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The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 
look for this seal when buying 
video game systems, 
accessories, games 
and related 
products.

Nintendo does not license the sale or use of products    
without the Official Nintendo Seal.

To avoid fatigue and discomfort when using the stylus, do not grip it tightly or press it hard against 
the screen.  Keep your fingers, hand, wrist and arm relaxed.  Long, steady, gentle strokes work just 
as well as many short, hard strokes.

CAUTION - Stylus Use

THIS GAME ALLOWS WIRELESS MULTIPLAYER 
GAMES DOWNLOADED FROM ONE GAME CARD.

1

Wireless DS
Single-Card 
Download Play
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Your journey to Peggle  
greatness starts here: insert  
your game cartridge, and then  
turn the system on. 

When you first launch Peggle,  
you will need to create a profile. 
Your progress and high scores  
will be saved to this profile. You  
can create up to three profiles on 
each cartridge. 

Night and Day
Peggle Dual Shot includes both 
Peggle and Peggle Nights — two 
full Peggle games in one! The main 
menu screen changes between 
day and night depending on the 
time of day. Complete your journey 
through Peggle Adventure mode  
to unlock Peggle Nights!

Getting StartedWelcome to the Peggle Institute!

Hi, I’m Bjorn, the founder of the 
Peggle™ Institute. In this handbook  
(the one in your hands!), my friends 
and I will teach you how to play Peggle 
Dual Shot on your Nintendo DS®. Learn 
these basics, and you’ll be on your way 
to becoming a Peggle Master.
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Choose Your Mood
Adventure Mode:  
Play in Adventure Mode 
and train with all the 
Peggle Masters!  
Finish all the levels, 
you’ll earn the title of 
Peggle Master!

Quick Play: Just want 
a fast game? In Quick 
Play you can decide what 
level to play, or choose Random 
to have a level selected for you. 
You may play any level that you’ve 
completed in Adventure Mode, and 
can use any Peggle Master you’ve 
unlocked in Adventure Mode.

Duel Mode: Compete with a friend 
— or the computer! — to see who’s 
best. You can play any level you’ve 
completed in Adventure Mode and 
choose from four difficulty settings: 
Easy, Normal, Hard and Master.

Challenges: Unlock Challenges 
by completing all the levels  
in Adventure. See if you can 
beat all these extra-exciting 
challenges and add a new 
trophy to your Trophy Room.

Bonus Underground: It’s a 
super-secret way to score valuable 
gems, free balls and unlock new 
levels for Quick Play mode. How do 
you find it? You can earn a trip to the 
Bonus Underground in Quick Play or 
Adventure modes. Each time you hit 
the purple peg you’ll get a Bonus 
Underground star. After you hit four 
purple pegs, a gold peg will appear. 
Hit this gold peg and it will grant you 
a trip to the Bonus Underground!

Mode

Fever Facts!

In Duel Mode, you must hit at 

least one orang
e peg on a shot

 

— or else you’ll l
ose 25% of 

your level scor
e! And instead of 

earning Free Balls, you’ll have
 lots 

more ways to score bo
nus points! 
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Fast Forward: Getting impatient? 
Hold the Y Button to speed up  
time between shots — it’ll help  
you line up a shot to win free balls 
much faster! 

Bonus Underground: Tap  
anywhere on the Touch Screen or 
press the A, B, X, Y, L or R Buttons 
to make the bumpers pulse when 
you’re in Bonus Underground. This 
will help you control the ball and 
collect more gems!

Hold your stylus on the Touch Screen 
for several seconds and — poof! — 

you’re in Zoom mode. Now you can fine-
tune your shot. Ready to shoot? Press 

the L or R Button to shoot the ball or 
lift your stylus to leave Zoom mode and 

tap the ball launcher to shoot.

Aim & Shoot with a Stylus: You’re in 
complete control with your stylus — 
touch anywhere on the Touch Screen 
and the launcher will aim for that 
spot. Tap the red circle on the ball 
launcher to shoot. 

