
1. Conceptual Space for Verbal Aspect for Selected English Predicates

Social Role
be mayor
TH  *  TR

Bodily States
be ill, hungry
TH  *  TVR

Nat Kinds
be silver
I  *  *

Ethnicity
be Persian
I  *  *

Phys Prop
be hard, tall
I  *  *Biol Kinds

be a lizard
I  *  *

Disintegrate
shatter,
explode
I  *  VR

Attachment
adhere, stick
IH  T  TVR

Perception
see, hear
TH  *  TVR

Cognition
know, forget
TH  *  TVR

Posture
stand, sit
IH  T  TVR

Attention
look, think
H  T  TVR

Physio Proc
sleep, rest
IH  T  TR

Mech Oper
function, work
IH  T  TR

Manner Mot
walk, swim
IH  UD  UP

breathe 
IH TU  
UCTVR

Contact
tap, slap
H  U UCR

touch  
IH  TU  
UCTVR

Bodily Mot
wave, flap
H  U  UCR

Light Em
flash, sparkle
IH  U  UCR
Sound Em
squeak, yell
IH  U  UCR

Create Mk/Df
scratch, rip
IH  UD  UCR

Performance
dance, sing
IH  UD  UDP

Dying
die, drown
*  R  VR

(Cognition)
understand
TH  D  TVR

Winning
win, lose
H  R  VR
Attainment
reach goal
H  R  VR

Creation
build, bake
IH  UD  UP

Consumption
eat, drink
IH  UD  UDP

Killing
kill
IH  R  VR

Fracture
break
I  R  VR

(Disint)
collapse
*  R  VR

Incr/Decr
shrink, cool
IH  D  DP

(Create M/D)
punch hole
IH  D  PVR

open, close
IH  D  
DPTVR

(Disint)
split, crack
I  D  PVR

Directed Mot
enter, ascend
H  D  DP

Similarity
resemble
I  D  *

Disposition
be nice, a jerk
IH  T  TR

Dismantling
dismantle
IH  D  DP

Covering
cover
IH  TD  TP

Blooming
bloom
IH  T  TVR

Phys State
be dry, cool
ITH  *  TVR

Cause Emot
bore, excite
IH VU UTVR
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2. Semantic Map of English Present

