Hello and welcome. In Sonic advance three the attack values are controlled by the use of which partner you have, yet what if that could be changed? I'm here to off information on just that. To better understand it however let’s look at the RAM first.

030015CC

At this offset we can find the attack information of who is currently one player. Each partner will change the attack information, and with this in mind I will point you to Tails (The character I used to discover most of my notes.) While paired with sonic since that is the first ally.

The offset in 16bit view with the VBA memory viewer will read 0043. The 00 is the value for 030015CD which relates to jump, but since that is directly affected by your attack value I'll discuss the attack first. 

The "attack" value controls three things, what type of attack you are using, what type of jump you are using, and your dash. 43 for tails is a ball jump with tail whip attack and ball dash, however if we change the value to 44 our dash is replaced with Amy hop(I'm not sure why it changes to Amy’s sprite, my guess is the move was only designed for her but in the move list due to format reasons.) And should we go up to 46 we would get Amy's dash. Finally we get no dash at 40. The speed changes depending on which value you pick, but each dash only has two values for each.

For sake of reference, I'll list the format of dashes in an attack value set.

(Start) is the first value of the attack chain, while > means one value up, so basically add one to whatever value you are on. (Last) is of course the last value.

(Start)No Dash1>No Dash2>Ball Dash1>Ball Dash2>Amy Hop1>Amy Hop2>Amy Dash1>Amy Dash2(Last)

In retrospect to how it relates to tails, Ball jump tail whip is 40-47.

The other jump is the horrid "high" jump. This is the move when paired with Amy that robs your character of the defense and offensive aspect of the ball jump. To be honest I'm not sure why the game added it. It works on the same rules, yet it load on its own attack chain.

00-07 for example is Tail whip plus high jump. There is no real advantage to it and I'd just remove it when making a patch unless for difficulty reasons.

Now that we have discussed the first half of 030015CC we need to talk about its brother offset 030015CD. These two are directly linked, as what attack value you have loaded will change how this one acts. I'm once again going to use tails as my example. On the attack chain of 43 this value is granted two effects. If an even number is placed there, than the fly that we are all so used to is loaded, however should an odd number be there, tails will fly with his tails below him, as he does when partnered with cream. This is because 030015CD controls your jump action, which is directly influenced by your move list loaded. For this value, one effect is loaded if it is an even number, while another loads if odd. Each attack value chain will load a possible different list. Each character has two possible jump variable lists, which leads to four possible jump actions.

With this said, each attack chain has a copy of it that will give access to the "rare" jump skills instead of the normal jump skills. What I mean by this is that the same odd even rule applies from the fight chain, but say 43 chain with an odd value jump command will give tails hover, while C6 attack chain will give the same attack but with an odd value jump command of tails flight with Amy hammer. So it is best to keep in mind, that if you find a chain that you think you already have to test the jump action as well. 

With nothing else left to discuss on the format, I shall now list values found. Please note these are not the start of each chain but just a value in them. Attack chains with a * in the name are special jump attacks values. These effects will be covered after the attack values. Non stared values will be called first chain, and Stared ones shall be called second chain.

Tails attack chains

-Ball jump chains-

Tail Whip:43

Tail Whip*:C6

Tails Twister:4F
Tails Twister*:CA

Tails Hammer:59

Tails Hammer*:FF

-High jump chains-

Tail Whip:00

Tail Whip*:A6

Tails Twister:08

Tails Twister*:Not found

Tails Hammer:19

Tails Hammer*:Not found

-Jump actions-

First chain: Even numbers are normal flight, while odd numbers are low hover.

Second chain: Even numbers are gloved glide, while odd numbers are flight with amy hammer. 

Cream attack chains

-Ball jump chains-

Chao Barrier:72

Chao Barrier*:99

Cream Hammer:59

Cream Hammer*:FF

Cream beam shot:4F

Cream beam shot*:Not found

Cream homing attack:43

Cream homing attack*:83

-High jump chains-

Chao Barrier:10

Chao Barrier*:D2

Cream Hammer:19

Cream Hammer*:9f

Cream beam shot:08

Cream beam shot*:Not found

Cream homing attack:00

Cream homing attack*:Not found

-Jump actions-

First chain: Even numbers are blank, while odd numbers are flight

Second chain: Even numbers are cream umbrella, while odd are flight

Knuckles attack chains

-Ball jump chains-

Double punch:43

Double punch*:C2

Knuckles Hammer:59

Knuckles Hammer*:FF

Fire punch:4A

Fire punch*:CA

-High jump chains-

Double Punch:00

Double Punch*:80

Knuckles hammer:19

Knuckles hammer*:9A

Fire Punch:8F

Fire Punch*:08

-jump actions-

First chain: Even values are blank, while odd cause head butt

Second chain: even are normal glide while odd are super glide

Amy attack chains

-Ball jump chains-

Amy hammer:5B

Amy hammer*:FF

Giga hammer:43

Giga hammer*:C6

-High jump chains-

Amy hammer:19

Amy hammer*:9f

Giga hammer:00

Giga hammer*:A6

-Jump actions-

First chain: Even values are blank, while odd is air dash

Second chain: Even values are double jump, while odd arer balloon glide

Sonic attack chains

-Ball jump chains-

Normal slide:43

Power slide:4A

Sonic hammer:59

-High jump chains-

Normal slide:23

Power slide:08

Sonic hammer:19

-Jump actions-

First chain: Odd values cause in air dash

Second chain: Nothing for either, not listed

A cheat that one can use to have an active use of these values is

330015CC 00XX

330015CD 00YY

XX=Attack value

YY=Jump action

But I'm willing to bet that cheats aren't the only thing desired for use of movelist editing. After all no one can make a patch from just cheats. Before listing the offsets, an important rule needs to be remembered. Each team only has two offsets. This means that CPU Sonic for Tails&Sonic will have the same movelist as player Sonic. Because of this offsets will be listed by Teams. I'm simply going to name the teams members for sake of simplicity. The same rules for the cheat applies here.

If you’re looking for the offset of a certain team, hit Control+F and type "Member1name & Member2name" such as Sonic&Tails. As to not confuse the reader, all teams have the order flipped so the reader can simply look for the two in the order that they are playing the characters

Sonic&Tails (Tails&Sonic)

080CE2C4:Sonic

080Ce2E4:Tails

Sonic&Knuckles (Knuckles&Sonic)

080CE2C8:Sonic

080CE2F8:Knuckles

Sonic&Cream (Cream&Sonic)

080CE2C0:Sonic

080CE2D0:Cream

Sonic&Amy (Amy&Sonic)

080CE2CC:Sonic

080CE30C:Amy

Tails&Knuckles (Knuckles&Tails)

080CE2F0:Tails

080CE300:Knuckles

Tails&Cream (Cream&Tails)

080CE2E8:Tails

080CE2D8:Cream

Tails&Amy (Amy&Tails)

080Ce2f4:Tails

080CE314:Amy

Knuckles&Cream (Cream&Knuckles)

080ce2fc:Knuckles

080CE2DC:Cream

Knuckles&Amy (Amy&Knuckles)

080EC308:Knuckles

080CE318:Amy

Cream&Amy (Amy&Cream)

080CE2E0:Cream

080ce310:Amy

And this brings us to the end of the guide. I do hope that you find this information useful, and if so make some wonderful patches or just some fun cheats with it. Do enjoy and for any corrections contact me at Zanerus on the ROMHACKing fourm.

