From Timepass to Mainstream:
How Free-to-Play Games Became
Social Currency 1in India
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From “timepass” distraction to daily ritual, free-to-play
mobile games in India have quietly turned into social
currency: a way to signal identity, stay in touch, and even
negotiate status in both online and offline circles. Cheap
mobile internet, vernacular content, and multiplayer formats
have pushed gaming from private hobby to public culture,
especially among young, mobile-first Indians.[]
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From Jugaad Timepass to Daily Habit

For most urban and semi-urban Indians, gaming skipped the
expensive console-PC era and went straight to pocket screens.
Mobile-first internet adoption meant the “gamer” was no longer
a niche stereotype, but anyone with a smartphone and a prepaid
data pack. What began as a quick “timepass” with endless
runners and puzzles during commutes or Llunch breaks has
evolved into entertaining sessions of battle royales, card
games, and digital Ludo rooms that double up as hangout
spaces.[]

Lockdowns accelerated this shift. Casual titles like Ludo
King, Zupee Ludo Supreme, Carrom Ninja on Zupee & Building
Blocks turned into family entertainment, bringing
grandparents, cousins and college friends into a single room-
code, normalising gaming as a mainstream entertainment
alternative rather than a guilty pleasure. Even after
restrictions eased, those who started playing during the


https://play.google.com/store/apps/details?id=com.zupee.free

pandemic continued, cementing gaming as a fun activity across
age groups.[]

India’s F2P Explosion

India today is the world’s largest mobile gaming market by
downloads, clocking around 8.45 billion installs in FY 2024-25
as free-to-play titles flood app stores. The country now hosts
roughly 550-600 million casual gamers, with more than 90% on
mobile, reflecting how deeply F2P has penetrated daily life.
Low-cost mobile data (among the cheapest per GB globally) and
affordable Android handsets have removed the hardware and
bandwidth barriers that traditionally gated gaming.[]

How F2P Became Social Currency

In a country where hanging out often means negotiating
distance, traffic, and budgets, free-to-play multiplayer games
provide a ready-made, zero-cover-charge social venue. Battle
royales like BGMI and Free Fire, casual staples like Ludo
King, Zupee Ludo Supreme, and multiplayer card games like Teen
Patti have become places to meet, talk, roast, collaborate and
spectate together.

The mainstreaming of free-to-play gaming in India is not just
about downloads; it is about cultural fit. Titles that
digitise traditional Indian games Ludo, Carrom, Teen Patti
have thrived because they combine nostalgia with modern
multiplayer and chat features. Zupee ranking 2nd in Top Free
Board Games on Google Play and 7th in Top Free Games on the
Apple App Store show how a familiar board on a small screen
can suddenly bridge generations, states, and social classes.

From Free to Valuable: The New Economy of Play
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Despite an enduring preference for free entry, India’s gaming
economy is maturing. Digital gaming revenues have been growing
in double digits year-on-year, and the overall sector 1is
projected to more than double to around 4.3 billion dollars by
FY 2030. Battle royale games now command a large chunk of
revenues, while simulation and puzzle genres dominate
downloads, showing a split between what 1is most played and
what is most paid for.[]

In less than a decade, India’'s free-to-play games have
travelled from background “timepass” to foreground marker of
who people talk to, what they value, and how they show up in
the world. In a mobile-first nation where attention and
connection are precious, play itself has become a powerful,
everyday currency.
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