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	Animals
	Table
	Games
	Countryside

	C
	E
	C
	E
	C
	E
	C
	E

	0
	51
	0
	34
	0
	50
	0
	87

	1
	45
	1
	26
	1
	46
	1
	77

	2
	44
	2
	21
	2
	41
	2
	58

	3
	42
	3
	18
	3
	39
	3
	35

	4
	33
	4
	18
	4
	30
	4
	33

	5
	32
	5
	13
	5
	29
	5
	21

	6
	17
	6
	9
	6
	22
	6
	18

	7
	6
	7
	7
	7
	9
	7
	17

	8
	3
	8
	3
	8
	6
	8
	12

	
	
	9
	3
	9
	3
	9
	8

	
	
	10
	3
	10
	3
	10
	5

	
	
	11
	2
	11
	3
	11
	5

	
	
	12
	2
	12
	3
	12
	4

	
	
	13
	2
	13
	3
	13
	4

	
	
	14
	2
	14-18
	2
	14
	3

	
	
	
	
	
	
	15
	3

	
	
	
	
	
	
	16-30
	2


Table 1 CM. Members or exemplars (E) in each community (C)


In Table 2, 3, 4; and 5, C0, C1, CX are the communities (C), and Exemplar 1, Exemplar 2, Exemplar X, are the members visited the most in these communities. This indicator is shown for the first 10 members of each community in each one of the four categories analysed. The asterisk in each table corresponds to the community that records the highest evocation. The presentation has been simplified by omitting those communities whose first member has not been visited by at least 4% of the participants.

	
	C0
	C1*
	C2
	C3
	C4
	C5
	C6
	C7
	C8

	Exemplar 1
	75%
	93%
	89%
	81%
	87%
	78%
	89%
	8%
	11%

	Exemplar 2
	59%
	86%
	73%
	65%
	74%
	57%
	49%
	3%
	5%

	Exemplar 3
	46%
	77%
	53%
	53%
	61%
	38%
	24%
	1%
	1%

	Exemplar 4
	32%
	67%
	31%
	35%
	47%
	24%
	8%
	
	

	Exemplar 5
	18%
	56%
	19%
	24%
	32%
	12%
	2%
	
	

	Exemplar 6
	10%
	44%
	10%
	16%
	22%
	7%
	
	
	

	Exemplar 7
	4%
	33%
	4%
	9%
	14%
	3%
	
	
	

	Exemplar 8
	2%
	22%
	1%
	5%
	8%
	1%
	
	
	

	Exemplar 9
	
	13%
	
	2%
	5%
	1%
	
	
	

	Exemplar 10
	
	6%
	
	1%
	1%
	
	
	
	


[bookmark: _Hlk169257569]Table 2C. PCom of the first 10 members of each community in Animals





	
	C0
	C1
	C2
	C3*
	C4
	C5
	C6
	C7
	C8

	Exemplar 1
	94%
	56%
	36%
	99%
	56%
	24%
	9%
	20%
	4%

	Exemplar 2
	77%
	37%
	25%
	89%
	30%
	9%
	5%
	13%
	1%

	Exemplar 3
	52%
	24%
	15%
	66%
	12%
	4%
	2%
	3%
	

	Exemplar 4
	23%
	13%
	7%
	42%
	5%
	1%
	1%
	
	

	Exemplar 5
	11%
	7%
	3%
	24%
	1%
	0%
	1%
	
	

	Exemplar 6
	4%
	3%
	1%
	11%
	
	
	
	
	

	Exemplar 7
	2%
	1%
	0%
	5%
	
	
	
	
	

	Exemplar 8
	
	
	
	2%
	
	
	
	
	

	Exemplar 9
	
	
	
	1%
	
	
	
	
	

	Exemplar 10
	
	
	
	
	
	
	
	
	


Table 3. PCom of the first 10 members of each community in Objects laid on the table

	
	C0*
	C1
	C2
	C3
	C4
	C5
	C6
	C7
	C8

	Exemplar 1
	70%
	65%
	47%
	80%
	55%
	41%
	31%
	18%
	4%

	Exemplar 2
	55%
	39%
	31%
	59%
	33%
	23%
	20%
	7%
	1%

	Exemplar 3
	43%
	24%
	18%
	41%
	16%
	9%
	11%
	3%
	

	Exemplar 4
	29%
	13%
	8%
	27%
	8%
	5%
	8%
	1%
	

	Exemplar 5
	19%
	6%
	5%
	16%
	4%
	2%
	5%
	
	

	Exemplar 6
	12%
	3%
	3%
	9%
	2%
	1%
	2%
	
	

	Exemplar 7
	8%
	1%
	1%
	5%
	1%
	
	1%
	
	

	Exemplar 8
	5%
	
	
	2%
	
	
	
	
	

	Exemplar 9
	3%
	
	
	1%
	
	
	
	
	

	Exemplar 10
	1%
	
	
	1%
	
	
	
	
	


Table 4CM. PCom of the first 10 members of each community in Games 

	
	C0
	C1*
	C2
	C3
	C4
	C5
	C6
	C7
	C8
	C9
	C10
	C11
	C12
	C13
	C14

	Exem. 1
	69%
	92%
	74%
	39%
	51%
	31%
	33%
	22%
	15%
	6%
	6%
	5%
	6%
	5%
	4%

	Exem. 2
	52%
	80%
	55%
	26%
	36%
	15%
	12%
	10%
	6%
	3%
	2%
	1%
	1%
	1%
	2%

	Exem. 3
	40%
	66%
	38%
	16%
	20%
	7%
	4%
	5%
	2%
	1%
	
	
	
	
	1%

	Exem. 4
	29%
	48%
	22%
	10%
	11%
	3%
	2%
	2%
	1%
	
	
	
	
	
	

	Exem. 5
	22%
	34%
	11%
	5%
	6%
	1%
	1%
	1%
	
	
	
	
	
	
	

	Exem. 6
	15%
	21%
	6%
	3%
	3%
	
	
	
	
	
	
	
	
	
	

	Exem. 7
	11%
	11%
	3%
	1%
	1%
	
	
	
	
	
	
	
	
	
	

	Exem. 8
	8%
	5%
	1%
	
	1%
	
	
	
	
	
	
	
	
	
	

	Exem. 9
	5%
	3%
	
	
	1%
	
	
	
	
	
	
	
	
	
	

	Exem. 10
	4%
	1%
	
	
	0%
	
	
	
	
	
	
	
	
	
	


Table 5. PCom of the first 10 members of each community in Countryside 
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