Twinborn Possibilities

A. steel: Pushes on metals (Coinshot)	         		     F. steel: Stores physical speed (Steelrunner)
A. iron:  Pulls on metals (Lurcher)     	     	 	    F. iron: Stores weight (Skimmer)
A. pewter: Enhances physical abilities (Thug)   	    	    F. pewter: Stores physical strength (Brute)
A. tin: Enhances senses (Tineye)			     F. tin: Stores senses (Windwhisperer)
A. brass: Soothes emotion (Soother)			     F. brass: Stores warmth (Firesoul)
A. zinc: Riots emotion (Rioter)			   	     F. zinc: Stores mental speed (Sparker)
A. copper: Hides A. activity (Smoker)		   	     F. copper: Stores memories (Archivist)
A. bronze: Seeks A. activity (Seeker)			     F. bronze: Stores wakefulness (Sentry)
A. atium: See possibilities of vic. Future (Seer)	    	      F. atium: Stores youth (Ager)
A. Malatium: See possibilities of vic. Past (Pastman)             F. Malatium: Unknown
A. gold: See possibilities of own past	(Augor) 	       F. gold: Stores health (Bloodmaker)
A. electrum: See possibilities of own future (Oracle)      	     F. electrum: Stores determination (Pinnacle)
A. Bendalloy: Speeds time in bubble (Slider)	   	      F. Bendalloy: Stores energy (Subsumer)
A. Cadmium: Slows time in bubble (Pulser)		        F. Cadmium: Stores breath (Gasper)
A. aluminum: Wipes own A. stores (Gnat)		        F. aluminum: Stores identity (Trueself)
A. duralumin: Enhances own A. stores (Gnat) 	   	       F. duralumin: Stores connection (Connector)
A. chromium: Wipes vic. A. stores (Nicroburst)          	       F. chromium: Stores fortune (Spinner)
A. Nicrosil: Enhances vic. A stores (Leecher)	    	        F. Nicrosil: Stores investiture (Soulbearer)

Black=Bad combination
Red=Okay combination
Green= Cool combination
Blue= Good combination
Purple= Great combination

Coinshot-Steelrunner (Compounding is possible): A Rail would be able to Push on metal and store physical speed.  Higher and farther jumps would be possible.  If the Coin-runner were to tap a considerable amount of speed and push against a metal object in front of them, they would probably gain vertical velocity.  A Rail would also be able to travel more quickly.
Coinshot-Skimmer: A Crasher would be able to Push on metal and store weight.  They could either push off a light metal object by storing weight or Push a heavy metal object by tapping weight.
Coinshot-Windwhisperer: A Quate would be able to Push metal and store senses.  They wouldn’t be able to combine their abilities, unless they wanted to store their touch whenever they had a rough landing.
Coinshot-Brute: A Shove would be able to Push metal and store strength.  Since more muscles means more weight, the use can be similar to Crashers in addition to strength.
Coinshot-Firesoul: A Heatwave would be able to Push metal and store warmth.  There don’t seem to be any obvious combinations.
Coinshot-Sparker: A County would be able to Push metal and store mental speed.  When tapping their metalmind, a Fast-Shot could think more quickly while jumping from metal source to metal source, or when deflecting metal objects.
Coinshot-Archivist: A Clipper would be able to Push metal and store memories.  There don’t seem to be any obvious combinations.
Coinshot-Sentry: A Night-Shot would be able to Push metal and store wakefulness.  When tapping their metalmind, a Night-Shot could be more aware of their surroundings while Pushing.
Coinshot-Ager: A Sprig would be able to Push metal and store youth.  When filling their metalmind, a Youth-Shot would become younger and weigh less.
Coinshot-Bloodmaker: A Grounder would be able to Push metal and store health.  They wouldn’t have to worry so much about harsh landings.
Coinshot-Pinnacle: A Narrowline would be able to Push metal and store determination.  No obvious combinations can be seen.
Coinshot-Subsumer: A Buzzer would be able to Push metal and store energy.  A Buzzer would be able to stay out more I suppose.
Coinshot-Gasper: An Airman would be able to Push metal and store breath.  An Airman could highly oxygenate their blood while out Pushing metals.  They could also push metals underwater, I guess.
Coinshot-Trueself: A Trueshot would be able to Push metal and store identity.  A Trueshot could store most of their identity and become a ruthless Coinshot.
Coinshot-Connector:  An Attractor would be able to Push metal and store connection.  If an Attractor were to tap mass amounts of connection, they could sway their enemies into submission or stalling.
Coinshot-Spinner: A Heads would be able to Push metal and store luck.  A Heads could tap luck in order to jump more easily and “naturally”.
Coinshot-Soulbearer: An Investment would be able to Push metal and store investiture.  When tapping their nicrosilmind, an Investment could either not have to burn so much steel to Push, or can flare their steel while tapping in order to have a much larger jump.  A larger amount of expended investiture may also result in more skill handling Pushes.

Lurcher-Steelrunner: A Zipline would be able to Pull metal and store speed.  A Zipline could store vast amounts of speed while Pulling on a source, and could later use the speed in order to gain more momentum while Pulling, or just attempting to run a great distance.
Lurcher-Skimmer (Compounding is possible): A Center would be able to Pull metal and store weight.  A Center could fill their mind and Pull on a fixed metal source and fly towards it, then use the stored weight later on and Pull on heavier metal objects.  Since a Center could Compound, a greater amount of weight could be drawn.
Lurcher-Windwhisperer: A Flyer would be able to Pull metal and store senses.  A Flyer could pull bullets toward a metal plate on their chest, and store their touch if a fragment pierces their skin.  
Lurcher-Brute: A Catapult would be able to Pull metal and store strength.  A Catapult could store an immense amount of strength in order to make themselves lighter, and then tap the strength in order to make themselves heavier.  In addition, A Catapult could pull themselves toward an enemy and tap an immense amount of strength on impact.
Lurcher-Archivist: A Squat would be able to Pull metal and store memories.  There are no visible combinations.
Lurcher-Firesoul: A Heatwave would be able to Pull metal and store heat.  There don’t seem to be any obvious combinations.
Lurcher-Sparker: A Toll would	be able to Pull metal and store mental speed.  A Toll could quickly figure out the trajectory and such of a metal object in active tapping.
Lurcher-Sentry: A Riser would be able to Pull metal and store wakefulness.  A Riser could stay up later.
Lurcher-Ager: A Fermentation would be able to Pull metal and store youth.  There don’t seem to be any obvious combinations.
Lurcher-Bloodmaker: A Dowser would be able to Pull metal and store health.  During active tapping, a Dowser could Pull bullets towards him and heal any cuts he received from shrapnel.
Lurcher-Pinnacle: A File would be able to Pull metal and store determination.  There don’t seem to be any obvious combinations.
Lurcher-Subsumer: A Subway would be able to Pull metal and store energy.  A Subway could tap energy while staying out late.
Lurcher-Gasper: An Inhaler would be able to Pull metal and store breath.  An Inhaler would be able to do well underwater, seeing as they could Pull themselves along without having to worry much about oxygen.  They could also highly oxygenate their blood.
Lurcher-Trueself: A Magnet would be able to Pull metal and store identity.  In very active storage, a Magnet could become a ruthless Lurcher, though this wouldn’t be very helpful in a fight.  While tapping, a Lurcher could become more accustomed to who they are…
Lurcher-Connector: A Repulser would be able to Pull metal and store connection.  A Repulser could connect with their enemies and then Pull them in.
Lurcher-Spinner: A Tails would be able to Pull metal and store luck.  A Tails could get extremely lucky and not get hit with bullets while Pulling and tapping their metalmind.
Lurcher-Soulbearer: A Clip would be able to Pull metal and store investiture.  When tapping their nicrosilmind, a Clip could either not have to burn so much iron to Pull, or can flare their iron while tapping in order to have a much larger Pull.  Tapping a larger amount of investiture may also result in more skill with Pulls.

