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MASTERING THE COURTROOM: A PHOENIX WRIGHT
ACE ATTORNEY DUAL DESTINIES WALKTHROUGH

Returning to the defense bench after a long hiatus, Phoenix
Wright brings his signature passion and unwavering belief in his
clients back to the courtroom in Phoenix Wright: Ace Attorney
- Dual Destinies. This fifth main installment in the celebrated
series marks a bold new chapter, introducing a fully 3D visual
style while retaining the classic investigation and trial gameplay
that fans adore. For newcomers and seasoned attorneys alike,
navigating the twists and turns of this game can be a thrilling but
challenging experience. This comprehensive Phoenix Wright
Ace Attorney Dual Destinies walkthrough is designed to
guide you through every objection, piece of evidence, and
emotional revelation, ensuring you achieve a "Not Guilty" verdict
every time. Whether you are looking for case-specific strategies
or general gameplay tips, this guide will serve as your trusted
legal assistant.

GETTING STARTED: THE CORE MECHANICS OF DUAL
DESTINIES

Before diving into the specifics of each case, it is essential to
understand the foundational gameplay elements. Dual Destinies
refines the classic formula, making it more accessible while
adding new layers of depth. You will primarily engage in two
phases: Investigation and Trial.

Investigation Phases

During investigations, you control either Phoenix Wright, his
junior partner Apollo Justice, or the rookie attorney Athena Cykes.
You will explore crime scenes and related locations to gather
evidence and speak with witnesses. Here are key actions:

e Examine: Move the cursor over the environment to find
hidden clues or interact with objects. Pay close attention to
items that sparkle or seem out of place.

e Talk: Engage with characters to learn about the case.
Always exhaust all dialogue options, as new information
can unlock further areas or evidence.

* Present: Show evidence or profiles to characters to
provoke a reaction or gather new testimony. This is often
required to progress.

e Mood Matrix (Athena's Special Ability): This new
feature allows you to detect emotions during a character's
statement. You will analyze audio clues to identify specific
emotions like "Joy," "Anger," "Sadness," or "Fear." If a
character's emotion does not match their statement, you
can press them for the truth.

Trial Phases

The courtroom is where the real drama unfolds. Your objective is
to prove your client's innocence by dismantling the prosecution's

arguments. Key actions include:

1. Press: Ask a witness to elaborate on a specific statement.
This can reveal contradictions or new details.

2. Present Evidence: When you spot a contradiction
between a witness's testimony and a piece of evidence,
present the evidence to call them out. This is the core of
the "Objection!" mechanic.

3. Rebuttal (Apollo's Ability): Apollo can perceive micro-
expressions and nervous tics in witnesses. When a
witness's body language gives them away, you can use this
perception to break down their lies.

4. Psyche-Locks: While investigating, you may encounter
characters hiding secrets. If you have a special item (like
the Magatama), you can break through their mental locks
by presenting contradictory evidence.

CASE-BY-CASE WALKTHROUGH: A GUIDE TO EVERY
TRIAL

The story of Dual Destinies is divided into five distinct cases, each
building upon the last to reveal a larger conspiracy. This section
provides a focused Phoenix Wright Ace Attorney Dual
Destinies walkthrough for each episode, highlighting crucial
steps and difficult sections.

Case 1: Turnabout
Countdown

Overview: This tutorial case throws you into the action
immediately. You play as Phoenix Wright defending his niece, the
astronaut Travers, in a bombing case that opens the game with a
bang.

Walkthrough Tips:

 Investigation: Focus on learning the basic controls.
Examine the bombed courtroom thoroughly. Speak to all
present characters, especially the detective, Bobby
Fulbright.

e Trial: The key witness is Ted Tonate. Listen carefully to his
testimony about the bomb's timer. The main contradictions
involve the receipt in the evidence and the fact that the
bomb was set to go off at a specific time. Present the
detonator against his claim that he was helping.

e Final Breakthrough: Use Apollo's perception ability
during his final testimony. Look for the tell on his left hand
to expose his lie about the bomb's location.

Case 2: The Monstrous
Turnabout

Overview: Athena Cykes takes the lead in her first solo case,
defending a journalist accused of murder at a theme park. This
case introduces the Mood Matrix.
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Key Walkthrough Steps:

e Investigation: Explore the "Nine-Tails Vale" theme park.
Talk to the manager, Jinxie Tenma, and the vengeful spirit,
"The Phantom." Collect all evidence related to the giant
monster costume.

¢ Mood Matrix Tutorial: During the trial, you will face a
witness who is hiding their true feelings. Practice matching
the emotional cues ("Joy" vs. "Sadness") to the statements.
For example, if a witness claims to be happy but shows
"Fear" in their audio, press on that point.

e Critical Evidence: The camera and the monster
footprint are pivotal. Present the footprint to contradict
the claim that the monster was a statue. The final
contradiction involves the timing of the wristband and the
ride schedule.

