among disparate, anonymous parties without the need for a 
central authority, legal system, or external enforcement mechanism3. 

III.​ Protection Against Exploitation and Fraud 
A.​ Transparency in Revenue models and In-game economy 

Transparency in revenue models and in-game economies is essential for sustainable and ethical game 
development, especially in Play-to-Earn (P2E) models. Clearly defined and openly communicated economic 
structures promote fairness, reduce the risk of exploitation, and build player trust. In blockchain-based 
games, transparency regarding tokenomics, asset valuation, and marketplace dynamics is vital to prevent 
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manipulation, fraud, and regulatory non-compliance. Without clear financial disclosures, there can be 
speculative volatility that undermines player confidence and economic stability. Furthermore, regulatory 
bodies such as the SEC (Securities and Exchange Commission) and FATF (Financial Action Task Force) 
highlight the importance of oversight in virtual asset transactions. 
 
The plan and method used by a gaming firm or individual player for creating money from their gaming 
activities is known as a revenue model. It describes how money is made from a variety of sources, including 
partnerships, in-app purchases, game sales, subscriptions, and advertising. By affecting the availability of 
game content, the appearance of ads, and the incorporation of microtransactions, revenue models have a 
direct effect on the gaming experience for players. 
EdTech founders may gain the trust of their clients—both educational institutions and students—by 
pledging to adopt a business strategy free of hidden marketing and data resale. Transparent revenue 
procedures build trust, improve the company's standing, and encourage devoted long-term clients.  

 
B.​ Taxation and Reporting obligations for P2E earnings 

If you’ve played a cryptocurrency game, you’ll need to report your earnings on your tax return. Crypto 
games often offer in-game items in the form of tokens and NFTs, which can easily be exchanged on crypto 
marketplaces for other cryptocurrencies.  The Income Tax Department (ITD) has not provided specific 
guidance on crypto taxes for Indian  

 
investors. However, the Income Tax Act includes key provisions—Section 115BBH and Section 
194S4—that govern the taxation of Virtual Digital Assets (VDAs), such as cryptocurrencies, NFTs, tokens, 
and more.  
 
For example, in the above image you can see that, if you decide to sell your cryptocurrency in the future, you 
may incur a capital gain or loss depending on how the value of your tokens has fluctuated. In India, you’ll 
pay a 30% tax on profits from trading, selling, or spending cryptocurrency. Additionally, a 1% TDS is 
applicable on the sale of crypto assets exceeding ₹50,000 (₹10,000 in certain cases) within a single financial 
year. Income earned through activities like staking, airdrops, or mining may also be subject to income tax at 
your individual slab rate.  
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In India, a 30% tax is imposed on cryptocurrency transactions, which includes selling crypto for INR, 
trading between different cryptocurrencies (including stablecoins), and using crypto for purchases. It's 
important to note that activities such as receiving crypto as a gift, mining, staking rewards, or earning 
cryptocurrency as payment are taxed according to individual income tax slabs. Understanding these tax 
obligations is essential for ensuring compliance with the Income Tax Department’s regulations and avoiding 
any potential legal or financial repercussions. Additionally, a 1% TDS applies to the transfer of crypto 
assets—where "transfer" signifies a change in ownership, such as selling, trading, or spending crypto assets, 
rather than simply moving them between wallets. 
Unfortunately, many crypto games currently do not send users tax reports or a record of their transaction 
history.  

 

IV.​ Protection Against Exploitation and Frauds 
A.​ Risks of Ponzi-Like P2E Schemes 

A Ponzi scheme is a fraudulent investment plan that promises investors high returns. Instead of using any 
real profit, the program makes returns for previous investors using their own funds or funds paid by later 
participants. By promising short-term returns that are either abnormally high or unusually 
consistent—returns that other investments cannot guarantee—the Ponzi scheme typically draws in new 
investors. The promoter usually disappears after that, stealing the money from the remaining investors. 
When new investments slow down and the promoter begins to struggle to pay the promised returns, such 
schemes usually fall apart on their own.Such fraudulent investment schemes are discouraged by the SEC.  
 