Thug-Steelrunner: A Sprinter would be able to enhance all of their physical abilities and store their physical speed.  This would allow them to be stronger, healthier, more balanced, and a lot faster.  They could also store speed while burning pewter.
Thug-Skimmer: A Featherweight would be able to enhance all of their physical abilities and store their weight.  This would be an amazing combination, seeing as they could move more quickly while storing weight and deal more damage while tapping weight.
Thug-Windwhisperer: A Spook would be able to enhance all of their physical abilities and store their senses.  A Spook could tap their senses to increase their awareness in a fight.  A Spook could also fill their touch metalmind in order to completely ignore their wounds.
Thug-Brute (Compounding is possible): A Hulk would be able to enhance all of their physical abilities and store their strength.  This would be an amazing combination.  A Hulk could store their strength while burning pewter and then Compound a considerable amount to be faster, more balanced, healthier, and a lot stronger.
Thug-Firesoul: A Flame would be able to enhance their physical abilities and store warmth.  Since a Flame could enhance their Resilience, they could flare pewter and store warmth while sticking their hand in a fire.  When the time comes they could once again flare pewter and tap warmth, causing their hand to catch on fire.
Thug-Sparker: A Roundabout would be able to enhance their physical abilities and store mental speed.  A Roundabout could tap their metalmind in order to react more quickly with their enhanced body.
Thug-Archivist: A Tome would be able to enhance their physical abilities and store memories.  There don’t seem to be any combinations.
Thug-Sentry: A Guard would be able to enhance their physical abilities and store wakefulness.  Since pewter would allow the guard more wakefulness anyways, they could store wakefulness while burning pewter and then tap their metalmind when they need to.
Thug-Ager: A Veteran would be able to enhance their physical abilities and store youth.  There don’t seem to be any combinations.
Thug-Bloodmaker: A Bloodless would be able to enhance their physical abilities and store their health.  A Bloodless could store health while burning pewter and then flare pewter to ignore a wound while tapping health to speed up the healing process.  
Thug-Pinnacle: A Track would be able to enhance their physical abilities and store their determination.  A Track could tap determination while burning pewter in order to be closer to “unstoppable”.
Thug-Subsumer: An Energizer would be able to enhance their physical abilities and store energy.  An Energizer could burn pewter and store their energy and then tap their energy on an extended expedition.
Thug-Gasper: A Gill would be able to enhance their physical abilities and store breath.  A Gill would be able to oxygenate their blood, further enhancing their physical abilities, on ground and in water.
Thug-Trueself: A Nowner would be able to enhance their physical abilities and store identity.  A Nowner could burn pewter and store vast amounts of identity, becoming a ruthless Thug.
Thug-Connector:  A Perr would be able to enhance their physical abilities and store connection.  A Perr could tap a large amount of connection to sway their enemy into submission, and then attack.
Thug-Spinner: A Nerve would be able to enhance their physical abilities and store their luck.  While burning pewter and tapping their luck, a Nerve could hit a person’s most sensitive parts by accident and with enhance power.
Thug-Soulbearer:  An Astral would be able to enhance their physical abilities and store investiture.  An Astral could tap their nicrosilmind in order to further the effects of their pewter.  An Astral could tap a larger amount of investiture to gain more skill burning pewter and lessen the burn rate of their pewter.

Tineye-Steelrunner: A Scout would be able to enhance their senses and store speed.  They would be valuable vanguards and scouts, seeing as they can run ahead using stored speed, observe, and then run back.  They could also merely store all of their speed while sitting down and watching events unfold from a great height.
Tineye-Skimmer: An Aero would be able to enhance their senses and store weight.  There don’t seem to be any combinations.
Tineye-Brute:  A Bourel would be able to enhance their senses and store strength.  A Bourel could watch for enemies while burning tin and then tap strength in order to intercept them.
Tineye-Windwhisperer (Compounding is possible): A Farseer would be able to enhance their senses and store their senses.  A Farseer could burn tin while storing the senses they don’t want enhanced.
Tineye-Firesoul: A Wanderer would be able to enhance their senses and store their warmth.  They would serve well as a watchman, seeing as they could store or tap heat to make themselves comfortable while burning tin to watch for movement.  The tin would also increase the additional heat or lack of.
Tineye-Sparker: A Mindeye would be able to enhance their senses and store their mental speed.  There don’t seem to be any obvious combinations.
Tineye-Archivist: A Book would be able to enhance their senses and store their memories.  There don’t seem to be any obvious combinations.
Tineye-Sentry:  A Watcher would be able to enhance their senses and store their wakefulness.  They would serve as a good watchman.
Tineye-Ager: A Fresher would be able to enhance their senses and store their youth. A Fresher could enhance their senses when extremely old.
Tineye-Bloodmaker:  A Tive would be able to enhance their senses and store health.  There don’t seem to be any obvious combinations.
Tineye-Pinnacle: A Hindsight would be able to enhance their senses and store determination.  There don’t seem to be any obvious combinations.
Tineye-Subsumer:  A Taster would be able to enhance their senses and store energy.  There don’t seem to be any obvious combinations.
Tineye-Gasper:  A Fisheye would be able to enhance their senses and store their breath.  A Fisheye would be able to navigate better underwater.
Tineye-Trueself:  A Foresight would be able to enhance their senses and store their identity.  There don’t seem to be any obvious combinations.
Tineye-Connector:  A Sightful would be able to enhance their senses and store connection.  A Sightful could greatly fill their metalmind in order to not attract attention to themselves while observing.
Tineye-Spinner:  A Frisxer would be able to enhance their senses and store luck.  While tapping their metalmind A Frisxer could be lucky enough not to be noticed.
Tineye-Soulbearer:  A Credit would be able to enhance their senses and store investiture.  A Credit could tap their nicrosilmind in order to not have to burn so much tin.  A Credit could tap a larger amount of investiture in order to gain more skill burning tin.

