Sonic Dash Rules

Playing the game:

Intro - Sonic Dash is played by two or more people. Each player begins the match with 6000 Ring Points. Each player must have a deck consisting of 40-80 cards. A player may not have more than 4 card duplicates in one deck. Each player draws 6 cards at the beginning of the game. All rules must apply when battling. In the case that a card has an effect that contradicts the basic rules of the game, always follow the rules on the cards.

Ring Points (RP) – This represents a player health during the game. They can increase and decrease based on the circumstances. You lose if your RP reaches 0.

Using Char Cards - Char Cards are used to attack your opponent and his/her cards. Each Char Card can be called to the arena by using Chaos Points. Each Char Card has its own required amount of Chaos Points. 

Chaos Points (CP) – Every turn a player starts with 7 Chaos Points. These points are stored in the Chaos Pool and used to put Char Cards and Tech Cards into play. A player may choose not to use all 7 CP in a turn. On the player’s next turn, left over points can be added to your Chaos Pool for your next turn. Example: When a player uses a card with 5 Chaos Points, he/she will have 2 CP remaining. The player can still use a card that requires no more than 2 CP, or on that player’s next turn he could have 9 CP (2 from the last turn plus the 7 from the new turn).

Types of cards:

Character Cards:

Normal Char Cards – Most Char Cards are Normal Char Cards. These cards are color coded in orange.

Case Char Cards – Certain Char Cards have effects that add a new twist to the game. These cards are color coded in yellow.

Special Char Cards – These cards are different from the Case Char Cards in that they need something specific performed in order to play them. These cards are color coded in gold.

Char Tokens – Used in place of Char Cards. All opponent’s Char Tokens must be destroyed before you can attack his/her Ring Points (same as any Char Card). You can use any kind of small item in the place of a Char Token.

Technology Cards:

Instant Tech Cards – These cards may be played even during your opponent’s turn. These cards are color coded in white.

Connect Tech Cards – These cards can be attached to Char Cards and remain in play unless discarded by another effect. These cards are color coded in silver.

Special Tech Cards – These are Tech Cards that are used in order to play Special Char Cards. These cards are color coded in gold (the same as the Special Char Cards).

Permanent Tech Cards – These cards remain in play until another card is used to replace or discard them. These cards are color coded in green.

Counter Tech Cards – These cards are used to cancel the effects of a card played in the same turn. These cards are color coded in purple.

Tech Trap Cards – These cards remain hidden in the arena until activated by a specific card or function. You don’t pay any Chaos Points for these cards until you choose to activate them. These cards are color coded in blue.

Terrain Cards:

Terrain cards are used to change the battle to a different arena. Certain cards will gain a power increase depending on what terrain they are battling. There are no Terrain cards in play at the start of the game. When a Terrain card is played, it stays in play until discarded by another card’s effect, or replaced by another Terrain card. These cards are color coded in black.
Card Anatomy:


Check back later.

Stages of Gameplay:
I. Draw Stage – Draw 1 card at the beginning of every turn, except on each player’s first turn.

II. Active Stage – This is when you can use your CP to play cards onto the arena. You may choose not to play any cards at this point.

III. Battle Stage – After a player has completed both stages I and II, he/she may proceed to the Battle Stage. If you have a Char Card on the arena, you may attack your opponent’s Char Cards. Each Char Card can only attack once per turn. If your opponent has no Char Cards on the arena then you may attack that player’s Ring Points. Neither player can attack on their first turn of the game.

Battle Damage Calculation:

When you choose to attack with a Char Card, you take that Char Card’s ATK and compare it to target Char Card’s DEF. If you monster’s ATK is higher, than destroy the blocking creature.

IV. Follow-up Stage – A player cannot end up with more than 6 cards in his/her hand at the end of their turn. A player must choose and discard the extra cards. Less than 6 cards are allowed.

How To Win:

You can win by:

1. Game Over – When your opponent’s RP reaches 0.

2. Deck Out – When your opponent’s deck runs out of cards, you automatically win.

3. Pure Victory – When your opponent’s RP reaches 0 and you still have full RP (taking no damage to RP, not healing back to full). This will reward you with twice the normal winning Booster Points.

Arena Setup:

Deck Slot – This is where you keep you deck.


Discard Slot – When a card is discarded it goes here.


Char Zone – All Char Cards are played here. There is no limit to the cards that can be played

here.


Tech Zone – All Tech Cards are played here. There is no limit to the cards that can be played

here.


Special Slot – Store all Special Char Cards here.


Terrain Slot – When there is a Terrain Card in play it goes here.

Deck Building:


When you build a custom deck, you want to have it well balanced. Remember, you can have anywhere from 40 to 80 cards so have some fun with what you choose. 60 cards would be a good number to shoot for, so as not to make it too big or too small. Being too small would result in a quicker Deck Loss, and too many would result in you not drawing the right cards you need.

