Advice for Beginning RR3 Players


Post #1 - R$ vs Gold


A beginner may not immediately notice that they are being encouraged to use Gold instead of R$. They seem interchangeable and, when given a choice of 2 ways to pay for an upgrade, the beginner is likely to use either one in a random way. After a few hours however, the observant beginner will start to get the message. For example, upgrades paid with gold are immediate while upgrades paid with R$ are delayed. Car servicing paid with gold are immediate while servicing paid with R$ can take a while. Should you choose to paint your newly acquired car, you will find that paint colors can only be purchased with gold. Even your new car's delivery can be speeded up with a bit of gold. 


Note: One good use of gold is the purchase of a 2nd mechanic as soon as it's offered.


So what's the big deal? Well, it turns out earning R$ is way easier than earning Gold. After discovering this forum and asking what a beginner needs to know, the #1 answer was “hoard gold”.


Post #2  - Initial Control Settings


During my 1st few hours on RR3 I used the default “Tilt A” setting.  Eventually, I decided to try the “Tilt B” and immediately realized that having both a brake and accelerator made it less difficult to control the car and produced a more realistic driving experience. 


With Tilt A I was constantly tapping the brake to keep the car from running off of the curves. With Tilt B I could coast around a corner. I play on a 10” tablet and I get that Tilt A might be better if you're playing on a smaller screen. But if you are playing on a tablet, give Tilt B a try.


Post # 3  - Minimum PR's vs. Maximum PR's 


The term "Maximum PR" refers to the PR of a car when it's been fully upgraded.  The term "Minimum PR" refers to an event that requires you to use a car that has a PR equal to or higher than a particular #.   


You can determine the Min PR of any event by using the Forum's data base.


http://myrealracing.club/rr3/events


At the Amateur level you may not notice if an event has a Min PR since you will probably have upgraded your eligible cars to a higher PR than required to run the event.  As you advance, the Min PR will become an issue because you will discover that some of your cars, even when fully upgraded, won't meet the event's Min PR. 


Because of this feature of the game, you will want know when you begin a series what the Min PR's are for that series. Most series have four eligible cars and usually two of the four can be upgraded and used in every event and two of the cars can not.   Here's an example from the PRO/AM series, "V8 Performance Brawl".  The last event (22.3) has a Min PR of 59.0.  Of the five cars used in this series, three can be upgraded to this level but two can not.   Knowing this early on is helpful in deciding which cars to invest your limited R$/G in upgrading. 


  Post # 4 - Re-running Events


Going back to an earlier event with a more powerful/upgraded car can produce disappointing results. You may find that RR3 has given you much stronger competition and, while you will be able to lower your personal best event times, you might finish further back than you were before. For some reason, elimination races are the toughest. There is often one driver who's way better than everyone else and seems unbeatable. On the other hand, RR3 is inconsistent. Sometimes you get lucky and the competition will be not have improved even though you have. I've had several wins where the #2 car was 20+ seconds slower. 


Post #5 Subject: Your "TSM" Competitors


When you play on line, you will usually get a mix of real people and flag bots.  Usually the real people are ranked higher than the flag bots.  Since the folks at EA don't want you to become discouraged and quit playing, they will usually give you competitors that you can beat. Playing offline eliminates the real people so that all of your competitors will be flag bots. 


My experience is that playing offline against Flag bots gives you more control over the quality of the competition.  If your times are on the slow side, the game will give you only the slower bots. As your times improve, the faster bots show up. There are 49 bots available but don't expect to see the fastest ones until your times are REALLY FAST. 


Slowing down the bots: Finishing 6th in an off line race should cause the 1st place flag bot to retire from the field. When you go back to the main menu and then drill down and re-enter the same event you should find that the former 2nd or 3rd place bot is now in 1st. Keep finishing 6th until you can finish 3rd or better. 