Soother-Steelrunner: A Jog would be able to Sooth a person’s emotions and store physical speed.  A Jog could flare Brass to briefly halt a person, and then tap their metalmind in order to close in.
Soother-Skimmer:  A Chilm would be able to Sooth a person’s emotions and store weight.  There don’t seem to be any combinations.
Soother-Brute:  A Contracon would be able to Sooth a person’s emotions and store strength.  A Contracon could slightly tap strength and Sooth any violent emotions in order to cause intimation.
Soother-Windwhisperer:  A Wisp would be able to Sooth a person’s emotions and store senses.  There don’t seem to be any combinations.
Soother-Firesoul (Compounding is possible):  A Coal would be able to Sooth a person’s emotions and store heat.  There don’t seem to be any combinations.
Soother-Sparker:  A Politician would be able to Sooth a person’s emotions and store mental speed.  A Politician could tap a small amount of mental speed to comprehend their target’s emotions.
Soother-Archivist:  A Recollection would be able to Sooth and store memories.  A Recollection could look through their memories to observe how their target emotionally reacted to certain actions.
Soother-Sentry:  A Queek would be able to Sooth emotions and store wakefulness.  A Queek could Sooth around the clock.
Soother-Ager: A Comforter would be able to Sooth emotions and store youth.  A Comforter could either become extremely old or extremely young to decrease suspicion.
Soother-Bloodmaker:  A Psych would be able to Sooth emotions and store health.  There don’t seem to be any combinations.
Soother-Pinnacle:  A Gust would be able to Sooth emotions and store determination.  There don’t seem to be any combinations.
Soother-Subsumer:  A Lowpack would be able to Sooth emotions and store energy.  There don’t seem to be any combinations.
Soother-Gasper:  A Trike would be able to Sooth emotions and store breath.  There don’t seem to be any combinations.
Soother-Trueself:  An Ambivert would be able to Sooth emotions and store identity.  An Ambivert could tap identity in order to get a better hold of their own emotions in order to understand another person’s.
Soother-Connector:  An Extravert would be able to Sooth a person’s emotions and store connection.  This would be a helpful combination.  An Extravert could tap connection and then Sooth a person’s emotions to further enhance the person’s trust.  This would be helpful even against Smokers, since copper burners aren’t immune to Connectors.
Soother-Spinner:  A Tyndel would be able to Sooth a person’s emotions and store luck.  A Tyndel could be blunt with their Soothing while tapping luck and not be noticed by their target.
Soother-Soulbearer:  An Admission would be able to Sooth a person’s emotions and store investiture.  An Admission could tap their nicrosilmind in order to not have to burn so much brass.  An Admission could tap a larger amount of investiture to be more subtle with their Soothing.

Rioter-Steelrunner:  A Vertation would be able to Riot a person’s emotions and store physical speed.  There don’t seem to be any combinations.
Rioter-Skimmer: A Fineline would be able to Riot a person’s emotions and store weight.  There don’t seem to be any combinations.
Rioter-Brute:  An Intimidator would be able to Riot a person’s emotions and store physical strength.  An Intimidator could tap their strength a Riot a person’s fear.
Rioter-Windwhisperer:  A Nocona would be able to Riot a person’s emotions and store senses.  There don’t seem to be any combinations.
Rioter-Firesoul:  An Inflamer would be able to Riot a person’s emotions and store warmth.  There don’t seem to be any combinations.
Rioter-Sparker (Compounding is possible):  A Meote would be able to Riot a person’s emotions and store mental speed.  A Meote could tap their mental speed while Rioting a person’s emotions in order to more quickly process the target’s facial emotions.
Rioter-Archivist:  A Connotation would be able to Riot a person’s emotions and store memories.  A Connotation could look through their memories to see how a person emotionally reacted to an event.
Rioter-Sentry:  A Mantry would be able to Riot emotions and store wakefulness.  A Mantry could Riot around the clock.
Rioter-Ager:  A Perso would be able to Riot emotions and store youth.  A Perso could store or tap an extreme amount of youth while Rioting in order to increase innocence. 
Rioter-Bloodmaker:  A Kanatic would be able to Riot emotions and store health.  There don’t seem to be any combinations.
Rioter-Pinnacle:  A Breem would be able to Riot emotions and store determination.  There don’t seem to be any combinations.
Rioter-Subsumer:  A Piper would be able to Riot emotions and store energy.  A Piper could Riot without having to eat or drink.
Rioter-Gasper:  A Quke would be able to Riot emotions and store breath.  There don’t seem to be any combinations.
Rioter-Trueself:  An Ambitor would be able to riot emotions and store identity.  An Ambitor could tap identity in order to get a better hold of their own emotions in order to understand another person’s.
Rioter-Connector: A Nexter would be able to Riot a person’s emotions and store connection.  This would be a helpful combination.  A Nexter could tap connection and then Riot a person’s emotions to further enhance the person’s trust.  This would be helpful even against Smokers, since copper burners aren’t immune to Connectors.
Rioter-Spinner: A Sazwind would be able to Riot a person’s emotions and store luck.  A Sazwind could be blunt with their Rioting while tapping luck and not be noticed by their target.
Rioter-Soulbearer:  A Tix would be able to Riot a person’s emotions and store investiture.  A Tix could tap their nicrosilmind in order to not have to burn so much zinc.  A Tix could tap a larger amount of investiture to be more subtle with their Rioting.