For Example- Adam promises a 10% return on a $1,000 loan to his friend Barry. Barry gives Adam $1,000 
with the expectation that he'll be paid $1,100 in one year. Next, Adam promises 10% returns to his friend 
Christine. Christine gives Adam $2,000. With $3,000 now on hand, Adam pays Barry his $1,100. He spends 
the rest of the money, confident that he can persuade someone else to give him money before Christine's 
money is due to be repaid. The best Ponzi schemes, however, rely on long-term investors. If Adam can 
persuade Barry and Christine to let him continue to invest their money, he'll need to pay them only the 
periodic interest he has promised. He can spend the rest, confident that new investors will supply enough to 
keep the scam running.  

 
B.​ Child labor and Exploitation concerns in Play to Earn games 

The financial incentives linked to in-game economies give rise to worries about child labor in Play-to-Earn 
(P2E) games, where youngsters may be exploited for digital labor. Many P2E platforms demand a large time 
commitment, which encourages minors to play for extended periods of time in order to make money. Since 
children may be forced or encouraged to engage in these economies, frequently without sufficient 
safeguards, this presents moral and legal questions. Families in low-income areas might view P2E gaming as 
a respectable source of revenue, which could result in child labor as kids spend lengthy hours online rather 
than going to school. Minors may also be vulnerable to financial losses, fraud, and unregulated 
marketplaces. To make sure that financial protections and child labor regulations are being followed, 
governments and regulatory agencies are examining these models more closely. 

 



The financial strains and hazards connected to Play-to-Earn (P2E) games' in-game economies give rise to 
worries about exploitation. Players, particularly in low-income areas, are forced to labor long hours for little 
pay in exploitative situations because many P2E models need a significant amount of time and effort to gain 
rewards. For example, online games like Axie Infinity became well-known during the COVID-19 pandemic 
in nations like the Philippines, where jobless people used gaming as a source of revenue. Unfair revenue 
distribution, high entrance charges, and fluctuating token values, which favored early adopters and game 
creators over regular users, caused many gamers to struggle. Without regulation, P2E games run the risk of 
becoming into online sweatshops where investors and game developers profit excessively at the expense of 
users.  

 
C.​ Consumer Protection Laws and Player Rights 

While Play2Earn offers numerous benefits, it's important to note that it also comes with risks. The value of 
the NFTs received through the Play2Earn system may decline if the game or platform fails to gain traction, 
potentially leading to financial losses for users who have acquired these assets.  While there is no dedicated 
legal framework for P2E games, various laws and regulatory bodies oversee aspects of consumer rights, 
financial transactions, and data protection. 

 
●​ Consumer Protection Act, 2019 
   The Consumer Protection Act, 2019, protects players from unfair trade practices, misleading advertisements, 

and exploitative game mechanics. If a P2E game engages in fraudulent practices, such as false promises of 
earnings or undisclosed transaction fees, affected players can file complaints with consumer forums or the 
Central Consumer Protection Authority (CCPA). 

 
●​ Information Technology Act, 2000 & Data Protection 
   Since P2E games collect player data for in-game transactions and asset ownership, they must comply with the 

Information Technology Act, 2000, which addresses cybersecurity and digital fraud. Additionally, India's 
upcoming Digital Personal Data Protection Act is expected to regulate the storage and use of players’ 
personal information, ensuring better transparency in how game developers handle user data. 

 
●​ Taxation & Financial Regulations 

Under Indian tax laws, earnings from P2E games are subject to taxation. In 2022, India introduced a 30% 
tax on digital asset gains and a 1% TDS on transactions involving cryptocurrencies, including gaming 
rewards. The Reserve Bank of India (RBI) has also expressed concerns about crypto transactions, and any 
P2E game facilitating real-world currency conversion could come under RBI scrutiny. 
 

