FAQ:
-Why three versions between Complete Hoenn Dex and Complete National Dex?
The original intent was to have a product much akin to various minimal hacks made for other Pokemon games: play the original Emerald and you're able to catch everything in the game.  However it had come to pass that this would be all but impossible: The ROM itself has quite limited space for extra maps big enough for so many extra Pokemon, and there are too many excluded Pokemon to just throw into separate places.  So I decided in the end to make one hack for each purpose: One for the Pokemon of Hoenn specifically, a further enhanced one for those who want all of the Pokemon, and a game incorporating all 386 properly.
-Explain to me about the optional patches.
Day and Night: Adds a basic Day/Night system to Emerald, so you can actually notice when it's nighttime in the game.  Note that this does change the RTC, but saved games aren't effected and you shouldn't really notice that much.  This adds nothing else.
No Sprite Animation: Disables all Pokemon Sprite animation, just like in Ruby/Sapphire.
Trainer Sprite De-Green: Replaces both the boy and girl sprites with those using a palette more like the original Ruby/Sapphire ones, while retaining the smaller changes to them in Emerald.   Also changes the Trainer Card pictures.  Backsprites and bag sprites are changed to match, with the originals used where applicable.  Big thanks to ShadowOne333 for creating this one, it can also be found here: http://www.romhacking.net/hacks/2737/
Sprite Uncensoring: For various reasons, Game Freak had changed a few trainer sprites before bringing the original Emerald (also Ruby and Sapphire) outside of Japan.  This patch brings back the originals.  Trainers effected: Hex Maniac, Sailor, Male Cooltrainer, Female Psychic.  Another thanks to ShadowOne333 for making this work.

Black Jynx: In the games previous to Ruby/Sapphire/Emerald, Jynx was black in the Japanese version.  This patch by SonicOne333 uses an edited Jynx sprite to restore this.
Level 1 Eggs: Hatched Eggs are at Level 1 like in later games.
New Hidden Power: Hidden Power is now at a flat 60 damage like in later games, instead of a variable.
New Light Ball: Pikachu's Light Ball now upgrades both Attack and Special Attack.
Kanto Starters: Makes both you and your rival's starters Bulbasaur/Charmander/Squirtle.  The Petalburg NPC who talks about starters has also been updated.
Johto Starters: Makes both you and your rival's starters Chikorita/Cyndaquil/Totodile.  The Petalburg NPC who talks about starters has also been updated.
Hoenn Starters: Reverts the above two patches, goes back to Hoenn starters.  For those who don’t want to apply fifteen patches all over again.
Missing Move Patch: This rather large modification folds in nearly all moves from the other Generation 3 games.  This means moves from FireRed/LeafGreen, Coliseum, and events of all regions that happened at the time are all in one place.  Minor trainer changes have taken place to take advantage of this, and the Missing Move Patch Readme includes all relevant information.  There are two versions of this: Light is for National Dex Light, Full is for the main National Dex.  Using the wrong one will cause problems, so be cautious.
Abridged MMP: Originally centered around only the Stone Evolution's movesets portion because it actually fixes some original trainers with no good movesets, this is still mostly just that part of the original MMP, but it also includes only the most important of moveset changes (mostly the FR/LG additions) and is more lowkey about them with most of them being done by Move Relearner.  Everything except for those on Pokemon without evolutions is completely optional to even run into.  Personally, I recommend this one instead as it's not as cluttered.  More information is in the readme.
-How about outside of an Emulator?
Flashcarts: I know the last surviving GBA Flashcarts all don't have a Real Time Clock, I can't really provide a way around that.  If you're having save problems, check this out.  I put it in FireRed 251, but it renders the backup function useless: http://www.pokecommunity.com/showthread.php?t=350443
-Where are the tickets?
Old Sea Map: replaces the Nugget in Aqua Hideout (Electrode room)
AuroraTicket: Artisan Cave, big room
MysticTicket: Abandoned Ship, replaces the unneeded Escape Rope before diving.
Eon Ticket: Route 110, replaces the Rare Candy surfing spot.
-Evil Team changes?
Game Freak had a real opportunity to make some unique antagonist battles this time around, and they failed pretty hard.  Both teams end up very watered down variants of Team Rocket, with only a few Pokemon lines different between them.  No more!  Now teams match their motif, purpose, and rivalry between each other far better.
Magma: Fire, Ground, Rock, Steel, every once in a while Grass
Aqua: Water, Ice, Poison, Flying, Dark, and rarely Electric
Poochyena is still used by both teams (plot-wise this still makes sense, even if in Emerald it didn't entirely make sense due to Archie having one) but only very early and a ton less frequent.  Mightyenas are not even present on Team Magma.
NOTE: The teams are actually a little tougher than vanilla Emerald due to these changes, but only because they were mostly cannon fodder anyway so I see this as an improvement.