Smoker-Steelrunner:  A Haze would be able to hide Allomantic activities and store speed.  A Haze could tap speed to run from Allomancer to Allomancer in order to Smoke them.
Smoker-Skimmer:  A Fog would be able to hide Allomantic activities and store weight.  A Fog would be able to Smoke a fellow Twinborn who is half Skimmer.
Smoker-Brute:  A Trist would be able to hide Allomantic activities and store strength.  A Trist could store an immense amount of strength while Smoking in order to be ignored or underestimated.  He could then tap his strength later on.
Smoker-Windwhisperer:  A Conger would be able to hide Allomantic activities and store senses.  There don’t seem to be any combinations.
Smoker-Firesoul:  A Mist would be able to hide Allomantic activities and store heat.  There don’t seem to be any combinations.
Smoker-Sparker:  A Chainer would be able to hide Allomantic activities and store mental speed.  There don’t seem to be any combinations.
Smoker-Archivist (Compounding is possible):  A Tikin would be able to hide Allomantic activities and store memories.  A Tikin could tap memories in order to remember who is a Seeker.  For the Compounding component, a Tikin would either be able to permanently burn their copperminds into their memory or have their muscles also mimic the memory.
Smoker-Sentry:  A Circulator would be able to hide Allomantic activities and store wakefulness.  A Circulator would be able to hide Allomantic activities around the clock.
Smoker-Ager:  A Tishian would be able to hide Allomantic activities and store youth.  There don’t seem to be any combinations.
Smoker-Bloodmaker:  A Spade would be able to hide Allomantic activities and store health.  If a Spade was being used in battle and was hit, presumably dead, the Spade could tap a bit of health to stay alive and still Smoke the battle.
Smoker-Pinnacle:  A Chain would be able to hide Allomantic activities and store determination.  There don’t seem to be any combinations.
Smoker-Subsumer:  A Wilon would be able to hide Allomantic activities and store energy.  There don’t seem to be any combinations.
Smoker-Gasper:  A Nega would be able to hide Allomantic activities and store breath.  There don’t seem to be any combinations.
Smoker-Trueself:   Restilfune would be able to hide Allomantic activities and store identity.  There don’t seem to be any combinations.
Smoker-Connector:  A Toonac would be able to hide Allomantic activities and store connection.  A Toonac could either greatly tap or fill their metalmind in order to decrease awareness or suspicion.
Smoker-Spinner:  A Pitbler would be able to hide Allomantic activities and store luck.  There don’t seem to be many combinations.
Smoker-Soulbearer:  A Clamet would be able to hide Allomantic activities and store investiture.   A Clamet could tap their nicrosilmind in order to not have to burn so much copper.  Tapping a larger amount of investiture could possibly counter a Piercer who is flaring bronze and tapping a large amount of investiture.

Seeker-Steelrunner: A Quester would be able to seek Allomantic activities and store physical speed.  There don’t seem to be any combinations.
Seeker-Skimmer: A Trya would be able to seek Allomantic activities and store weight.  A Trya could Seek enemy Twinborn who are half Skimmers.
Seeker-Brute:  An Esedard would be able to seek Allomantic activities and store physical strength.  There don’t seem to be any combinations.
Seeker-Windwhisperer:  A Fullsight would be able to seek Allomantic activities and store physical senses.  While tapping their tinmind and burning bronze, a Fullsight would be aware of everything physically and Allomantically.
Seeker-Firesoul:  A Potter would be able to seek Allomantic activities and store heat.  There don’t seem to be any combinations.
Seeker-Sparker:  A Meye would be able to seek Allomantic activities and store mental speed.  There don’t seem to be any combinations.
Seeker-Archivist:  An Inquit would be able to seek Allomantic activites and store memories.  An Inquit could store memories of who is a Coppercloud and such.
Seeker-Sentry (Compounding is possible):  A Concher would be able to seek Allomantic activities and store wakefulness.  A Concher would be able to Compound their wakefulness, and probably never have to sleep after a certain amount of time storing wakefulness.  A Concher could Seek around the clock.
Seeker-Ager:  An Impotali would be able to seek Allomantic activities and store youth.  There don’t seem to be any combinations.
Seeker-Bloodmaker:  A Nevercanter would be able to seek Allomantic activities and store health.  There don’t seem to be any combinations.
Seeker-Pinnacle:  A Deterker would be able to seek Allomantic activities and store determination.  There don’t seem to be any combinations.
Seeker-Subsumer:  A Selfout would be able to seek Allomantic activities and store energy.  There don’t seem to be any combinations.
Seeker-Gasper:  A Mariner would be able to seek Allomantic activities and store breath.  A Mariner would be able to seek Allomantic Gaspers underwater.
Seeker-Trueself:  A Sharm would be able to seek Allomantic activity and store identity.  There don’t seem to be any combinations.
Seeker-Connector:  A Hosi would be able to seek Allomantic activity and store connection.  There don’t seem to be any combinations.
Seeker-Spinner:  A Pitpile would be able to seek Allomantic activity and store luck.  While tapping their luck, a Pitpile may be able to be lucky enough for there not to be a Smoker around.
Seeker-Soulbearer: A Piercer would be able to seek Allomantic activity and store investiture.  While tapping investiture, a Piercer may be able to pierce Copperclouds.

Seer-Steelrunner:  A Swiftseer would be able to see slightly into their target’s future and store speed.  A Swiftseer could tap a bit of speed in order to react more quickly to atium shadows (although atium already provides the user with enhanced reflexes).
Seer-Skimmer:  A Lightshadow would be able to see slightly into their target’s future and store weight.  A Lightshadow could store there weight in order to make themselves more agile.
Seer-Brute:  A Clamp would be able to see slightly into their target’s future and store weight.  A Clamp could tap their strength to also increase the damage of their attacks.
Seer-Windwhisperer:  An Eyeshadow would be able to see slightly into the future and store their senses.  An Eyeshadow could tap hearing to hear oncoming attacks from behind.  
Seer-Firesoul:  A Zerogo would be able to see slightly into the future and store their heat.  There don’t seem to be any combinations.
Seer-Sparker:  A Zerogo would be able to see slightly into the future and store mental speed.  While tapping their zincmind, the Seer could react more quickly than just an atium Misting.
Seer-Archivist:  A Barth would be able to see slightly into the future and store memories.  There don’t seem to be any combinations.
Seer-Sentry:  A Palad would be able to see slightly into the future and store wakefulness.  A Palad could tap wakefulness while burning atium to be more alert.
Seer-Ager (Compounding is possible):  An Immortal would be able to see slightly into the future and store youth.  An Immortal could Compound their youth so they could live forever.
Seer-Bloodmaker:  A Neveter would be able to see slightly into their target’s future and store health.  While in a serious battle, a Neveter could burn atium and store health, and then tap their health when it’s needed.
Seer-Pinnacle:  A Terr would be able to see slightly into their target’s future and store determination.  There don’t seem to be any combinations.
Seer-Subsumer:  A Dependable would be able to see slightly into their target’s future and store energy.  There don’t seem to be any combinations.
Seer-Gasper:  A Takana would be able to see slightly into their target’s future and store breath.  A Takana could effectively burn atium underwater or highly oxygenate their blood, allowing their muscles to last longer.
Seer-Trueself:  An Iut would be able to see slightly into their target’s future and store identity.  There don’t seem to be any combinations.
Seer-Connector:  A Blade would be able to see slightly into their target’s future and store connection.  There don’t seem to be any combinations.
Seer-Spinner:  An Offter would be able to see slightly into their target’s future and store luck.  While burning atium, an Offter could store an immense amount of luck because they won’t be hit anyways.  The luck can be drawn at a later time.
Seer-Soulbearer:  A Longseer would be able to see slightly into their target’s future and store investiture.  A Longseer could store an immense amount of investiture at all times, then draw it later when burning atium in order to reduce the amount of atium needed to burn.