Social Role
be mayor
TH  *  TR

Bodily States
be ill, hungry
TH  *  TVR

Nat Kinds
be silver
I  *  *

Ethnicity
be Persian
I  *  *

Phys Prop
be hard, tall
I  *  *Biol Kinds

be a lizard
I  *  *

Disintegrate
shatter,
explode
I  *  VR

Attachment
adhere, stick
IH  T  TVR

Perception
see, hear
TH  *  TVR

Cognition
know, forget
TH  *  TVR

Posture
stand, sit
IH  T  TVR

Attention
look, think
H  T  TVR

Physio Proc
sleep, rest
IH  T  TR

Mech Oper
function, work
IH  T  TR

Manner Mot
walk, swim
IH  UD  UP

breathe 
IH TU  
UCTVR

Contact
tap, slap
H  U UCR

touch  
IH  TU  
UCTVR

Bodily Mot
wave, flap
H  U  UCR

Light Em
flash, sparkle
IH  U  UCR
Sound Em
squeak, yell
IH  U  UCR

Create Mk/Df
scratch, rip
IH  UD  UCR

Performance
dance, sing
IH  UD  UDP

Dying
die, drown
*  R  VR

(Cognition)
understand
TH  D  TVR

Winning
win, lose
H  R  VR
Attainment
reach goal
H  R  VR

Creation
build, bake
IH  UD  UP

Consumption
eat, drink
IH  UD  UDP

Killing
kill
IH  R  VR

Fracture
break
I  R  VR

(Disint)
collapse
*  R  VR

Incr/Decr
shrink, cool
IH  D  DP

(Create M/D)
punch hole
IH  D  PVR

open, close
IH  D  
DPTVR

(Disint)
split, crack
I  D  PVR

Directed Mot
enter, ascend
H  D  DP

Similarity
resemble
I  D  *

Disposition
be nice, a jerk
IH  T  TR

Dismantling
dismantle
IH  D  DP

Covering
cover
IH  TD  TP

Blooming
bloom
IH  T  TVR

1*

1T

1I

1H/3H

Phys State
be dry, cool
ITH  *  TVR

Cause Emot
bore, excite
IH VU UTVR

I - inherent state T - transitory state H - habitual
* - uninterpretable
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3. Semantic Map for English Progressive

Social Role
be mayor
TH  *  TR

Bodily States
be ill, hungry
TH  *  TVR

Nat Kinds
be silver
I  *  *

Ethnicity
be Persian
I  *  *

Phys Prop
be hard, tall
I  *  *Biol Kinds

be a lizard
I  *  *

Disintegrate
shatter,
explode
I  *  VR

Attachment
adhere, stick
IH  T  TVR

Perception
see, hear
TH  *  TVR

Cognition
know, forget
TH  *  TVR

Posture
stand, sit
IH  T  TVR

Attention
look, think
H  T  TVR

Physio Proc
sleep, rest
IH  T  TR

Mech Oper
function, work
IH  T  TR

Manner Mot
walk, swim
IH  UD  UP

breathe 
IH TU  
UCTVR

Contact
tap, slap
H  U UCR

touch  
IH  TU  
UCTVR

Bodily Mot
wave, flap
H  U  UCR

Light Em
flash, sparkle
IH  U  UCR
Sound Em
squeak, yell
IH  U  UCR

Create Mk/Df
scratch, rip
IH  UD  UCR

Performance
dance, sing
IH  UD  UDP

Dying
die, drown
*  R  VR

(Cognition)
understand
TH  D  TVR

Winning
win, lose
H  R  VR
Attainment
reach goal
H  R  VR

Creation
build, bake
IH  UD  UP

Consumption
eat, drink
IH  UD  UDP

Killing
kill
IH  R  VR

Fracture
break
I  R  VR

(Disint)
collapse
*  R  VR

Incr/Decr
shrink, cool
IH  D  DP

(Create M/D)
punch hole
IH  D  PVR

open, close
IH  D  
DPTVR

(Disint)
split, crack
I  D  PVR

Directed Mot
enter, ascend
H  D  DP

Similarity
resemble
I  D  *

Disposition
be nice, a jerk
IH  T  TR

Dismantling
dismantle
IH  D  DP

Covering
cover
IH  TD  TP

Blooming
bloom
IH  T  TVR

2*

2*

2R

2U/3U

2D

Phys State
be dry, cool
ITH  *  TVR

2T

Cause Emot
bore, excite
IH VU UTVR

U - undirected activity D - directed activity R - runup achievement
T - transitory state * - uninterpretable
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4. Semantic Map of English Past