-Why isn't there a Zigzagoon where there is a Linoone?
Wild Pokemon are handled with a bit more of a pragmatic touch here: Everything in tall grass shares the same level range, and in most cases if a Pokemon is evolved there you won't see it's previous form.  This is to help a little bit with level raising.  Very rarely will you ever find an evolved Pokemon underleveled anymore either (there are a couple instances where I needed to make exceptions on trainers, a prime example being Wattson because he's actually pretty hax in vanilla for some reason.)
Surfing however is handled more than a little lighter due to how many water routes exist, though the leveling is still rounded out a little better (10-30 on small encounters, 25-30 with Pokemon like Pelipper, first forms do exist.  Routes 128 and after have a higher level cap.)  Also starters will always be level 5.
-Why isn't Steven's double battle team changed?
I didn't really feel Steven's team-up roster was much of an issue because it's still just as strong in this hack (perhaps even stronger now against the team changes I made.)  I improved the Meteor Falls team slightly however.
-Why was Feebas edited as so?
I actually think the Feebas event is a neat idea.  However the entirety of Feebas itself is tied closely to the Link Cable: catching Feebas is a lot more fun with records to swap, and even the evolution progresses a lot smoother with more than one person making dry PokeBlocks.  It doesn't help much that in later games it's a trade evolution.  So while keeping the event itself intact, I put Feebas in a place where it would be reachable at around the same point in the game.  Happiness only during the daytime is a little annoying I realize, but I wanted to keep the evolution method at a place on par with Max Beauty without being dependent on natures or accidentally botching a perfectly good Pokemon.
-Why is Jirachi in a trade as opposed to it's own event?
1. The Pokemon Coliseum disk method is essentially a one-way trade.
2. I felt this trade in particular was pretty useless for anything but a legendary Pokemon as it was so far into the game.
-Happiness evolution is a bad idea, why not more stone evolutions?
Because Hoenn itself is pretty short on Evolution Stones as a whole, thus why I added them to a post-game PokeMart (and why Kingdra is a Water Stone evolution.)  Happiness is also as close to imitating a trading evolution as you can get without actually trading them.
-I found something that shouldn't be decapitalized/capitalized!
Please tell me about these!  Decapitalizing this game has been quite the long process, and there's definitely a good chance that I had missed something in the hex or script editor.  That said, there are some points where I was biased and will not be changing things:
-Elements of the Pokedex.  I find the buttons look off when they aren't in caps, and parts like the AREA UNKNOWN prompt look appropriate to me.  This extends to the Pokenav as well, because the header graphic is forever capitalized.  In short, all mechanical tool menus are capitalized.
-MechaDoll Quiz: The localization team didn't seem to have any clear idea on if the robots should be using ALL CAPS ROBOT SPEAK or not.  I just went and decapitalized them as I did with the choices and other elements.
-Non-text caps: Some GUI elements, like in the Pokemon status screen for example, are actually graphics.  This is beyond both the scope of this hack and my personal preferences, so they won't be altered.  Pokeblocks falls under this as well.  These use a combination special font tiles which I am not enthused about rerouting into a word, because that would involve repointing every single string with Pokeblocks into freespace where the lines can be longer.  Thus it will always be in allcaps, as well as any S making them plural because it looks better.
-CoolTrainers are now Ace Trainers.  This is canon in later generations, is closer to original intent, and I feel it both reads and looks better.  Especially decapped.
-I want (x) Pokemon added.
This hack keeps with the original Pokemon in Ruby, Sapphire, and Emerald only, sorry.  No Diamond/Pearl or X/Y mega evolutions will be added, nor will there be new Pokemon thrown into the game.  There are plenty of hacks that do this these days.
-I want (x) feature added.
I'm not really that keen on adding much more to this: I'd rather keep Emerald as-is as much as possible in this hack, and there are already quite a few optional patches.
-I don't enjoy the new Pokemon sprites, can you restore the originals?
Sorry, but no.  This is for three reasons: the originals had slight imperfections that I could not correct no matter how hard I tried, considering all 386 Pokemon these sprites unify them a bit more visually, and personally I feel the new ones are much better than Ruby/Sapphire/Emerald's.
Notices:
-In National Dex Full, trainers will still mention their original Pokemon (for example, a Wooper using Fisherman will talk about his Magikarp).  I know about these but I never really got around to “correcting them.”  Doing so would take a bit of time on my part to make sure all dialogs are edited right, so in the meantime just assume they're talking about Pokemon in their PC boxes.
-What tools did you use?
HxD
Advanced Series (sprite editor, sprite position editor)
Unnamed Trainer Editor
Trader Advanced
Advance Map 1.92
XSE
Known Bugs:
-No known bugs at this time.