Stylus-Free Play: You can also use the 
+Control Pad and Buttons to play 
the game. Use the +Control Pad to 
aim the ball launcher and the L and 
R Buttons to fine-tune the launcher’s 
position. Then press the A or B 
Button to shoot the ball!

Sorry, there’s no mind-control device ready yet for Peggle Dual Shot…  
here’s how you control the game:

Fever Facts!

R Button

X Button

Y Button

A Button

B Button

Start

Select

Magic Sound Hole

Wondrous Rainbow Maker Machine 

Touc
h Sc

reen

+Control Pad

L Button

Top Screen

The Basics
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Fever Meter:  
As you eliminate orange pegs, the 
Fever Meter lights up. When you hit 
certain points on the Fever Meter, 
a score multiplier increases the value  
of your pegs.

Ball Launcher:  
The ball launcher aims and shoots  
each ball. Aim carefully!

Pegs and Bricks:  
You must hit all 25 orange pegs to 
complete a level. Hitting a green peg will 
activate a Peggle Master’s Magic Power, 
either immediately or on the next shot. 
Purple or gold pegs are worth a lot of 
points — and may earn you a trip to the  
Bonus Underground! Only one purple peg 
appears on each turn and its location 
changes with every shot. 

The Peggle Board

Ball-o-Tron:  
The Ball-o-Tron shows  
how many balls you have.

Free Ball Bucket:  
The Ball Bucket moves across  
the bottom of the screen. If your 
ball lands in the Bucket it will  
be returned to the Ball-o-Tron 
for another shot.

Bonus Underground Stars: 
Stars light up when you hit purple  
or gold pegs. Illuminate all 5 stars  
for a gem-filled trip to the  
Bonus Underground! 
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Bjorn says, “Psst…If you don’t hit any 
pegs on a shot, we’ll flip the Free Ball 
coin to see if you’ll get a Free Ball.”

Keeping Score

What’s the Bonus Underground? A super-secret way to score  

valuable gems, free balls and unlock new levels for Quick Play 

mode. How do you find it? In Quick Play or Adventure modes, each 

time you hit the purple peg you’ll get a Bonus Underground star. Fill 

the five stars near your character’s portrait and you’ll earn a trip to 

the Bonus Underground!

Now try this brain-stretcher! Fill in the correct answer for each star:

★	�Hit the last orange peg together with the gold peg for  

_________________________ and earn 35 extra gems!

★	�_______________ are worth bonus points, but beware —  

bonus points are only added to your score if you finish the 

level by hitting all 25 orange pegs.

★	�A ____________________ can sometimes be found in  

the Bonus Underground. Look closely!	�

★	�Tap the Touch Screen or press the A, B, X, Y, L or R Buttons to 

make the __________________ pulse and collect more gems.

★	�Keep collecting gems to__________________ more levels in 

Quick Play mode.

Congratulations! You’re ready for the next level!

Reaching Bonus Underground

Extreme Fever Bonus
Gems

Free Ball

Bumpers
Unlock

PopQuiz!

How does scoring work?
A) 	Each peg you hit adds to your score.
B) 	�The value of all pegs goes up as you eliminate  more orange pegs on the board.
C) 	The Fever Meter shows your progress.
D) 	�Free balls are awarded for 25K, 75K and 125K shot  scores. These balls are in addition to the Free Ball Bucket, so you can earn multiple balls in a single shot!
E) 	All of the above!

Fever Facts!
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Strike the blue and green
 pegs after achieving 

Extreme Fever and you’ll earn 1,000 points each. 

Purple pegs are worth 10,000 points post-Fever! 

It gets even better… if you can clear all the p
egs on 

a level, you’ll achieve Ultra Extreme Fever! All the 

bonus point areas are now
 worth 100,000 points — 

and you’ll win a special All Pegs Cleared ribbon! 

Achieving Extreme Fever Fever Facts!
Hit the last orange peg on the 
board, and you’ll finish the level  
in style with the music and  
fireworks of Extreme Fever! Sit 
back and enjoy... you deserve  
this celebration!