Post #6 Subject: Using the edges


Races are often won or lost in the first 30 seconds. If you allow yourself to get trapped back in the pack at the start, the fastest cars will build up a lead that you won't be able to overcome. The solution is to run the edge of the track. As long as you keep two of the car's wheels on the bumper, the fact that the other two wheels are on grass will NOT slow you down. Running the car completely across the grass/dirt slows you down and damages the car but at the start of a race it's sometimes the only way to get past the competition.


On courses with tight turns, cutting across the grass at the apex of the corner can be the key to a trophy. Hugging the inside edge of the track particularly on the FIRST curve is critical. Overtaking is mostly about getting INTO the corner ahead of the guy right in front of you. While the bots are fast on the straightaways and on exiting the corners, they tend to brake too soon going into a corner. That's your moment to get around. 


Post #7 Subject: Advancing your career


RR3 awards Gold/R$ for reaching the 25%, 50%, 75% and 100% completion levels of each series.  Reaching 100% requires a 1st place in every event. This means you have to own all of the cars in the series, since there are “showcase” events that feature each car.


Usually the next series will unlock before you get to the 75% level. My advice would be to move on to the next series as soon as it opens and come back later to get the awards  associated with the 75% & 100% levels. It's much easier to finish 1st on a track that you've run a lot of times.


Starting with the Pro/An level, you will begin to encounter series where one or more of the cars can only be bought with large amounts of GC. The first time this situation arises is in the Pro/Am "V8 Naturals" series where the Cobra costs 180 G and the '69 Stingray costs 150 G.  I skip trying for the 100% award if the purchase/upgrade costs (in G) are greater than the 100% G award. 


Post #8  - Gold Use


At the amateur level, almost all upgrades can be purchased with either R$ or Gold and you only have to upgrade if the race has a higher PR than the car you want to use. 


At the Pro-Am level there are several upgrades & purchases that can only be made with Gold. For example, in the "V8 Naturals" series the Shelby Cobra requires Gold.  In the "Hot Hatch" series, the Renault Clio requires 40G.  In the "Performance Rumble" series, the last event (20.3) has a min PR of 36. Neither the GT500 nor the BMW M3 can be upgraded to this level with R$ only. You will need to spend GC. 


So hoard your G in the early rounds, you will need it later.


Post #9 - Time Trials – Don't Quit


Next time you run off a course and get that red message telling you that your lap is invalid don't get discouraged. I used to just resign when this happened until I realized that if you finish the course you still get the R$ and fame points. You just don't get your time saved.


Post # 10  - Online Multiplayer Events – Participate!


One of my early mistakes was incorrectly assuming that the Multiplayer events were only for experienced players and I avoided them to focus on the “career” events. When I finally took a look, I realized that two of the cars used in League C (the Silvia & the Focus) are from the 1st “Pure Stock Challenge” series. More importantly, I discovered that the R$ and fame points awarded for participating are often higher than you get from early career events. I don't pay too much attention to the other drivers. You'll find yourself on a lot of unfamiliar courses so just focus on learning the new ones. You'll be surprised at the payoff even if you're well back in the pack. 


Post #11 - Pro-Am Cars to Upgrade


- The Ford GT500 is the only car available in 4 of the 7 main series. Fully upgraded it's PR is 38. It's the car you will probably use the most. �- For "V8 Naturals", partially upgrade the Lexus IS F.   �- For "PP Match-up", upgrade the BMW M3.�- For "Every Heroes", partially upgrade the Porsche 911.�- For the "Performance Brawl" it's a tough call since this is the series that features the "super cars" (Ford GT, McLaren MP4, & the Ferrari F40.) The F40 & the MP4 only sell for G, the GT you can buy for R$150. 


To see which series a particular car is used in, go to: http://myrealracing.club/rr3/series/car?category=All&car= and type in the car you are interested in.


Post #12 - Over-Braking


A new player tends to progress from clueless to conservative. When you don't know the turns, you don't know when you're going too fast and go flying off into the dirt in continual surprise. As you get more confident, you tend to underestimate your brakes and realize too late you have stayed on them too long.  In a lot of situations, taping the brake is better than holding it. 