Social Role
be mayor
TH  *  TR

Bodily States
be ill, hungry
TH  *  TVR

Nat Kinds
be silver
I  *  *

Ethnicity
be Persian
I  *  *

Phys Prop
be hard, tall
I  *  *Biol Kinds

be a lizard
I  *  *

Disintegrate
shatter,
explode
I  *  VR

Attachment
adhere, stick
IH  T  TVR

Perception
see, hear
TH  *  TVR

Cognition
know, forget
TH  *  TVR

Posture
stand, sit
IH  T  TVR

Attention
look, think
H  T  TVR

Physio Proc
sleep, rest
IH  T  TR

Mech Oper
function, work
IH  T  TR

Manner Mot
walk, swim
IH  UD  UP

breathe 
IH TU  
UCTVR

Contact
tap, slap
H  U UCR

touch  
IH  TU  
UCTVR

Bodily Mot
wave, flap
H  U  UCR

Light Em
flash, sparkle
IH  U  UCR
Sound Em
squeak, yell
IH  U  UCR

Create Mk/Df
scratch, rip
IH  UD  UCR

Performance
dance, sing
IH  UD  UDP

Dying
die, drown
*  R  VR

(Cognition)
understand
TH  D  TVR

Winning
win, lose
H  R  VR
Attainment
reach goal
H  R  VR

Creation
build, bake
IH  UD  UP

Consumption
eat, drink
IH  UD  UDP

Killing
kill
IH  R  VR

Fracture
break
I  R  VR

(Disint)
collapse
*  R  VR

Incr/Decr
shrink, cool
IH  D  DP

(Create M/D)
punch hole
IH  D  PVR

open, close
IH  D  
DPTVR

(Disint)
split, crack
I  D  PVR

Directed Mot
enter, ascend
H  D  DP

Similarity
resemble
I  D  *

Disposition
be nice, a jerk
IH  T  TR

Dismantling
dismantle
IH  D  DP

Covering
cover
IH  TD  TP

Blooming
bloom
IH  T  TVR

3*

3P

3D

3T

2U/3U

3V

3R
1H/3H

Phys State
be dry, cool
ITH  *  TVR

3C

Cause Emot
bore, excite
IH VU UTVR

V - achievement R - runup achievement C - cyclic achievement
D - directed activity P - accomplishment U - undirected activity
H - habitual T - transitory state * - uninterpretable

© 2000 William Croft August 2000



5. Semantic Map of English Present, Progressive, and Past

Social Role
be mayor
TH  *  TR

Bodily States
be ill, hungry
TH  *  TVR

Nat Kinds
be silver
I  *  *

Ethnicity
be Persian
I  *  *

Phys Prop
be hard, tall
I  *  *Biol Kinds

be a lizard
I  *  *

Disintegrate
shatter,
explode
I  *  VR

Attachment
adhere, stick
IH  T  TVR

Perception
see, hear
TH  *  TVR

Cognition
know, forget
TH  *  TVR

Posture
stand, sit
IH  T  TVR

Attention
look, think
H  T  TVR

Physio Proc
sleep, rest
IH  T  TR

Mech Oper
function, work
IH  T  TR

Manner Mot
walk, swim
IH  UD  UP

breathe 
IH TU  
UCTVR

Contact
tap, slap
H  U UCR

touch  
IH  TU  
UCTVR

Bodily Mot
wave, flap
H  U  UCR

Light Em
flash, sparkle
IH  U  UCR
Sound Em
squeak, yell
IH  U  UCR

Create Mk/Df
scratch, rip
IH  UD  UCR

Performance
dance, sing
IH  UD  UDP

Dying
die, drown
*  R  VR

(Cognition)
understand
TH  D  TVR

Winning
win, lose
H  R  VR
Attainment
reach goal
H  R  VR

Creation
build, bake
IH  UD  UP

Consumption
eat, drink
IH  UD  UDP

Killing
kill
IH  R  VR

Fracture
break
I  R  VR

(Disint)
collapse
*  R  VR

Incr/Decr
shrink, cool
IH  D  DP

(Create M/D)
punch hole
IH  D  PVR

open, close
IH  D  
DPTVR

(Disint)
split, crack
I  D  PVR

Directed Mot
enter, ascend
H  D  DP

Similarity
resemble
I  D  *

Disposition
be nice, a jerk
IH  T  TR

Dismantling
dismantle
IH  D  DP

Covering
cover
IH  TD  TP

Blooming
bloom
IH  T  TVR

1*

2*

2*
3*

3P

3D

2R

1T

3T

2U/3U

2D

3V

3R
1I

1H/3H

Phys State
be dry, cool
ITH  *  TVR

3C

2T

Cause Emot
bore, excite
IH VU UTVR
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6. Semantic Map of Constructions Associated with Inherent States

