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[ Abstract] Objective To do a scoping review of virtual reality-based rehabilitation training for children with cerebral palsy at
home, and to comprehensively understand the pros and cons of virtual reality-based rehabilitation training.Methods According to
the scope review writing guidelines,relevant articles published before August 31,2021 were retrieved from 9 Chinese and English
databases,and the results were screened,summarized and analyzed.Results Thirty articles were included,and the publication time,
study location,study type,intervention methods,intervention duration and effects were summarized and analyzed Conclusions ~ Vir-
tual reality technology has a positive effect on the functional recovery of children.It is suggested to develop more personalized reha-
bilitation projects in the future and develop appropriate training plans under the guidance of the treatment team.
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