Post #13 - "Farming" for Fame Points & R$


A favorite subject among veterans is which tracks/events are best for accumulating lots of R$ in the least amount of time. It's called "farming". Le Mans is the favorite circuit but it doesn't become available until you reach the Master Level.  Here are the events at each level that award the most fame points:


Amateur Level:�PSC 17.2 - 1,700 PSC 17.3 - 1,500�RCI  22.3 - 1,600�SSS 5.3 - 1,900  SSS 18.3 - 2,700�6 cyl Ann 19.3 - 1,600


Pro/Am Level:�Perf Rumble 20.3 - 3,100�Everyday Heroes 18.2 - 3,400�Everyday Heroes 20.3 - 3,100





Pro Level:�Supercar Masters 16.3 & 22.2 - 3,600�Supercar Masters 21.3 - 3,700


Expert Level:�Accolade Open 22.3 - 5,800


Master Level:�Classic Ferrari Showdown 2.1 - 6,900�Classic Ferrari Showdown 21.3 - 15,200 [4 laps at Le Mans.] 


Post #14 - Off line vs On line Play


I should explain the difference between online & offline competition. When on line you usually get a mix of real players and "Flag Bots". (The latter are easily identified since their picture is always a national flag.) When off line, you get only Flag Bots since, without an internet connection, RR3 has no way of entering real people in your race.


I find that switching back and forth between on-line and off-line play is the most satisfying. You'll see a lot of comments on this forum about "dumbing down the bots". I would suggest that what players are actually doing is "sending home the bots".  In my experience, if you run an event and finish worse than 5th place, the 1 to 3 fastest bots will drop out if you close the game after the event and then reopen it. Almost always, a flag bot who finishes 1st will NOT return for a re-match.  


To keep your name/icon when playing offline, open the game, sign in, and then drop your wi-fi connection.  RR3 will assign only flag bots to your races but your name & icon will appear instead of "guest".


Post #15 - Keeping a record of your progress. 


Taking a screen-shot of the 2nd page of your race results is a quick way to record your times for both the race and your best lap, the times of your competition, and what car you were using at the time. RR3 is only going to remember your position, not anything else.


Overview of the Pro/Am Level Series


There are seven main series at the Pro/Am level. The most commonly used car is the Ford GT500, which appears in four of the series. Both the Charger SRT8 & the Audi TT are used in three series. A few cars carry over from the Amateur-level events but most appear in only one pro/am series. The exception is the Charger R/T, which appears in two of the seven series. Maximize the impact of the R$/G you spend on upgrades by giving priority to the GT500, SRT8, & Audi. 








Be prepared to spend significant R$ and/or G to stay competitive.  Particularly in the last few races of the V8 Performance Brawl series. Even your "super cars" can't get to PR's in the high 50s without a lot of expensive upgrades. 


Post #16:  Types of Events


A RR3 series can have up to ten types of events: Cup, Elimination, Head to Head, Autocross, Speed Snap, Speed Record, Time Trials & Drag, Endurance, & Hunter.


(1) Cup events are most commonly 2 or 3 laps and usually have either 22 or 16 cars competing at a time. As you advance 4 and 5 lap races are offered. Your car is always at the back. Overtaking is the challenge in a Cup event. Getting around a large group of slow moving cars is not an easy thing even when you know the track and have an upgraded car. (See Post #6)


(2) Elimination events always have 8 cars. There is no fixed distance to these events. Every 20 seconds the last car is eliminated from the race. The race ends when you are last and your time runs out. Starting with only 8 cars on the track makes overtaking a bit easier than in a Cup event.


This is the event type with the largest difference between running online vs. running offline. When running on-line, the top 3 real players will have distances significantly longer than the 4th thru 7th place flag bots. When you run the event off-line the 1st place flag bot's distance will be about the same as the 4th place bot's distance in an online event. 


