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First database search (23 June, 2022) 

Reference Date Data retrieved 

Balhara et al., 2020 (198) 7-09-22 Sample characteristics 

Brailovskaia et al., 2022 
(229) 

17-08-22 Sample characteristics 

Chen et al., 2021 (143) 10-08-22 Sample characteristics 

Chen et al., 2021 (156) 10-08-22 Sample characteristics 

Chen et al., 2021 (212) 10-08-22; 7-09-22 Sample characteristics 

Ciccarelli et al., 2022 (219) 17-08-22 Sample characteristics 

Ismail et al., 2021 (207) 10-08-22 Sample characteristics 

Rozgonjuk et al., 2022 (194) 17-08-22; 11-10-22 None 

Sallie et al., 2021 (214) 7-09-22 Sample characteristics 

Volpe et al., 2022 (199) 17-08-22; 14-10-22 Sample characteristics 

Wu et al., 2022 (208) 17-08-22; 07-07-22 None 

 
 

 

 

Second database search (5 December, 2022) 

Reference Date Data retrieved 

Bersani et al., 2022 (253) 05-12-22 None 

Chen et al., 2022 (3) (255) 05-12-22 Sample characteristics 

Jouhki et al., 2022 (256) 05-12-22 None 

Sousa Tavares et al., 2022 (257) 05-12-22 None 

Xiang et al., 2022 (258) 05-12-22 None 

Yang et al., 2022 (259) 05-12-22 None 
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