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In the published article, there was an error in the Funding statement. The Funding statement was displayed as “The author(s) declare that financial support was received for the research, authorship, and/or publication of this article. This work was supported by the National Centre for Research and Development grant POIR 01.01.01-00-178/15”. The correct Funding statement appears below.
Funding
The author(s) declare that no financial support was received for the research and/or publication of this article.
In the published article, there was an error regarding the affiliation for Jacek Rogala. Instead of having affiliation 1, they should have Faculty of Physics, University of Warsaw, Warsaw, Poland.
The authors apologize for these errors and state that these do not not change the scientific conclusions of the article in any way. The original article has been updated.
PUBLISHER’S NOTE
All claims expressed in this article are solely those of the authors and do not necessarily represent those of their affiliated organizations, or those of the publisher, the editors and the reviewers. Any product that may be evaluated in this article, or claim that may be made by its manufacturer, is not guaranteed or endorsed by the publisher.
Copyright © 2025 Malinowska, Wojciechowski, Waligóra and Rogala. This is an open-access article distributed under the terms of the Creative Commons Attribution License (CC BY). The use, distribution or reproduction in other forums is permitted, provided the original author(s) and the copyright owner(s) are credited and that the original publication in this journal is cited, in accordance with accepted academic practice. No use, distribution or reproduction is permitted which does not comply with these terms.
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