Social Role
be mayor
TH  *  TR

Bodily States
be ill, hungry
TH  *  TVR

Nat Kinds
be silver
I  *  *

Ethnicity
be Persian
I  *  *

Phys Prop
be hard, tall
I  *  *Biol Kinds

be a lizard
I  *  *

Disintegrate
shatter,
explode
I  *  VR

Attachment
adhere, stick
IH  T  TVR

Perception
see, hear
TH  *  TVR

Cognition
know, forget
TH  *  TVR

Posture
stand, sit
IH  T  TVR

Attention
look, think
H  T  TVR

Physio Proc
sleep, rest
IH  T  TR

Mech Oper
function, work
IH  T  TR

Manner Mot
walk, swim
IH  UD  UP

breathe 
IH TU  
UCTVR

Contact
tap, slap
H  U UCR

touch  
IH  TU  
UCTVR

Bodily Mot
wave, flap
H  U  UCR

Light Em
flash, sparkle
IH  U  UCR
Sound Em
squeak, yell
IH  U  UCR

Create Mk/Df
scratch, rip
IH  UD  UCR

Performance
dance, sing
IH  UD  UDP

Dying
die, drown
*  R  VR

(Cognition)
understand
TH  D  TVR

Winning
win, lose
H  R  VR
Attainment
reach goal
H  R  VR

Creation
build, bake
IH  UD  UP

Consumption
eat, drink
IH  UD  UDP

Killing
kill
IH  R  VR

Fracture
break
I  R  VR

(Disint)
collapse
*  R  VR

Incr/Decr
shrink, cool
IH  D  DP

(Create M/D)
punch hole
IH  D  PVR

open, close
IH  D  
DPTVR

(Disint)
split, crack
I  D  PVR

Directed Mot
enter, ascend
H  D  DP

Similarity
resemble
I  D  *

Disposition
be nice, a jerk
IH  T  TR

Dismantling
dismantle
IH  D  DP

Covering
cover
IH  TD  TP

Blooming
bloom
IH  T  TVR

2*

2*
3*

1I

Phys State
be dry, cool
ITH  *  TVR

Cause Emot
bore, excite
IH VU UTVR

1I - Present, inherent state 2* - Progressive, uninterpretable3* - Past, uninterpretable
2I - Progressive, inherent state
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7. Semantic Map of Constructions Associated with Transitory States