(3) Head to Head events are your car against one other car. They use the whole circuit and can be from 1 to 3 laps. Probably the easiest type to win a trophy since you only have to beat one car. 


(4) Autocross events are your car against the clock. They use only a portion of a circuit and are thus generally 65 sec or less.


(5 In a Speed Snap event your standing is determined by the speed you are doing at the finish line.  Placing in the top 3 of a speed snap event is most often about how fast you can enter & exit the final curve. Your performance in the earlier parts of the course are not relevant. Like autocross events, these use only a portion of a circuit and there are no other cars on the track with you.


(6) In a Speed Record event your standing is determined by the highest speed you can achieve at any point during the race. Speed Record events use the entire circuit.  On some circuits like Suzuka East, the long straight contains the start/finish line.  On circuits like this turn your car around at the start line, drive back to just before the start of the straight, then turn back around.  Note: there is no penalty for running off the track.  


(7) Time Trial events are car-specific. Like an autocross, it's just you against the clock, but in a TT event, your time is compared to every other RR3 player who has completed the event. Also, unlike every other event type, your time will not be recorded if you leave the track. There are no trophies awarded in a time trial so just drive carefully.


(8) Drag events test both your reflexes and the performance level of your car. Driving skill will not help you if your opponent has a more powerful car.


(9) Endurance events are often the hardest event to trophy in. The objective is to keep overtaking your opponents. Additional seconds are awarded for each pass and for finishing a lap. The race has no fixed time or distance. It lasts until you run out of time. Position is based on distance traveled.


(10) In a Hunter event you are trying to catch and pass another car that is given a head start.  The longer the circuit, the longer the head start. Your place is based on your relative position compared to the competition when the lap ends. 


Post #17 - Advancement


When you play RR3, several things happen at the same time. First, you earn both R$ and fame points for each event completed. At a certain number of fame points the game will pay both a R$ & G award and take you to the next level. At the beginning 5,500 fame points will move you to the next level and earn you 3G. The process is called "leveling up". As you advance you will need more fame points per level but the R$ & Gold payouts for advancing to the next level get higher. In your early stages you will level up after about 2 hrs of play but expect to spend a lot more time per level as you advance.


Second, RR3 keeps track of your % completion within each series. To increase your completion % you need a 1st, 2nd, or 3rd place trophy. A 4th place or worse is counted as a "completed event" in the profile stats, but doesn't change the series completion %.  When you start a series only a few of the events are available to you. As you win trophies, additional “tiers” will unlock, allowing you to participate. At a certain point, RR3 will unlock the next series in the sequence. You will not need to complete the series to unlock the next one in the sequence.


You earn gold in two primary ways: (1) advancing to the next level and (2) reaching 25%,50%,75%,or 100% completion of a particular series. As you advance it takes longer to earn G, because it takes more fame points to reach the next level.  After 50 hrs, my average was 9G per hr played but after 150 hrs my average had slipped to 6.5G/hr played.


As you advance the R$ earned per event rises. In my first 50 hrs I averaged R$24,000/hr played. By 700 hrs my average was R$55,000 per hr played. Fame Points per hour will also increase. By 700 hrs my average was 7,000 fame points per hr played.


Assuming that you don't spend a lot of time rerunning completed events, you should be able to complete the 1st 1000 events in under 350 hrs and reach 2000 events in under 700 hrs.


Post #18  - Car Carryover


As you advance through the various series, there is often at least one car you already own that you will be able to use again. Three examples:


(1) The BMW 1 appears again in the Pro/Am level "Couple Clash" series.


(2) The Ford GT, which first appears in the Pro/Am "Performance Brawl" series, appears again in the Pro-level "Supercar Club" series.


(3) The McLaren, which first appears in the "Brawl" series, appears again in the Pro-level "Modern Sports Classics" series.


(4) The Ferrari F40, which first appears in the Pro/Am-level "Performance Brawl" series, appears again in the "Classic Ferrari Showdown" series. 