At the end of the Extreme Fever 
celebration, the ball will fall into 
one of five bonus buckets at the 
bottom of the board, adding extra 
points to your total score.

Rumor has it that a 
secret rank of Peggle 
Mastery awaits those 

who earn All Pegs 
Cleared ribbons for 
every Peggle level!

Splork’s bowling ball weighs 36 pounds and is made  
from supernova remnants of the Andromeda X.
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Unlocking Progression
As you make your way through 
Adventure mode, you’ll meet new 
Peggle Masters and take a shot 
at new levels! Any Peggle Master 
you’ve met in Adventure mode is 
playable in the other game modes. 
Also, any level you’ve completed in 
Adventure is playable in Quick Play 
and Duel.

After completing all the levels 
in Adventure mode in Peggle or 
Peggle Nights, new challenges 
await you. Be careful — these  
challenges can be tricky for even 
the most seasoned Peggle Masters!

You can wirelessly send a trial  
version of Peggle Dual Shot to 
friends and family using the  
DS Download Play option. Ask  
them to select “DS Download Play” 
on their Nintendo DS® while you 
select Extra -> Send Trial.

Share the joy  
with friends 

Final Exam

1. 	�How do you start the game? 
A) It’s easy, and I already know. 
B) I don’t know, but I’ll go back to page 5 to find out! 
C) �I’m back from page 5... you insert the game cartridge  

and turn on the system!

2. 	�Who is Bjorn? 
A) The founder of the Peggle Institute. 
B) The inventor of Peggle. 
C) The greatest unicorn of all time. 
D) All of the above! (Hint: Choose this one!!)

3. 	�True or false: You can visit the Trophy Room  
and check your progress in the game by selecting  
Extras > Play History. 
True  /  False

4. 	�True or false: This test is only the beginning...  
the real test is how you play the game! 
True  /  False  /  �Okay, no more questions...  

I’m gonna go play!

17
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Q-Stage Music
h ueda

Sound Direction and Creation
BRAINSTORM Co., Ltd 
Takayuki Nakamura 
Keishi Yamamuro 
Kie Harada

Special Thanks 
Jun Shimizu 
Rin Akiniwa 
Lindsay Gray  
Saeko Takaoka 
Keiichiro Segawa 
SARUGAKUCHO Inc.

Peggle PC & Peggle Nights 
PC Original Teams
Sukhbir Sidhu 
Matthew Lee Johnston 
Brian Rothstein 
Eric Tams 
Jeremy Bilas 
Walter Wilson 
Matt Holmberg 
Tysen Henderson 
Marcia Broderick 
James Abraham 
Stephen Notley 
Scott Lantz 
Ed Miller 
Isaac Aubrey 
Brian Fiete 
David Parton 
Ludwig Van Beethoven 
Shawn Conard 
Michael Racioppi 
Michael Guillory 

Adam MacDonnell 
Ty Roberts 
Chad Zoellner 
Eric Pitcock 
Chris Hargrove 
Shane Hood

Enzyme Testing Labs
Studio Director
Carolljo Maher

Head of Production
Diane Dagenais

Compliance Project Manager
Louis St-Denis

Compliance Lead-Tester
Alex Carrière

Compliance Testers
Jonathan Gaudreau 
Serge Meunier 
Daniel L’Heureux 
Maxime Chevalier 
Gavrilo Tanasic 
Benoit Gaudreau 
Guillaume Jubinville

Functionality Project 
Manager
Mathieu Michaud

Functionality Lead-Tester
Kevin St-Amant

Functionality Testers
Ashley Hodgson 
Simon Petitclerc 
Gabriel Papakonstantinou 

James McGee 
Jesse Hughes-Lee 
Carmen Raymond 
John Maurice

Translators
Junko Takahashi 
Mitsuko Koike

Published by
PopCap Games, Inc.