Social Role
be mayor
TH  *  TR

Bodily States
be ill, hungry
TH  *  TVR

Nat Kinds
be silver
I  *  *

Ethnicity
be Persian
I  *  *

Phys Prop
be hard, tall
I  *  *Biol Kinds

be a lizard
I  *  *

Disintegrate
shatter,
explode
I  *  VR

Attachment
adhere, stick
IH  T  TVR

Perception
see, hear
TH  *  TVR

Cognition
know, forget
TH  *  TVR

Posture
stand, sit
IH  T  TVR

Attention
look, think
H  T  TVR

Physio Proc
sleep, rest
IH  T  TR

Mech Oper
function, work
IH  T  TR

Manner Mot
walk, swim
IH  UD  UP

breathe 
IH TU  
UCTVR

Contact
tap, slap
H  U UCR

touch  
IH  TU  
UCTVR

Bodily Mot
wave, flap
H  U  UCR

Light Em
flash, sparkle
IH  U  UCR
Sound Em
squeak, yell
IH  U  UCR

Create Mk/Df
scratch, rip
IH  UD  UCR

Performance
dance, sing
IH  UD  UDP

Dying
die, drown
*  R  VR

(Cognition)
understand
TH  D  TVR

Winning
win, lose
H  R  VR
Attainment
reach goal
H  R  VR

Creation
build, bake
IH  UD  UP

Consumption
eat, drink
IH  UD  UDP

Killing
kill
IH  R  VR

Fracture
break
I  R  VR

(Disint)
collapse
*  R  VR

Incr/Decr
shrink, cool
IH  D  DP

(Create M/D)
punch hole
IH  D  PVR

open, close
IH  D  
DPTVR

(Disint)
split, crack
I  D  PVR

Directed Mot
enter, ascend
H  D  DP

Similarity
resemble
I  D  *

Disposition
be nice, a jerk
IH  T  TR

Dismantling
dismantle
IH  D  DP

Covering
cover
IH  TD  TP

Blooming
bloom
IH  T  TVR

2*

2*

1T

3T

Phys State
be dry, cool
ITH  *  TVR

2T

Cause Emot
bore, excite
IH VU UTVR

1T - Present, transitory state2* - Progressive, uninterpretable3T - Past, transitory state
    2T - Progressive, transitory state
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8. Semantic Map of Constructions Associated with Undirected Activities

Social Role
be mayor
TH  *  TR

Bodily States
be ill, hungry
TH  *  TVR

Nat Kinds
be silver
I  *  *

Ethnicity
be Persian
I  *  *

Phys Prop
be hard, tall
I  *  *Biol Kinds

be a lizard
I  *  *

Disintegrate
shatter,
explode
I  *  VR

Attachment
adhere, stick
IH  T  TVR

Perception
see, hear
TH  *  TVR

Cognition
know, forget
TH  *  TVR

Posture
stand, sit
IH  T  TVR

Attention
look, think
H  T  TVR

Physio Proc
sleep, rest
IH  T  TR

Mech Oper
function, work
IH  T  TR

Manner Mot
walk, swim
IH  UD  UP

breathe 
IH TU  
UCTVR

Contact
tap, slap
H  U UCR

touch  
IH  TU  
UCTVR

Bodily Mot
wave, flap
H  U  UCR

Light Em
flash, sparkle
IH  U  UCR
Sound Em
squeak, yell
IH  U  UCR

Create Mk/Df
scratch, rip
IH  UD  UCR

Performance
dance, sing
IH  UD  UDP

Dying
die, drown
*  R  VR

(Cognition)
understand
TH  D  TVR

Winning
win, lose
H  R  VR
Attainment
reach goal
H  R  VR

Creation
build, bake
IH  UD  UP

Consumption
eat, drink
IH  UD  UDP

Killing
kill
IH  R  VR

Fracture
break
I  R  VR

(Disint)
collapse
*  R  VR

Incr/Decr
shrink, cool
IH  D  DP

(Create M/D)
punch hole
IH  D  PVR

open, close
IH  D  
DPTVR

(Disint)
split, crack
I  D  PVR

Directed Mot
enter, ascend
H  D  DP

Similarity
resemble
I  D  *

Disposition
be nice, a jerk
IH  T  TR

Dismantling
dismantle
IH  D  DP

Covering
cover
IH  TD  TP

Blooming
bloom
IH  T  TVR

2U/3U

1H/3H

Phys State
be dry, cool
ITH  *  TVR

2T

Cause Emot
bore, excite
IH VU UTVR

1H/3H - Present/Past, habitual 2U/3U - Progressive/Past, undirected activity
2T - Progressive, transitory state2I - Progressive, inherent state
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9. Semantic Map of Constructions Associated with Achievements