Case 3: Turnabout
Academy

Overview: A murder occurs at a prestigious law school, and
Apollo must defend a student, Juniper Woods, while uncovering
corruption within the school's administration.

Strategic Walkthrough:

* Investigation: Spend time in the lecture hall and the
courtyard. Talk to the three professors: Aristotle Means,
Constance Courte, and Dean Hound. The case involves a
mock trial.

¢ Apollo's Perception: This case heavily relies on Apollo's
ability to spot nervous habits. Pay close attention to the
witness's hands and eyes during testimony.

e The Killer's Identity: The key is to disprove the "phantom
assailant" theory. Present the fire extinguisher against
the claim that the killer entered from outside. The final
twist involves the grade book and a hidden motive.

e Ladder vs. Stepladder: A famous running joke in this
case. Do not overthink it; just accept the silliness as part of
the Ace Attorney charm.

Case 4: The Cosmic
Turnabout

Overview: This is the darkest case in the game, centering on a
murder in a space station simulator. You play as Athena, and the
victim is her close friend, Clay Terran. Apollo is the defendant.

Difficult Sections:

* Investigation: You will explore the simulator "The Big
Bang." Pay close attention to the space suit and the
weight scale.

e Trial: The prosecution's case is strong. You must use the
Mood Matrix to break down the "robot" witness, Aura
Blackquill. The emotional conflict here is intense.

» Key Contradiction: The murder weapon is a lawn dart.
You must prove that it was fired from a specific angle.
Present the diagram of the room against the testimony
about the trajectory.

e Emotional Blow: The revelation about "The Phantom"
begins here, setting up the final case.

Case 5: Turnabout for
Tomorrow

Overview: The grand finale. All three protagonists team up to
uncover the identity of "The Phantom," a master spy who has
been manipulating events from the shadows. This is the longest
and most complex case in the game.

Comprehensive Walkthrough:

¢ Investigation (Part 1): Investigate the damaged
courtroom and the space center. Talk to all returning
characters, including Edgeworth, who makes a cameo.
Collect the blackmail letter and the replica of the
murder weapon.

e Trial (Day 1): You will switch between Phoenix and Apollo.
Focus on the testimony of the detective. The key is to
present the ID card to prove that someone else was in the
courtroom.

* Investigation (Part 2): This is a deep investigation. Use
the Mood Matrix on several characters to unlock hidden
memories. The past relationship between Athena and her
mother, Metis Cykes, is crucial.

e Trial (Day 2): The Phantom's true identity is revealed. This
is the most difficult trial in any Phoenix Wright Ace
Attorney Dual Destinies walkthrough. You will face
multiple breakdowns and contradictions.

o Key Strategy: The Phantom has no identity. You
must prove that he is a master of disguise. Present
the recording of the space center against his claim
of being a specific person.

o The Final Objection: The Phantom's testimony is a
tangled web of lies. Use Apollo's perception to catch
his tells, Athena's Mood Matrix to detect his fear, and
Phoenix's logic to piece it all together. The final piece
of evidence is the broken piece of the device from
the space station.

ADVANCED TIPS AND STRATEGIES FOR SUCCESS

To truly excel and enjoy the game, consider these advanced
strategies that go beyond a basic Phoenix Wright Ace
Attorney Dual Destinies walkthrough.

Save Often and
Strategically

The game features a save system that allows you to save at
almost any point. Use multiple save slots. Save before a critical
cross-examination or a difficult puzzle. If you make a mistake and
face a "Game Over," you can reload without losing much
progress.

Master the Art of the
"Press”

Do not be afraid to press every statement during a trial.
Sometimes, pressing a statement that seems irrelevant will
unlock a new line of questioning or reveal a hidden piece of
information. Pressing is rarely penalized, and it is the safest way
to gather intel.
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3. Use the "Present All" technique: In a desperate

U n d e rSta n d th e F | OW Of situation, you can try presenting every piece of evidence on

a single statement. This is slow but can help if you are truly

Log | C stuck.
Each case is a puzzle. The solution is always logical, even if the Utl | |Ze Eac h Cha ra Cte rIS

logic is eccentric. When you are stuck:

1. Review your evidence: Read the descriptions of every Stre N gth S

item in your court record. Often, a specific detail in the

description holds the key. The game forces you to play as three different lawyers. Each has

2. Think about the timeline: Create a mental timeline of a unique perspective and ability. When you are stuck as one
events. Where was everyone? When did the crime happen?  character, remember their specific toolkit. Athena's Mood
This is often the root of the contradiction. Matrix