●​ Gaming & Gambling Laws 
  India's legal stance on P2E games depends on whether they qualify as games of skill or games of chance 

under state gambling laws. Games based on chance fall under gambling restrictions, while skill-based games 
are generally permitted. However, many states, including Tamil Nadu and Karnataka, have attempted to 
regulate or ban online gaming involving real money. 

V.​ Intellectual Property and Digital Ownership in P2E Games 
A.​ NFTs, Virtual Assets, and Ownership Rights 



NFTs represent a paradigm shift in the current digital landscape, introducing novel ways of interacting with 
and valuing digital content. Representing ownership of unique digital items,. NFTs allow true ownership, 
meaning that once a player acquires an in-game item, they can sell, trade, or rent it on secondary markets 
outside of the game itself. NFTs in GameFi can represent various types of assets, such as characters, 
weapons, skins, or even virtual land. Games like Axie Infinity and The Sandbox have successfully utilized 
NFTs, allowing players to build real value from their in-game endeavors. 
  
Virtual assets in GameFi are primarily composed of NFTs and cryptocurrencies, which are essential for 
empowering players in play-to-earn (P2E) models. These assets enable true ownership, trading, and 
investment opportunities across various gaming platforms. Blockchain-based games typically feature their 
own native tokens, earned by completing quests, conquering battles, or staking assets. Another significant 
trend in GameFi is the emergence of virtual real estate. Many games now offer players the ability to own, 
buy, or lease virtual land, serving as prime venues for in-game events, businesses, or future development 
projects. This concept of virtual property ownership introduces a transformative dimension to gaming, 
allowing users to step into the roles of creators or entrepreneurs within the game's vibrant ecosystem. 
 
The main justification for granting players ownership of their digital goods is that it makes for a more 
captivating and immersive game experience. Additionally, it grants players additional rights, such as the 
ability to move those assets to another location and ensure their safety in the event that the game developer 
shuts it down. Increased player engagement can result in a positive feedback loop whereby the developer 
makes more money, which enables them to produce even better games and services for the users. The NFTs 
that players possess in Axie Infinity are representations of their in-game monsters, which they can train, 
equip, and use to fight other players and get rewards. These NFTs are valuable in the real world and can 
fetch substantial prices on cryptocurrency exchanges.  
In recent years, many game developers have started to experiment with blockchain technology and NFTs in 
order to give players a greater sense of ownership over in-game resources. This trend is likely to continue as 
more players discover a greater sense of ownership and engagement in their gaming experiences, and start 
demanding it for upcoming titles. 
 

B.​ Smart Contracts and Dispute Resolution Mechanisms 
The term "smart contract dispute resolution" refers to alternative dispute resolution (ADR)5 procedures 
for transactions involving smart contracts. Because smart contracts are self-executing programs that 
guarantee the activities specified in the contract are carried out, they eliminate the trust that is often 
necessary for transactions to take place. This has raised concerns and sparked a perceived need for alternative 
dispute resolution (ADR) solutions that drastically cut down on the time and cost required to settle 
disputes between strangers who don't know or trust one another.  
 
Smart contracts are neither legally-recognized contracts nor do they contain the terms of contracts in their 
programming. They are the means by which a contract between two parties can be executed by a 
blockchain; in other words, smart contracts are programs written into a blockchain that execute the actions 
of an agreement when specific conditions are met.  
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C.​ Copyright and Trademark Issues in P2E Gaming 

Blockchain will undoubtedly be the main engine pushing the gaming sector forward.This idea of actual 
ownership, however, has raised important legal issues. The game's rules and underlying code remain in the 
developers' control, even though users are able to purchase, sell, and trade NFTs. In the end, this 
contradiction presents problems with copyright, trademarks, and contractual rights.  

 
●​ Ownership Problem: 

Owning an NFT does not mean acquiring copyright or full proprietary rights over the original work. 
Buyers only have ownership of that specific digital asset for personal use. Any resale, reproduction, or 
commercial exploitation of the NFT without the creator’s consent may lead to copyright infringement. 