Vice President of Video 
Game Studio
Ed Allard

Vice President of Video 
Game Platforms
Greg Canessa

Producer
Matthew Lee Johnston

Associate Producer
Ben Ahroni

QA Lead
Ed Miller

Additional QA
Isaac Aubrey 
Adam MacDonnell 
David Chan

Art Direction
Rick Schmitz

Artists
Matt Holmberg 
Walter Wilson

Retail Operations
Liz Harris

Retail Sales
Glenn Drover

Retail Marketing
Jennifer Yi

Release Management
Nick Tomlinson

Legal Advice
Nicole LeMaster

Vice President of Marketing
Ben Rotholtz

Packaging and  
Creative Team
Leigh Beach 
Yvette Camacho 
Amy Hevron 
Julie Jenkins 
Curtis Kuhn 
Glenn Mitsui 
Eric Pitcock 
Eve Warmflash 
Paula Wong

Customer Service
Aoife Brennan 
Dana Sweeney 
Roger Henty

FIST Team
Kirk Scott 
Heather Hazen 
Ty Roberts

Special Thanks
Dan Banay 
Shawn Conard 
Sukhbir Sidhu 
Garth Chouteau 
Laurie Thornton 
Dave Roberts 
Dave Haas 
John Vechey 
Jason Kapalka 
Brian Fiete

Developed by
Q Entertainment Inc.

Game Designer/ 
Project Manager
Yasuyuki Togo 

Game Designer 
Toshiyuki Sugiura

Game Design Director
Hiroyuki Takanabe

Art Director
Kimihiro Morishita

Artist
Aya Hasegawa

Art Supervisor
Katsumi Yokota

Lead Programmer
Kenji Senba

Programming Supervisor
Osamu Kodera

Project Supervisor
Ryuichi Hattori

Business Development
Yuko Saito 

PR/Marketing
Kyoko Yamashita

Producer
Sawako Yamamoto

Executive Producer
Shuji Utsumi

Applause

For customer or technical 
support, call 206.256.4200  
or visit us on the web at  
www.popcap.com/help. 
Please allow two business 
days for web inquiries. You 
can also write us a letter at:

PopCap Games, Inc. 
2401 4th Ave Suite 810 
Seattle, WA 98121
For information on playing 
and buying other PopCap® 
games, head over to  
www.popcap.com.

Customer 
Support
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Agreement — PopCap Games, Inc.
THIS END USER LICENSE AGREEMENT (“EULA”) IS A BINDING LEGAL AGREEMENT BETWEEN POPCAP GAMES, INC. (“POPCAP”) AND YOU AND, IF APPLICABLE, 
THE COMPANY OR OTHER LEGAL ENTITY YOU REPRESENT (COLLECTIVELY, “YOU” AND “YOUR”) REGARDING USE OF THE ENCLOSED GAME SOFTWARE, 
INCLUDING ANY ACCOMPANYING MANUAL OR OTHER RELATED MATERIAL PROVIDED BY POPCAP AS PART OF, OR IN CONNECTION, THEREWITH (COLLECTIVELY, 
THE “GAME”). 

BY USING THIS GAME, YOU ACKNOWLEDGE THAT YOU HAVE READ AND UNDERSTAND AND AGREE TO BE BOUND BY THE TERMS OF THIS EULA. IF YOU DO NOT 
AGREE, WITH THESE TERMS, YOU ARE NOT AUTHORIZED TO USE THIS GAME.

1. LICENSE GRANT AND RESTRICTIONS.

1.1. License Grant. PopCap hereby grants to you a non-exclusive license to use a single copy of the object code version of the Game for your personal, 
non-commercial home entertainment for use on the Nintendo DS® game system. You may sell or transfer your copy of the Game to another person 
along with, and subject to, your rights under this EULA, only if you do not retain any copies. 

1.2. Restrictions. You may not (i) decompile, disassemble or reverse engineer the Game or otherwise attempt to gain access to its source code, except 
to the extent that such restrictions are expressly prohibited by law; (ii) copy, offer for public display, translate, adapt, modify or otherwise alter the 
Game, or create derivative works thereof, except to the extent that such restrictions are expressly prohibited by law; (iii) rent, lease, loan, sublicense 
or distribute the Game, or offer it on a pay-per-play, coin-op or other for charge (or free) basis; (iv) use the Game to infringe the copyrights or other 
intellectual property rights of others in any way; (v) remove, circumvent, disable, damage or otherwise interfere with security-related or limiting 
features of the Game, and/or (vi) modify or delete the copyright and other proprietary rights notices on or in the Game.