Pastman-Steelrunner:  A Straightloop would be able to see possibilities of their target’s past and store speed.  There don’t seem to be any combinations.
Pastman-Skimmer:  A Burden would be able to see possibilities of their target’s past and store weight.  There don’t seem to be any combinations.
Pastman-Brute:  A Knol would be able to see possibilities of their target’s past and store strength.  A Knol could tap an intimidating amount of strength while relating to someone their past.
Pastman-Windwhisperer:  A Viewer would be able to see possibilities of their target’s past and store senses.  There don’t seem to be any combinations.
Pastman-Firesoul:  A Stroke would be able to see possibilities of their target’s past and store heat.  There don’t seem to be any combinations.
Pastman-Sparker:  A Smoothdone would be able to see possibilities of their target’s past and store mental speed.  A Smoothdone could tap their zincmind in order to more quickly realize what the Malatium is “telling” them.
Pastman-Archivist:  A Fornd would be able to see possibilities of their target’s past and store memories.  There don’t seem to be any combinations.
Pastman-Sentry:  A Coman would be able to see possibilities of their target’s past and store wakefulness.  There don’t seem to be any combinations.
Pastman-Ager:  A Newborn would be able to see possibilities of their target’s past and store youth.  There don’t seem to be any combinations.
Pastman-Bloodmaker:  A Gring would be able to see possibilities of their target’s past and store health.  There don’t seem to be any combinations.
Pastman-Pinnacle:  A Pine would be able to see possibilities of their target’s past and store determination.  There don’t seem to be any combinations.
Pastman-Subsumer:  A Turgon would be able to see possibilities of their target’s past and store energy.  There don’t seem to be any combinations.
Pastman-Gasper:  A Nogrut would be able to see possibilities of their target’s past and store breath.  There don’t seem to be any combinations.
Pastman-Trueself:  A Trotyou would be able to see possibilities of their target’s past and store identity.  A Trotyou could tap their identity and burn malatium in order to get a better sense of both their target and themselves.
Pastman-Connector:  A Shoulder would be able to see possibilities of their target’s past and store connection.  A Shoulder could burn malatium and tap connection in order for their target to feel that they are understood.
Pastman-Spinner:  A Fewtch would be able to see possibilities of their target’s past and store luck.  There don’t seem to be any combinations.
Pastman-Soulbearer:  A Moreto would be able to see possibilities of their target’s past and store investiture.  There don’t seem to be any combinations.

Augor-Steelrunner:  A Constant would be able to see possibilities of their own past and store physical speed.  There don’t seem to be any combinations.
Augor-Skimmer:  A Shold would be able to see possibilities of their own past and store weight.  There don’t seem to be any combinations.
Augor-Brute:  A Crute would be able to see possibilities of their own past and store physical strength.  There don’t seem to be any combinations.
Augor-Windwhisperer:  A Listener would be able to see possibilities of their own past and store senses.  There don’t seem to be any combinations.
Augor-Firesoul: A Chill would be able to see possibilities of their own past and store warmth.  There don’t seem to be any combinations.
Augor-Sparker:  A Tife would be able to see possibilities of their own past and store mental speed.  There don’t seem to be any combinations.
Augor-Archivist:  An Augis would be able to see possibilities of their own past and store memories.  There don’t seem to be any combinations.
Augor-Sentry:  A Sengor would be able to see possibilities of their own past and store wakefulness.  There don’t seem to be any combinations.
Augor-Ager:  A Wisdom would be able to see possibilities of their own past and store youth.  There don’t seem to be any combinations.
Augor-Bloodmaker (Compounding is possible):  A Hundredlives would be able to see possibilities of their own past and store health.  A Hundredlives could Compound their health after storing a certain amount in order to make it so that they could heal at an abnormally rapid rate.
Augor-Pinnacle:  A Nick would be able to see possibilities of their own past and store determination.  There don’t seem to be any combinations.
Augor-Subsumer:  A Topan would be able to see possibilities of their own past and store energy.  There don’t seem to be any combinations.
Augor-Gasper:  A Takal would be able to see possibilities of their own past and store breath.  There don’t seem to be any combinations.
Augor-Trueself: An Introvert would be able to see possibilities of their own past and store identity.  An Introvert would be more aware of themselves as a person.
Augor-Connector:  A Pastways would be able to see possibilities of their own past and store connection.  There don’t seem to be any combinations.
Augor-Spinner:  A Toop would be able to see possibilities of their own past and store fortune.  There don’t seem to be any combinations.
Augor-Soulbearer:  A Moreself would be able to see possibilities of their own past and store investiture.  There don’t seem to be any combinations.