 
●​ Royalty payment challenge: 

NFT game development benefits creators through royalty payments enabled by blockchain smart 
contracts. These ensure royalties are paid to owners upon resale. However, if NFTs are sold across different 
platforms, royalties may not reach the original owners. Improving smart contract development can enhance 
efficiency and ensure seamless royalty distribution across platforms. 

 
●​ Copyright violation use 

The lack of strict regulations in NFT marketplaces leads to copyfraud and copyright infringement. 
Unauthorized users can mint and sell NFTs without original authors' permission. Despite blockchain’s 
transparency in storing transaction and author details, verifying the authenticity of original NFT work 
remains a significant challenge, leading to numerous complaints. 

 
Conversely, trademarks are essential for setting one company's goods and services apart from another. 
Developers of Web3 games frequently come up with original names, logos, and symbols that add to the game's 
overall brand identity. Unauthorized use of such trademarks may diminish the value of the brand and cause 
misunderstanding among players. Ensuring appropriate trademark usage becomes even more crucial in the 
realm of NFT gaming, where virtual worlds can be networked and assets can be used across platforms. 

VI.​ Regulatory Challenges and International Approaches 
A.​ Comparing Regulations in the US and India 

​Play-to-Earn (P2E) games, which allow players to earn real-world value through in-game activities, face 
distinct regulatory landscapes in India and the United States. 
​India- 
India lacks a unified legal framework for online gaming, resulting in varied regulations across states. 
Generally, games of skill are permitted, while games of chance are often deemed gambling and face stricter 
rules. For example, Telangana and Andhra Pradesh ban all real-money online gaming, including skill-based 
games. 

In 2022, India introduced a 30% tax on income from virtual digital assets, including earnings from 
play-to-earn (P2E) games, along with a 1% Tax Deducted at Source (TDS) on cryptocurrency transactions. 



Additionally, Tamil Nadu has implemented regulations that prohibit minors from participating in 
real-money online games and restrict gaming hours. 

United States- 
P2E games are not officially covered by federal regulations in the United States; instead, state governments 
regulate them, making a distinction between games of chance and games of skill. Though definitions of 
"skill" and "chance" differ, talent-based real-money gambling is legal in many places. Players must disclose 
their earnings from P2E games since they are taxable income in the United States. Penalties may follow 
noncompliance. In an effort to protect consumers from fraudulent transactions and account breaches, the 
Consumer Financial Protection Bureau (CFPB) has also suggested expanding protections under the 
Electronic Fund Transfer Act (EFTA) to encompass virtual currencies used in gaming.  

 
Key Differences- 
●​ India's regulations are more fragmented, with significant variations across states. The U.S. also has 

state-specific regulations, but there is growing federal interest in overseeing aspects of virtual gaming 
economies.​ 

●​ India imposes a flat tax rate on virtual asset earnings, while the U.S. treats such earnings as taxable 
income, subject to individual tax brackets.​ 

●​  The U.S. is moving towards enhancing consumer protections in virtual gaming, as evidenced by the 
CFPB's proposal. India is still developing comprehensive consumer protection measures in this domain.​​
 

B.​ The Role of Self-Regulatory Organizations in P2E 
Self-Regulatory Organizations (SROs) are pivotal, non-governmental entities authorized by regulatory 
bodies to effectively oversee and regulate specific sectors or industries. Operating within a legally established 
framework, SROs are dedicated to ensuring compliance, maintaining high industry standards, and 
safeguarding the interests of consumers, stakeholders, and the market as a whole. They proactively provide 
vital information and invite input on various areas of concern, including fraud and unethical practices 
within the industry. Additionally, SROs play a critical role in empowering investors, helping them 
understand the workings of their investments and offering guidance on strategies to mitigate potential risks 
associated with the securities industry. 
According to regulations, the SRBs are responsible for confirming that a "online real money game is a 
permissible online real money game." The SRB must make sure that the intermediary abides with the 
guidelines set forth by the framework before approving an online real money game. By including pertinent 
information on their websites and making sure users are aware of the possible drawbacks, the SRB is also in 
charge of assisting users in understanding the dangers of gaming addiction, financial loss, and fraud. 