2. TERMINATION. This EULA is effective until terminated. You may terminate this EULA at any time by destroying all copies of the Game in your 
possession or control. PopCap may terminate this EULA immediately upon notice to you if you breach any of its terms or conditions. Upon termination of 
this EULA, you agree to immediately destroy all copies of the Game.

3. GAME OWNERSHIP. The Game is the copyrighted proprietary material of PopCap and/or its third-party licensors and is subject to copyright protection 
under U.S. copyright law and international copyright treaties, as well as other intellectual property laws and treaties. PopCap and/or its third-party 
licensors retain all right, title, and interest in the Game (and any copies thereof) and specifically reserve all rights not expressly granted under this 
EULA. 

4. LIMITED WARRANTIES BY POPCAP.

4.1. Limited Warranty. POPCAP WARRANTS TO YOU, THE ORIGINAL PURCHASER OF THE GAME, THAT THE GAME WILL BE FREE FROM DEFECTS IN MATERIALS 
AND WORKMANSHIP FOR A PERIOD OF NINETY (90) DAYS FROM THE DATE OF PURCHASE (THE “WARRANTY PERIOD”). THIS LIMITED WARRANTY IS VOID IF THE 
GAME HAS BEEN SUBJECT TO MISUSE, DAMAGE OR IF YOU HAVE VIOLATED THIS EULA. TO THE MAXIMUM EXTENT PERMITTED BY APPLICABLE LAW, ALL OTHER 
WARRANTIES, EXPRESS OR IMPLIED, INCLUDING, BUT NOT LIMITED TO, WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, TITLE, 
AND NON-INFRINGEMENT, OR WARRANTIES THAT THE GAME WILL BE ERROR-FREE, SECURE OR VIRUS-FREE, ARE HEREBY EXPRESSLY DISCLAIMED. 

4.2. Additional Warranty for Retail Product. IF YOU PURCHASED THE GAME ON A DISC OR OTHER RECORDING MEDIUM, THEN YOU MUST MAKE ANY 
WARRANTY CLAIM TO THE RETAILER FROM WHICH YOU PURCHASED THE GAME BY PROVIDING A COPY OF YOUR ORIGINAL SALES RECEIPT AND ANY OTHER 
DETAILS REQUIRED BY THE RETAILER. THE RETAILER, AT ITS OPTION, MAY REFUND YOUR PURCHASE PRICE, REPAIR OR REPLACE THE DISC OR OTHER 
MEDIA CONTAINING THE GAME. ANY REPLACEMENT WILL BE WARRANTED FOR THE REMAINDER OF THE ORIGINAL WARRANTY PERIOD OR THIRTY (30) DAYS, 
WHICHEVER IS LONGER. YOUR EXCLUSIVE REMEDY, AND THE ENTIRE LIABILITY OF POPCAP, ITS AFFILIATES, LICENSORS AND SUPPLIERS (COLLECTIVELY, “THE 
POPCAP PARTIES”), FOR BREACH OF THIS WARRANTY, SHALL BE THE REFUND, REPAIR OR REPLACEMENT DESCRIBED ABOVE.