Oracle-Steelrunner:  A Dodger would be able to see possibilities of their own future and store physical speed.  A Dodger could view possibilities of what can happen to them and then tap speed to avoid any nasty outcomes.
Oracle-Skimmer:  A Tapweight would be able to see possibilities of their own future and store weight.  There don’t seem to be any combinations.
Oracle-Brute:  A Futer would be able to see possibilities of their own future and store strength.  A Futer could view their electrum shadows to see when strength is necessary.
Oracle-Windwhisperer:  A Vuke would be able to see possibilities of their own future and store senses.  There don’t seem to be any combinations.
Oracle-Firesoul:  A Warmer would be able to see possibilities of their own future and store heat.  There don’t seem to be any combinations.
Oracle-Sparker:  A Glucut would be able to see possibilities of their own future and store mental speed.  A Glucut could tap their zincmind to more quickly study their malatium shadows.
Oracle-Archivist:  A Beautetre would be able to see possibilities of their future and store memories.  There don’t seem to be any combinations.
Oracle-Sentry:  A Tomar would be able to see possibilities of their future and store wakefulness.  There don’t seem to be any combinations.
Oracle-Ager:  An Understanding would be able to see possibilities of their future and store youth.  There don’t seem to be any combinations.
Oracle-Bloodmaker:  A Tapiocan would be able to see possibilities of their future and store health.  There don’t seem to be any combinations.
Oracle-Pinnacle (Compounding is possible):  A Onepath would be able to see possibilities of their future and store determination.  By tapping determination, there would be less malatium shadows to need to study.
Oracle-Subsumer:  A Clem would be able to see possibilities of their future and store energy.  There don’t seem to be any combinations.
Oracle-Gasper:  A Breacle would be able to see possibilities of their future and store breath.  There don’t seem to be any combinations.
Oracle-Trueself:  A Secone would be able to see possibilities of their future and store identity.  A Second could tap identity to see less malatium shadows, and could store identity to see more shadows.
Oracle-Connector:  A Conota would be able to see possibilities of their future and store connection.  There don’t seem to be any combinations.
Oracle-Spinner:  An Elbananda would be able to see possibilities of their future and store luck.  There don’t seem to be any combinations.
Oracle-Soulbearer:  An Inle would be able to see possibilities of their future and store investiture.  An Inle would be able to burn malatium at a slower rate.

Slider-Steelrunner:  A Doublequick would be able to speed time in a bendalloy bubble and store speed.  When facing an opponent in their bubble, a Doublequick could tap speed to gain even more speed over their opponent, getting rid of them more quickly and not having to expend so much bendalloy.  When a Doublequick is storing physical speed in a bendalloy bubble, the attribute would be stored at a rate of one-thousand compared to when outside of the bubble.
Slider-Skimmer:  A Floater would be able to speed time in a bendalloy bubble and store weight.  A Floater could burn bendalloy to give them time to decide whether to tap or fill ironmind.  When a Floater is storing weight in a bendalloy bubble, the attribute would be stored at a rate of one-thousand compared to when outside of the bubble.
Slider-Brute:  A Britek would be able to speed time in a bendalloy bubble and store strength.  A Britek could use stored strength in their bubble.  When a Britek is storing physical strength in a bendalloy bubble, the attribute would be stored at a rate of one-thousand compared to when outside of the bubble.
Slider-Windwhisperer:  A Sensormock would be able to speed time in bendalloy bubble and store senses.  When a Sensormock is storing senses in a bendalloy bubble, the attribute would be stored at a rate of one-thousand compared to when outside of the bubble.  There don’t seem to be any combinations.
Slider-Firesoul:  A Warmice would be able to speed time in a bendalloy bubble and store heat.  When a Warmice is storing heat in a bendalloy bubble, the attribute would be stored at a rate of one-thousand compared to when outside of the bubble.  There don’t seem to be any combinations.
Slider-Sparker:  A Spid would be able to speed time in a bendalloy bubble and store mental speed.  When a Spid is storing mental speed in a bendalloy bubble, the attribute would be stored at a rate of one-thousand compared to when outside of the bubble.  There don’t seem to be any combinations.
Slider-Archivist:  A Slem would be able to speed time in a bendalloy bubble and store memories.  When a Slem is storing memories in a bendalloy bubble, the attribute would be stored at a rate of one-thousand compared to when outside of the bubble.  There don’t seem to be any combinations.
Slider-Sentry:  A Patrute would be able to speed time in a bendalloy bubble and store wakefulness.  When a Patrute is storing wakefulness in a bendalloy bubble, the attribute would be stored at a rate of one-thousand compared to when outside of the bubble.  There don’t seem to be any combinations.
Slider-Ager:  A Semoral would be able to speed time in a bendalloy bubble and store youth.  Since time is faster in a bendalloy bubble, a Semoral would theoretically age faster.  This would affect their youth storing.
Slider-Bloodmaker:  An Aynewa would be able to speed time in a bendalloy bubble and store health.  When a Aynewa is storing health in a bendalloy bubble, the attribute would be stored at a rate of one-thousand compared to when outside of the bubble.
Slider-Pinnacle:  A Slin would be able to speed time in a bendalloy bubble and store determination.  When a Slin is storing determination in a bendalloy bubble, the attribute would be stored at a rate of one-thousand compared to when outside of the bubble.
Slider-Subsumer (Compounding is possible):  A Fasting would be able to speed time in a bendalloy bubble and store energy.  After storing a moderate amount of energy, a Fasting would never have to eat or drink again.  When a Fasting is storing energy in a bendalloy bubble, the attribute would be stored at a rate of one-thousand compared to when outside of the bubble.
Slider-Gasper:  A Bubble would be able to speed time in a bendalloy bubble and store breath.  When a Bubble is storing breath in a bendalloy bubble, the attribute would be stored at a rate of one-thousand compared to when outside of the bubble.  There don’t seem to be any combinations.
Slider-Trueself:  A Slilf would be able to speed time in a bendalloy bubble and store identity.  When a Slilf is storing identity in a bendalloy bubble, the attribute would be stored at a rate of one-thousand compared to when outside of the bubble.  There don’t seem to be any combinations.
Slider-Connector:  A Sluice would be able to speed time in a bendalloy bubble and store connection.  When a Sluice is storing connection in a bendalloy bubble, the attribute would be stored at a rate of one-thousand compared to when outside of the bubble.  There don’t seem to be any combinations.
Slider-Spinner:  A Twirl would be able to speed time in a bendalloy bubble and store luck.  When a Twirl is storing luck in a bendalloy bubble, the attribute would be stored at a rate of one-thousand compared to when outside of the bubble.  There don’t seem to be any combinations.
Slider-Soulbearer:  A Fartim would be able to speed time in a bendalloy bubble and store investiture.  When a Fartim is storing investiture in a bendalloy bubble, the attribute would be stored at a rate of one-thousand compared to when outside of the bubble.  In addition to this would be a Fartim’s ability to stretch out their bendalloy burning and effects.