 
C.​ Future Policy Directions for P2E Gaming 

Play-to-Earn models are expected to undergo a substantial transformation in the future due to new trends 
and developments in technology. The use of cutting-edge AI and machine learning to improve game 
mechanics and customize player experiences is one important development. Dynamic NFTs and improved 
blockchain protocols are two innovations that have the potential to completely transform the Play-to-Earn 
market by giving players new opportunities to engage and make money. 



The capacity of P2E games to adjust to shifting player preferences and market conditions will be essential as 
they develop further. Their future performance will be greatly influenced by their ability to respond to 
community comments and incorporate a variety of revenue streams. It is anticipated that governments and 
regulatory agencies would offer more precise rules for blockchain gaming, resolving legal issues and 
guaranteeing a safe environment for investors and participants. Maintaining player interest and growing the 
game's ecology will also depend heavily on the creation of new features and collaborations. 

 

VI.​ Recommendations 
●​ To effectively tackle the challenges associated with Play-to-Earn models, diversification is essential. 

Depending exclusively on in-game tokens for revenue exposes games to substantial risks, such as market 
volatility and inflation. By broadening income streams, these risks can be significantly reduced, ultimately 
strengthening the sustainability of P2E ecosystems. 

●​ Game developers can explore multiple revenue models beyond token sales, such as integrating traditional 
in-game purchases, premium content, and subscription services. For example, The Sandbox has successfully 
incorporated partnerships with brands and creators to expand its revenue streams, reducing its dependence 
on token value alone. 

●​ By participating in many facets of a game's economy, players can also gain from diversification. Players can 
diversify their revenue streams in Decentraland by producing and selling digital assets, earning from virtual 
real estate, and taking part in governance decisions. 

●​ The sustainability and growth of Play-to-Earn models will undoubtedly hinge on their ability to innovate 
and adapt. Embracing emerging technologies and diversifying revenue streams are not just important—they 
are essential for ensuring long-term viability and maintaining player interest in the dynamic landscape of 
NFT gaming. 

 

VII.​ Conclusion 
In conclusion, by providing players with tangible rewards for their in-game successes, play-to-earn games are 
revolutionizing the gaming business. By guaranteeing genuine ownership, scarcity, transparency, and security, 
the incorporation of blockchain technology opens up new possibilities for players and transforms the gaming 
experience. The play-to-earn movement is dynamic and ever-changing. We may anticipate even more creativity 
in the years to come as the community expands and technology develops.They not only make it harder to 
distinguish between work and play, but they also open up new avenues for gaming to become a profitable career 
path and influence the direction of digital entertainment. Since government authorities have started initial 
discussions, it is anticipated that the much-awaited central regulatory agency for internet gaming will shortly 
come into existence.  
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	●​Consumer Protection Act, 2019 
	   The Consumer Protection Act, 2019, protects players from unfair trade practices, misleading advertisements, and exploitative game mechanics. If a P2E game engages in fraudulent practices, such as false promises of earnings or undisclosed transaction fees, affected players can file complaints with consumer forums or the Central Consumer Protection Authority (CCPA). 
	●​Information Technology Act, 2000 & Data Protection 
	   Since P2E games collect player data for in-game transactions and asset ownership, they must comply with the Information Technology Act, 2000, which addresses cybersecurity and digital fraud. Additionally, India's upcoming Digital Personal Data Protection Act is expected to regulate the storage and use of players’ personal information, ensuring better transparency in how game developers handle user data. 
	●​Taxation & Financial Regulations 
	  India's legal stance on P2E games depends on whether they qualify as games of skill or games of chance under state gambling laws. Games based on chance fall under gambling restrictions, while skill-based games are generally permitted. However, many states, including Tamil Nadu and Karnataka, have attempted to regulate or ban online gaming involving real money. 