5. LIMITATION OF LIABILITY. NO PROVISIONS OF THIS EULA SHALL APPLY TO LIMIT LIABILITY ARISING FROM DEATH OR PERSONAL INJURY CAUSED BY 
NEGLIGENCE OR FOR FRAUD. OTHERWISE, IN NO EVENT WILL THE POPCAP PARTIES’ TOTAL AGGREGATE LIABILITY TO YOU FOR DIRECT DAMAGES, LOSSES, 
AND CAUSES OF ACTION ARISING OUT OF OR RELATING TO THIS EULA AND/OR YOUR USE OF THE GAME EXCEED THE AMOUNT PAID BY YOU FOR THE GAME OR 
TWENTY DOLLARS, WHICHEVER IS GREATER.  IN NO EVENT WILL THE POPCAP PARTIES BE LIABLE FOR ANY INDIRECT, SPECIAL, INCIDENTAL, CONSEQUENTIAL, 
OR ANY OTHER TYPE OF DAMAGES (INCLUDING WITHOUT LIMITATION DAMAGES RELATING TO LOST PROFITS, LOSS OF DATA, PRIVACY, NEGLIGENCE OR OTHER 
DUTY OF CARE), EVEN IF ONE OR MORE OF THE POPCAP PARTIES HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. 

6. BASIS OF THE BARGAIN; EXCLUSIONS. The disclaimers of warranties and limitations of liability set forth above are fundamental elements of the basis 
of the agreement between you and PopCap. You understand and agree that PopCap would not be able to economically or reasonably provide the Game 
to you without these limitations. HOWEVER, SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES AND/OR THE LIMITATION OF 
INDIRECT DAMAGES AS SET FORTH IN SECTIONS 4 AND 5 ABOVE, SO THE ABOVE EXCLUSIONS AND LIMITATIONS MAY NOT APPLY TO YOU. 

7. INDEMNIFICATION. You agree to indemnify, defend and hold harmless the PopCap Parties, including their respective employees, officers, directors 
and personnel from any claims, losses, damages, liabilities, including attorneys’ fees, arising out of your violation of this EULA and/or your use or 
misuse of the Game. 

8. EXPORT CONTROL. The Game originates in the United States and is subject to United States export laws and regulations. You may not export or 
re-export, in whole or in part, the Game to certain countries, persons or entities prohibited from receiving exports from the United States. Additionally, 
the Game may be subject to the import and export laws of other countries, and you agree that you will comply with any such foreign import and export 
laws, as applicable.

9. MISCELLANEOUS. You agree to comply with all United States and foreign laws related to your use of the Game. This is the entire agreement 
between you and PopCap relating to the subject matter herein and replaces any and all previous representations, agreements, understandings or 
communications, whether written or oral. This EULA may not be modified except in writing, signed by both parties. If a court of competent jurisdiction 
declares any provision of this EULA to be void or unenforceable, then such provision will be interpreted, construed or reformed to the extent reasonably 
required to render it valid, enforceable and consistent with the original intent underlying such provision, and such invalidity or unenforceability will not 
affect any other provision of this EULA. The English language version of this EULA will control its interpretation.

10. GOVERNING LAW AND VENUE.

10.1. For users located within North America. If you are located within North America, this EULA will be governed by and construed in accordance with 
the laws of the State of Washington, USA, excluding its conflicts of law rules and specifically excluding the United Nations Convention on Contracts for 
the International Sale of Goods. Venue for any action hereunder shall lie exclusively in the state and federal courts located in King County, Washington 
USA and you hereby consent and submit to the personal jurisdiction of such courts.

10.2. For users located outside of North America. If you are located outside North America, this EULA shall be governed by and construed in accordance 
with the laws of Ireland, excluding its conflict of laws rules, and specifically excluding the United Nations Convention on Contracts for the sale of 
International Goods. You agree that the courts of your home country and the courts of Ireland shall have jurisdiction to hear and determine any suit, 
action or proceeding that may arise out of, or in connection with, this EULA.

11. NOTICES; HOW TO CONTACT POPCAP. The Game is made available to you by PopCap Games, Inc., located at 2401 4th Ave, Suite 810, Seattle, WA 98121 
(or at an updated address posted online at www.popcap.com).

©2007, 2008 PopCap Games, Inc. All rights reserved. The PopCap logo and all other trademarks used herein that are listed at  
www.popcap.com/trademarks are owned by PopCap Games, Inc. or its licensors and may be registered in some countries. Other company  
and product names used herein may be trademarks of their respective owners and are used for the benefit of those owners. 
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More Seek & Solve Fun  
for Your Nintendo DS®!