Thoughts on Braking


As I've progressed and the PR's on my cars have gotten higher, I've come to realize that a major component of a fast lap time is being careful with your braking. High performance cars have high performance brakes. If you don't tap the brake, you will very quickly being going too slow into the curve and all the acceleration in the world will not get you back to the speed you should have had coming out of the corner.


Overview of the Pro Series


There are nine series at this level,  3 of them are mandatory "Career" series, the other 6 are "Bonus" series.  (Bonus series don't impact your advancement to the "next level.)


For Modern Sports Classics, the McLaren MP4 can be upgraded to 59.3.  You will only need a PR of 56 to finish the series.  Don't waste resources upgrading either the ZR1 or the Viper. There max PR's are too low.


For the RWD Open Series, the car of choice is the ZR1, where 26 upgrades gets you a PR of 52.8. I recommend against spending resources on the 911 GT3 RS since it tops out at 46.2.


For the Supercar Master & V10 Showdown Series, the car of choice is the Audi R8 Coupe which can be upgraded to 55.1.This is more than you will need to finish either of these series.  


For Deutsch Duell, the car of choice is the 911 GT3 RS 4.0 which can be upgraded to 50.9.


For Classic American Muscle, there's no clear favorite.


GT4 Renegades requires the Porsche Cayman.


Renault's Global Passion requires the Renault Dezir.


Overview of the Expert Series


There are 7 series at this level, 3 of them being mandatory "Career" series, the other 4 are "Bonus" series.


For Accolade Open the clear favorite is the BMW M3 GT2 ALMS. Thirteen upgrades takes this car to a PR of 70.2 You need 68 to meet the min PR of the last tier.


For V10 Grand Open the car of choice is the Audi R8 LMS Ultra, which has a max PR of 63.9. You need a PR of 61 to finish the series.


For Prestige Powermatch I like the Mercedes SLS AMG GT3.  22 upgrades gets you a PR of 54. You need a PR of 48 to finish the series.


For Aston Martin Expedition my favorite is the Vantage S.  14 upgrades gives you a PR of 50.4. You need a PR of 48 to finish the series.


For Luxury Tourer either the Mercedes SL65 or the Maserati can be upgraded to 47, which is what you need to finish the series.


For Track Aces the Mercedes SLS AMG GT3 will need to be upgraded to 55, if you want to run the last race, a 6-lap night event at the HockenheimRing.  (Takes a lot of GC to get from 54 to 55. I skipped this race.)


Overview of the Master Series


There are 10 series at this level, 4 "Career", 6 "Bonus".  454 events in total.  


For the Open Sky Challenge there is no clear favorite. All 4 of the available open wheel cars are very fast. Event #19.3 has a PR of 68, Event #20.1 has a PR of 69, and Event #20.3 has a PR of 70. Your decision is which (if any) of the cars you want to upgrade to these levels.


For Grip Fiends you will again have the BMW GT2 ALMS available. You should have no PR issues since you would have already upgraded this car for the Accolade Open series.


In the Euro Supercar Duel either the Mercedes SLS or the Bentley will get you to the end. The last race in the series (11.3) has a PR of 47.0.  I chose not to spend the G to get either car to this level. The 100% award is much less than the upgrade cost.


In the Grand Tourer series the SLS & the Bentley Continental are again available, along with the Mercedes SL 65.  24 upgrades will get the SL 65 to a PR of 47.4, enough to get you to the end.


In the Ferrari Showdown you can run all but 3 events without the F50.


In the GT3 World Series there is no clear choice between the BMW Z4 GT3 and the Aston Martin Vantage GT3. You will only need one round of upgrades to either car to finish the series.


The Ferrari Heritage Hustle requires the Ferrari 375, which costs $R3.6M. 


In the East/West Throwdown the last race has a min PR of 66 . To run this event you will need to upgrade either the "Sumo" GT-R or the Porsche 918.  I decided that the 100% award wasn't worth the upgrade cost.