Pulser-Steelrunner:  A Plug would be able to slow time in a cadmium bubble and store physical speed.  A Plug could run towards their adversary and burn cadmium in order to trap both in slowed time.  When a Plug is storing physical speed in a cadmium bubble, the attribute would be stored at a rate of 1/1000 compared to when outside of the bubble.
Pulser-Skimmer:  A Bud would be able to slow time in a cadmium bubble and store weight.  When a Bud is storing weight in a cadmium bubble, the attribute would be stored at a rate of 1/1000 compared to when outside of the bubble.  There don’t seem to be any combinations.
Pulser-Brute:  A Beat would be able to slow time in a cadmium bubble and store physical strength.  When a Beat is storing physical strength in a cadmium bubble, the attribute would be stored at a rate of 1/1000 compared to when outside of the bubble.  A Beat could tap their strength to contain their enemy in the bubble.
Pulser-Windwhisperer:  A Nive would be able to slow time in a cadmium bubble and store senses.  When a Nive is storing senses in a cadmium bubble, the attribute would be stored at a rate of 1/1000 compared to when outside of the bubble.  There don’t seem to be any combinations.
Pulser-Firesoul:  A Depelt would be able to slow time in a cadmium bubble and store warmth.  When a Depelt is storing warmth in a cadmium bubble, the attribute would be stored at a rate of 1/1000 compared to when outside of the bubble.  There don’t seem to be any combinations.
Pulser-Sparker:  A Karsp would be able to slow time in a cadmium bubble and store mental speed.  When a Karsp is storing mental speed in a cadmium bubble, the attribute would be stored at a rate of 1/1000 compared to when outside of the bubble.  There don’t seem to be any combinations.
Pulser-Archivist:  A Lakariot would be able to slow time in a cadmium bubble and store memories.  There don’t seem to be any combinations.
Pulser-Sentry:  A Webibe would be able to slow time in a cadmium bubble and store wakefulness.  When a Webibe is storing wakefulness in a cadmium bubble, the attribute would be stored at a rate of 1/1000 compared to when outside of the bubble.  There don’t seem to be any combinations.
Pulser-Ager:  A Semimortal would be able to slow time in a cadmium bubble and store youth.  Theoretically, a Semimortal would age more slowly in the cadmium bubble, aiding the youth process somewhat.
Pulser-Bloodmaker:  A Pulk would be able to slow time in a cadmium bubble and store health.  When a Pulk is storing health in a cadmium bubble, the attribute would be stored at a rate of 1/1000 compared to when outside of the bubble.  There don’t seem to be any combinations.
Pulser-Pinnacle:  A Deterrence would be able to slow time in a cadmium bubble and store determination.  When a Deterrence is storing determination in a cadmium bubble, the attribute would be stored at a rate of 1/1000 compared to when outside of the bubble.  There don’t seem to be any combinations.
Pulser-Subsumer:  A Porakaa would be able to slow time in a cadmium bubble and store energy.  When a Porakaa is storing energy in a cadmium bubble, the attribute would be stored at a rate of 1/1000 compared to when outside of the bubble.  When in a cadmium bubble, theoretically the Porakaa would not grow hungry as quickly.
Pulser-Gasper (Compounding is possible):  A Pulsater would be able to slow time in a cadmium bubble and store breath.  When a Pulsater is storing breath in a cadmium bubble, the attribute would be stored at a rate of 1/1000 compared to when outside of the bubble.  Theoretically, a Pulsater could Compound their breath in order to physically exhale a large gust of wind.
Pulser-Trueself:  A Mute would be able to slow time in a cadmium bubble and store identity.  When a Mute is storing identity in a cadmium bubble, the attribute would be stored at a rate of 1/1000 compared to when outside of the bubble.  There don’t seem to be any combinations.
Pulser-Connector:  A Wave would be able to slow time in a cadmium bubble and store connection.  When a Wave is storing connection in a cadmium bubble, the attribute would be stored at a rate of 1/1000 compared to when outside of the bubble.  There don’t seem to be any combinations.
Pulser-Spinner:  An Eltramatic would be able to slow time in a cadmium bubble and store luck.  When a Eltramatic is storing fortune in a cadmium bubble, the attribute would be stored at a rate of 1/1000 compared to when outside of the bubble.  There don’t seem to be any combinations.
Pulser-Soulbearer:  A Pulatak would be able to slow time in a cadmium bubble and store investiture.  A Pulatak could burn cadmium at a slower rate.  There don’t seem to be any other combinations.

Aluminum Gnat-Steelrunner: An Aluminum-Steelrunner would basically only be a Steelrunner.
Aluminum Gnat-Skimmer: An Aluminum-Skimmer would basically only be a Skimmer.
Aluminum Gnat-Brute:  An Aluminum-Brute would basically only be a Brute.
Aluminum Gnat-Windwhisperer:  An Aluminum-Windwhisperer would basically only be a Windwhisperer.
Aluminum Gnat-Firesoul: An Aluminum-Firesoul would basically only be a Firesoul.
Aluminum Gnat-Sparker: An Aluminum-Sparker would basically only be a Sparker.
Aluminum Gnat-Archivist: An Aluminum-Archivist would basically only be an Archivist.
Aluminum Gnat-Sentry: An Aluminum-Sentry would basically only be a Sentry.
Aluminum Gnat-Ager: An Aluminum-Ager would basically only be an Ager.
Aluminum Gnat-Bloodmaker: An Aluminum-Bloodmaker would basically only be a Bloodmaker.
Aluminum Gnat-Pinnacle: An Aluminum-Pinnacle would basically only be a Pinnacle.
Aluminum Gnat-Subsumer: An Aluminum-Subsumer would basically only be a Subsumer.
Aluminum Gnat-Gasper: An Aluminum-Gasper would basically only be a Gasper.
Aluminum Gnat-Trueself (Compounding is possible): An Aluminum-Trueself would basically only be a Trueself, except with the ability to Compound additional identity
Aluminum Gnat-Connector: An Aluminum-Connector would basically only be a Connector.
Aluminum Gnat-Spinner: An Aluminum-Spinner would basically only be a Spinner.
Aluminum Gnat-Soulbearer: An Aluminum-Soulbearer would basically only be a Soulbearer.  This would be useless.

Duralumin Gnat-Steelrunner: A Duralumin-Steelrunner would basically only be a Steelrunner.
Duralumin Gnat-Skimmer: A Duralumin-Skimmer would basically only be a Skimmer.
Duralumin Gnat-Brute:  A Duralumin-Brute would basically only be a Brute.
Duralumin Gnat-Windwhisperer:  A Duralumin-Windwhisperer would basically only be a Windwhisperer.
Duralumin Gnat-Firesoul: A Duralumin-Firesoul would basically only be a Firesoul.
Duralumin Gnat-Sparker: A Duralumin-Sparker would basically only be a Sparker.
Duralumin Gnat-Archivist: A Duralumin-Archivist would basically only be an Archivist.
Duralumin Gnat-Sentry: A Duralumin-Sentry would basically only be a Sentry.
Duralumin Gnat-Ager: A Duralumin-Ager would basically only be an Ager.
Duralumin Gnat-Bloodmaker: A Duralumin-Bloodmaker would basically only be a Bloodmaker.
Duralumin Gnat-Pinnacle: A Duralumin-Pinnacle would basically only be a Pinnacle.
Duralumin Gnat-Subsumer: A Duralumin-Subsumer would basically only be a Subsumer.
Duralumin Gnat-Gasper:  A Duralumin-Gasper would basically only be a Gasper.
Duralumin Gnat-Trueself: A Duralumin-Trueself would basically only be a Trueself.
Duralumin Gnat-Connector (Compounding is possible): A Duralumin-Connector would basically only be a Connector, except with the ability to Compound additional connection.  This would be useful for a nobleperson or politician.
Duralumin Gnat-Spinner: A Duralumin-Spinner would basically only be a Spinner.
Duralumin Gnat-Soulbearer: A Duralumin-Soulbearer would basically only be a Soulbearer.  This would be useless.

