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Abstract:
Background and objectives: 
millennial generation is peopling who born after 1986. They spend less time reading, and are more comfortable in image-rich environments provided by New Media. Medical education is rapidly evolving. Students enter medical school with a high level of technological literacy and an expectation for instructional variety in the curriculum. In response, many medical schools now incorporate technology-enhanced active learning and multimedia education applications. Education games, medical mobile applications, and virtual patient simulations are together termed gamified training platforms. Aim of study was to know medical students' experience with, and attitudes toward game play and to determine the impact of video games on medical student about study, sleep, meal, daily responsibility.
Subject and method: Descriptive cross-sectional study was carried out non-randomly (convenience sampling) among Hawler college of medicine, and for all stages (except 6th stage) in 2018. Data collected by self-administered questionnaire and 200 students participate in the study.
Result: Of the 200 students 101 (≈50%) were males, with the age between (17-22) years. 120(60%) of them playing video games and most of them were males 84(70%). Most of them started gaming at their childhood 2-8 years (52%). Action games were most played by the gamers 82(76%). The majority plays games at night 77(62%) and home is most common place for gaming 84(70%). Getting fun is most common cause for playing video games 178(89%). Most of them agree that gaming takes much time 136(68%). The most common desired specialty among gamers compared to non-gamers is general surgery.
Conclusion: The study showed that majority of students play video games using mobile for video gaming and at home. The most popular video game type is Action. Half of the participants said they have played educational games and got benefit from it and their desired specialty is general surgery.
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