Table S1. Longitudinal studies methodological quality assessment using the Effective Public Health Practice Project.

Study Selbei;t;on Design Confounders Blinding Dat;ect%lléadc;cion Witzs;;\fvsdi‘sand Final score
Mhurchu et al. (2008) [1] Fair Good Poor Poor Good Fair Weak
Baranowski et al. (2011) [2] Fair Good Good Poor Good Good Moderate
Maloney et al. (2012) [3] Fair Good Fair Fair Good Good Strong
Azevedo et al. (2014) [4] Strong Fair Fair Poor Good Good Moderate
Trost et al. (2014) [5] Good Good Good Fair Good Good Strong
Chen et al. (2017) [6] Good Fair Good Poor Good Good Moderate
Gao et al. (2019) [7] Good Fair Poor Poor Good Good Weak
Ye et al. (2019) [8] Fair Fair Good Poor Good Fair Moderate
Liang et al. (2020) [9] Fair Good Good Poor Good Good Moderate
Comeras-Chueca et al. (2022) Good Good Good Poor Good Good Moderate

(10]




Table S2. Cross-sectional studies methodological quality assessment

using the Newcastle-Ottawa Scale.

Selection Comparability Outcome

Study Total
1 2 3 4 la 1b 1 2

Maddison et al. (2007) [11] * * *% * *k * 8*
Graves et al. (2008) [12] * *¥ * * *¥ * g
Graf et al. (2009) [13] *ok * * *k * 7%
Graves et al. (2010) [14] *% * * ** * 7*
Sln;]allwood etal. (2012) x N N x . e
E)’Donovan et al. (2013) . xx « N x . o
[16]
Rosenberg et al. (2013) [17] * X kX * * *x * o*
Verhoeven et al. (2015) [18] * XKk * * *ok * g%
Gribbon et al. (2015) [19] * * * Kk * * *ok * 10%*
Lau et al. (2015) [20] x Kk * *% * 7%
Chaput et al. (2016) [21] * * kK * * *ok * g
McNarry et al. (2016) [22] * kK * * *ok * 8x

Barkman et al. (2016) [23] X Kk * * *% * g*
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