Leecher-Steelrunner:  A Jerr would be able to burn away their target’s Allomantic reserves and store speed.  A Jerr could tap their speed in order to rush up to their victim and touch them in order to burn away the person’s reserves.
Leecher-Skimmer:  A Torp would be able to burn away their target’s Allomantic reserves and store weight.  There don’t seem to be any combinations.
Leecher-Brute:  A Sticker would be able to burn away their target’s Allomantic reserves and store weight.  A Sticker could beat their way towards their enemy to burn their reserves.
Leecher-Windwhisperer:  A Barket would be able to burn away their target’s Allomantic reserves and store senses.  There don’t seem to be any combinations.
Leecher-Firesoul:  A Burnaway would be able to burn away their target’s Allomantic reserves and store heat.  There don’t seem to be any combinations.
Leecher-Sparker:  A Prok would be able to burn away their target’s Allomantic reserves and store mental speed.  There don’t seem to be any combinations.
Leecher-Archivist:  A Myjer would be able to burn away their target’s Allomantic reserves and store memories.  A Myjer could store memories of enemy Allomancers who need Leeching.
Leecher-Sentry:  A Nych would be able to burn away their target’s Allomantic reserves and store wakefulness.  There don’t seem to be any combinations.
Leecher-Ager:  A Larv would be able to burn away their target’s Allomantic reserves and store youth.  A Larv could manipulate their age in order to look helpless, and then get their enemy to touch them.
Leecher-Bloodmaker:  A Dreg would be able to burn away their target’s Allomantic reserves and store health.  A Dreg could tap health while fighting their Allomancer.
Leecher-Pinnacle:  A Tube would be able to burn away their target’s Allomantic reserves and store determination.  There don’t seem to be any combinations.
Leecher-Subsumer:  A Tapeworm would be able to burn away their target’s Allomantic reserves and store energy.  There don’t seem to be any combinations.
Leecher-Gasper:  A Ploup would be able to burn away their target’s Allomantic reserves and store breath.  A Ploup would be able to Leech an Allomantic Gasper underwater.
Leecher-Trueself:  A Tewa would be able to burn away their target’s Allomantic reserves and store identity.  There don’t seem to be any combinations.
Leecher-Connector:  A Corpt would be able to burn away their target’s Allomantic reserves and store connection.  A Corpt could draw a person towards them in order to Leech them.
Leecher-Spinner (Compounding is possible):  A Luckyburn would be able to burn away their target’s Allomantic reserves and store connection.  A Luckyburn could tap luck while burning to luckily touch their target’s skin and Leech them.  Compounding luck leads to widespread possibilities.
Leecher-Soulbearer:  A Leak would be able to burn away their target’s Allomantic reserves and store investiture.  Not as much chromium would be needed to burn.
  
Nicroburst-Steelrunner:  A Steelburst would be able to enhance their target’s Allomantic reserves and store physical speed.  A Steelburst could tap their speed to rush to their target and then Nicro-enhance them.
Nicroburst-Skimmer:  A Pchoo would able to enhance their target’s Allomantic reserves and store weight.  There don’t seem to be any combinations.
Nicroburst-Brute:  A Roid would be able to enhance their target’s Allomantic reserves and store physical strength.  A Roid could use their tapped strength to beat their way towards their target.
Nicroburst-Windwhisperer:  A Tiveboot would be able to enhance their target’s Allomantic reserves and store senses.  There don’t seem to be any combinations.
Nicroburst-Firesoul:  A Flare would be able to enhance their target’s Allomantic reserves and store warmth.  There don’t seem to be any combinations.
Nicroburst-Sparker:  A Mirk would be able to enhance their target’s Allomantic reserves and store mental speed.  There don’t seem to be any combinations.
Nicroburst-Archivist:  A Porout would be able to enhance their target’s Allomantic reserves and store memories.  A Porout could store memories of who needs to be enhanced.
Nicroburst-Sentry:  A Narcon would be able to enhance their target’s Allomantic activities and store wakefulness.  A Narcon could Burst around the clock.
Nicroburst-Ager:  A Tooger would be able to enhance their target’s Allomantic reserves and store youth.  A Tooger could manipulate their age in order to look helpless, and then get their enemy to touch them.  In addition, a Tooger could tap enough youth to be easily transportable. 
Nicroburst-Bloodmaker:  A Keik would be able to enhance their target’s Allomantic reserves and store health.  A Keik could protect the person their enhancing.
Nicroburst-Pinnacle:  A Dualtuck would be able to enhance their target’s Allomantic reserves and store health.  There don’t seem to be any combinations.
Nicroburst-Subsumer:  A Beratom would be able to enhance their target’s Allomantic reserves and store energy.  There don’t seem to be any combinations.
Nicroburst-Gasper:  A Plook would be able to enhance their target’s Allomantic reserves and store breath.  A Plook could Burst underwater or highly oxygenate their blood in order to run to their target.
Nicroburst-Trueself:  An Alubine would be able to enhance their target’s Allomantic reserves and store identity.  There don’t seem to be any combinations.
Nicroburst-Connector:  A Baltoid would be able to enhance their target’s Allomantic reserves and store connection.  A Baltoid could connect to their enemy to attract them and then be able to Burst them.
Nicroburst-Spinner:  A Shruit would be able to enhance their target’s Allomantic reserves and store luck.  There don’t seem to be any combinations.
Nicroburst-Soulbearer (Compounding is possible): A Tama would be able to enhance their target’s Allomantic reserves and store investiture.  Since a Tama could Compound, theoretically their nicrosil would last at least ten times as long.


Storing rate of 1% of the attribute per second
Awake for twelve hours
60 x 60 = 3600
3600 x 12 = 43200

[bookmark: _GoBack]In twelve hours, while storing 1% of the attribute, a Steelrunner or Feruchemist could have become 432 times as fast.
