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Chapter 1

Introduction

Racetracks as a starting location in Fortnite appears to be one of the more undervalued drop
locations amongst the professional community. This location provides some of the best material
sources in the game, but in the past, the great material gain came at the cost of poor map
positioning for the first circle, as Racetracks is located on the very edge of the map, making it
one of the least centric locations. However, with the recent changes to glider mechanics, and
shadow stones, this disadvantage was made much less significant.

In Chapter 2, we look into the loot distribution around the area, and the expected number of
loot in a typical game.

In Chapter 3, we use information on the loot to calculate probabilities for weapon/shield quan-
tity, for a given number of opened chests.

In Chapter 4, we discover how to rotate around Racetrack extremely quickly via the new glider
mechanics.

In Chapter 5, we analyse the best materials in the nearby area, looking at various details such
as their ”materials per click” ratio, spawn quantities etc.

In Chapter 6, we look at methods to rotate out of Racetracks for the first circle.

Finally, in Chapter 7, we form a strategy using all the prior information.
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Chapter 2

Loot Distribution

• 11 chests

• 44 floor loot spawns

Given the approximate 60% chance of a chest spawning[1], and a 78.3% chance of floor loot
spawning[2], the expected values for a regular game would be 7 chests and 34 instances of floor
loot.
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Chapter 3

Data

Since up to 11 chests can spawn in this location, I have created various probability tables,
showing the likelihood of getting a certain number of weapons or shield items, at individual
amounts of chests spawning in a game.

3.1 Weapon Probability Table

This table shows the chance of receiving exactly x assault rifles (Full auto or burst), SMG’s or
shotguns when searching y chests. Note that the probability accounts for any combination of
assault rifles, SMG’s or shotguns, including duplicates.
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3.2 Weapon Cumulative Probability Table

This table uses ”at least x weapons” rather than strictly a specific number.

3.3 Shield Probability Table

The third table shows the chance of receiving x shield items from y chests. The probabilities
account for minis, half pots, slurps & chug jugs.
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3.4 Shield Cumulative Probability Table

This table uses ”at least x shields” rather than strictly a specific number.
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Chapter 4

Pathing

https://streamable.com/5xosh

The new glider deploy mechanic can be utilized at Racetracks to make looting a much faster
process. As shown in the video above, the glider redeploy can be used when bouncing off tires
if done correctly, allowing one to travel from building to building much faster than running.
Using this trick is roughly 3-4x faster.
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Chapter 5

Top Materials

5.1 Tyres

One of the biggest appeals of Racetracks as a drop location are the blocks of tyres which are in
abundance around the track. Each spawn will provide approximately 11 metal, and whilst they
can be destroyed in two hits with a critical strike, I would recommend ignoring the crit, allowing
you to continuously move along the track as you harvest, without having to stop swinging your
pickaxe.

8



5.2 Desert Trees

Ironically, wood is more of a scarce resource than metal in the Racetrack location. There are a
dozen or so tree’s (similar to the image above) around the track, which have a slightly better
”materials per click” ratio than other trees in the game. However, there aren’t enough trees to
harvest maximum wood, so one must rotate north for more trees, or west to the cacti.
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5.3 Cacti

Since there are few desert trees, a team would be required to find some other sources of wood.
Some cacti can be located just west of the Racetrack, and they can be harvested whilst rotating
for the first circle. The materials per hit is slightly lower compared to the desert trees, but
these cacti are located very close to some rifts & shadow stones, which are very important for
a fast rotation.
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5.4 Brick Walls

Brick is the most scarce resource at Racetracks. There are many sources of brick in this area,
however, they all have a very low material per hit ratio, making it very time consuming to
acquire a lot of brick. The walls shown above offer the highest materials per hit at approximately
3.3. They are located around the south and west buildings, and can provide 550 materials if
all are harvested.
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5.5 Shadow Rocks

If more brick is required, another option is to harvest the shadow rocks south of retail. These
have an improved MPH ratio when compared to the walls, but they are located in a fairly
dangerous area and one may be contested whilst harvesting.
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Chapter 6

First Circle Rotation

14



Due to Racetracks being located in a non-centric location, in some games, the first circle will
punish players by spawning very far away. Fortunately, this problem was made less significant
with the recent glider re-deploy mechanic, which generally allows for faster rotations. Alongside
this, there are a few rifts & shadow stones located nearby.

The image above shows the distance which can be covered by said rifts & shadow stones, and
also, a ”worst case scenario” first circle has been plotted as a black ring. The image clearly
shows that the shadow stones are more effective, and it’s possible to enter any first circle if the
stones by Retail are utilized efficiently. However, using these shadow stones is a more dangerous
play, as they are located to a fairly populated drop, Retail.
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Chapter 7

Strategy

Now that various information has been covered regarding this location, a strategy may be
formed. The image above is the approach I would take to farming this area.

1. We begin in the east building for a few reasons. One of these reasons is that this is the
least centric position on the map, so starting here allows one to naturally rotate a small
amount as they clear the area. This building will also provide some chests & floor loot
to get some early weapons, and provides cover if opposing teams drop here.

2. After the eastern building has been cleared, head slightly south-west to a collection of
trees and tyres, to farm some early materials. Here you can farm up to 200 wood and
300 metal depending on how long is spent gathering.
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3. The stand at point 3 can be looted very quickly, and should help fill some of the item
gaps from point 1.

4. Following this, head north-east to the chest spawn on the race tracks. Here, you can
farm up to max metal if desired, as well as the remaining 100-200 wood in this area. the
rotation from point 3 to 4 does involve backtracking which is slightly inefficient, however,
using the mechanic mentioned in chapter 4, this inefficiency will be of little significance
due to the fast rotations.

5. Once sufficient metal is harvested, check the western building for more shields and
weapons. This building has the highest number of floor/chest spawns in this area, and
can provide a few extra materials through destroying random objects.

6. Finally head west and harvest all the cacti in the surrounding area. When completed,
you should have 600 wood, a few hundred brick as well as max metal. The next step
depends on the location of the first circle. If the circle spawns away from Racetrack, one
can use rifts or shadow stones. If the circle covers Racetrack, one may head slightly north
to collect max wood.
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