Social Role
be mayor
TH  *  TR

Bodily States
be ill, hungry
TH  *  TVR

Nat Kinds
be silver
I  *  *

Ethnicity
be Persian
I  *  *

Phys Prop
be hard, tall
I  *  *Biol Kinds

be a lizard
I  *  *

Disintegrate
shatter,
explode
I  *  VR

Attachment
adhere, stick
IH  T  TVR

Perception
see, hear
TH  *  TVR

Cognition
know, forget
TH  *  TVR

Posture
stand, sit
IH  T  TVR

Attention
look, think
H  T  TVR

Physio Proc
sleep, rest
IH  T  TR

Mech Oper
function, work
IH  T  TR

Manner Mot
walk, swim
IH  UD  UP

breathe 
IH TU  
UCTVR

Contact
tap, slap
H  U UCR

touch  
IH  TU  
UCTVR

Bodily Mot
wave, flap
H  U  UCR

Light Em
flash, sparkle
IH  U  UCR
Sound Em
squeak, yell
IH  U  UCR

Create Mk/Df
scratch, rip
IH  UD  UCR

Performance
dance, sing
IH  UD  UDP

Dying
die, drown
*  R  VR

(Cognition)
understand
TH  D  TVR

Winning
win, lose
H  R  VR
Attainment
reach goal
H  R  VR

Creation
build, bake
IH  UD  UP

Consumption
eat, drink
IH  UD  UDP

Killing
kill
IH  R  VR

Fracture
break
I  R  VR

(Disint)
collapse
*  R  VR

Incr/Decr
shrink, cool
IH  D  DP

(Create M/D)
punch hole
IH  D  PVR

open, close
IH  D  
DPTVR

(Disint)
split, crack
I  D  PVR

Directed Mot
enter, ascend
H  D  DP

Similarity
resemble
I  D  *

Disposition
be nice, a jerk
IH  T  TR

Dismantling
dismantle
IH  D  DP

Covering
cover
IH  TD  TP

Blooming
bloom
IH  T  TVR

1*

2*

2*

2R

3V

3R

Phys State
be dry, cool
ITH  *  TVR

3C

Cause Emot
bore, excite
IH VU UTVR

1* - Present, uninterpretable 2* - Progressive, uninterpretable
2R - Progressive, runup achievement 3R - Past, runup achievement
3V - Past, directed achievement 3C - Past, cyclic achievement
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10. Semantic Map of Constructions Associated with Directed Activities and
Accomplishments

Social Role
be mayor
TH  *  TR

Bodily States
be ill, hungry
TH  *  TVR

Nat Kinds
be silver
I  *  *

Ethnicity
be Persian
I  *  *

Phys Prop
be hard, tall
I  *  *Biol Kinds

be a lizard
I  *  *

Disintegrate
shatter,
explode
I  *  VR

Attachment
adhere, stick
IH  T  TVR

Perception
see, hear
TH  *  TVR

Cognition
know, forget
TH  *  TVR

Posture
stand, sit
IH  T  TVR

Attention
look, think
H  T  TVR

Physio Proc
sleep, rest
IH  T  TR

Mech Oper
function, work
IH  T  TR

Manner Mot
walk, swim
IH  UD  UP

breathe 
IH TU  
UCTVR

Contact
tap, slap
H  U UCR

touch  
IH  TU  
UCTVR

Bodily Mot
wave, flap
H  U  UCR

Light Em
flash, sparkle
IH  U  UCR
Sound Em
squeak, yell
IH  U  UCR

Create Mk/Df
scratch, rip
IH  UD  UCR

Performance
dance, sing
IH  UD  UDP

Dying
die, drown
*  R  VR

(Cognition)
understand
TH  D  TVR

Winning
win, lose
H  R  VR
Attainment
reach goal
H  R  VR

Creation
build, bake
IH  UD  UP

Consumption
eat, drink
IH  UD  UDP

Killing
kill
IH  R  VR

Fracture
break
I  R  VR

(Disint)
collapse
*  R  VR

Incr/Decr
shrink, cool
IH  D  DP

(Create M/D)
punch hole
IH  D  PVR

open, close
IH  D  
DPTVR

(Disint)
split, crack
I  D  PVR

Directed Mot
enter, ascend
H  D  DP

Similarity
resemble
I  D  *

Disposition
be nice, a jerk
IH  T  TR

Dismantling
dismantle
IH  D  DP

Covering
cover
IH  TD  TP

Blooming
bloom
IH  T  TVR

3P

3D

2D

Phys State
be dry, cool
ITH  *  TVR

Cause Emot
bore, excite
IH VU UTVR

2D - Progressive, directed activity 3P - Past, accomplishment 3D - Past, directed activity
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