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Purpose of this document

Introduction

1 This document has been prepared to
assist Gran Turismo (GT7) Gamers to
better utilise the GT Auto / Livery Editor
features of GT7.

1 The Livery Editor in GT7 allows gamers to:

- place decals (suchas6 Lou Gr ar
shown left) on vehicles

- add car components (e.g. a roll cage)
- apply custom paint work to a vehicle.

Vehicle with original decal attached
What is 6épatchingd?

9 If an in-game or public-supplied decal is
applied to a vehicle in the Livery Editor,
then it may be desir
over part of the decal in order to achieve
the desired outcome

Grantd to just O6Gran

T After applying a def
normally desirable to alter the colour of the
patch so that it matches the underlying
vehicle paint.

Patch placed over part of the decal
Colour adjustment

1 This document has been prepared
specifically to help Gamers adjust the
colour of such 6patc
a Real Car Paint that had previously been
applied to the car.

1 The HSV colour data provided in this
document works best when applied to
Solid colours (i.e. not metallic or pearl).

Ml 2 wfs| a7 wiv|z 9 It can be very difficult (if not impossible) to
o match the colour of metallic or pearl effect
- “ paints.

Metallic and Pearl tinted paints

1 Metallic paints simulate the reflection of
aluminium flakes, while Pearl paints
simulate that addition of mica powder.

1 The visual effects of Metallic and Pearl
(mica) paints are partly computer-
generated based on the direction of the
light, and the shape of the bodywork.

1 The visual effects of Metallic and Pearl
paints cannot be reproduced solely
through the HSV settings; however, this
colour guide should help you to find an
approximate colour match.

Col our of the 6épatch
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Layout of this document

Applying Decals Part 1: Introduction to the application of
o paints and decals

Starts on page 4

Introduction.

Online Manual (explained).
Applying colours to a car.
Applying decals to a car.
Downloading and storing decals.

=A =4 =4 =4 -4 A

Modifying decals.

© Part 2: Hints on adjusting HSV values on a
decal or o6épatcho

Starts on page 13

I Hints on adjusting HSV values on a decal
or Opatché.

1 Simulation of a textured/fabric/vinyl roof

cover.

= 71 Useful hints.

] -
Colour Picker
Equivalent Solid Colour Part 3: HSV values of Real Car Paints

Real Car Paint Manufacturer H S \4
Abarth 1500 Biposto Bertone G Abarth 192 14 73
Abarth 595 Esspeoessse Vflh::ee = Abarth 60 5 84 Starts on page 20
Acid Bl RUF 217 79 89 .
oo o Wi | s | w4 | Y Tabulated HSV (hue, saturation, value)
Ao G et pean o= = values for the Solid colour equivalent of
Adi line Red Dod 1 96 88 H 1
Adronalao Re Dodge _ -+ % % the nominated Real Car paint.
Agave BMW 175 81 35 . . . .
Aabasrer Siver Wetalc Flonda 150 p 7 1 Paint names are listed in alphabetic order.
Alfa Red Alfa 0 85 77
Al Vihks ‘ Seniile % 2 B 1 If, for what ever reason, you desire to
Almond Beige Metallic Audi 38 22 73 .
[Aimond Green Mini_ 2 | & [ o know the associated RGB (red, green,
Alpine Green Metallic TVR 45 16 | 75 . p
Apine Whie W . O blue) values for these vehicle paints, then
Fr Emouth 2 : r such values are provided for most of the
Hpimls BMW &0 4 & pant samples in Part 4 of the document.

Metallic Mazda 140 2 63
Amaram Violett Porsche 267 38 11

HSV (Hue, Saturation, Value) tables

Real Car Paint Samples — Paint Name: H, S, ¥ (R, G, B) Part 4: Solid Paint SampleS
Starts on page 48

1 Paint colour samples are provided for the
Solid colour equivalent of the nominated
Real Car paint.

Magenta: HSV =331,64,99(253, 92,171)  Strawberry: HSY =348, 71, 99 (262,73, 108) Palnt names are I|Sted in the same Ordel‘
as they appear in Gran Turismo 7 (as of
August, 2022).

Colour samples are not provided for most
of the Real Car Paints that cover the

Moulin Rouge 341,81, 95 (245,47, 109) Sternrubin: HSY =337,87 69(17? 23,81) range blaCkI greyl SI|V€‘I’I Oﬁ_Whltel Whltea
instead, the HSV (RGB) values are
Sol|d Paint Samples tabulated.
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Introduction (prepared by G. Witheridge, Bargara, Queensland, Australia)
Admission!
1 1am NOT a trained Colour Consultant.

1 The following information has been
provided to help the many Gran Turismo
car livery junkies that wish to:

- apply a decal O6patc

- apply a colour to that patch that best
matches the underlying car paint.

1 The HSV values supplied are NOT
6officialdé, and are
on a simple PhotoShop analysis of the

colour samples provided within GT7.

Entering into the Unknown!

Paper 1: The Properties of Light and Time What is colour?
By Grant Witheridge, BE, MEngSc, Catchments and Creeks Pty Ltd, Bargara, Queensland, .
Australia, June, 2022 T[ I t ma y sur p rise y ou
Executive summary exist within the world!
This paper presents a possible explanations of how light can travel as both a particle, and as a
wave. Two theories are presented on what may cause light to alter its direction when passing near . H H
a sun. The paper concludes with a discussion about the properties of time, and how variations in ﬂ I n fact, the Wh O Ie U n |Ve rse eXlStS Wlth Out
the rate of time can coexist within the universe. e . ~ 7
both o6lightd and 6co

1. Introduction

This is the first of three papers: The Properties of Light and Time, The Properties of Matter and

Space, and An Aternative Theary of Gravity. A fourth paper has been prepared that provides ﬂ
comments on a paper authored by Dr. M H. Khan of Chicago IL.

However, what does exist is lots of
6el ectromagnetic rad

| started my research into gravity because | wanted to better understand the mechanics behind
ocean tides. | found that the study of gravity requires a knowledge of time, which requires a

R otk e s bk 1o e T AN 5 B porknn i o orekv oparsss: | |_t i_S only within the brain or Sensors Of_
you start. | decided to start by looking at the properties of light and time . ||V|ng Cl’eatures that the detectlon Of thIS
" radiation is subsequently converted into a
Time 6signal 6 we register
(Dark Energy) 3 A N
/ \ author has written papers on this topic).

The authords paper o
, - Ay

Paint sheen

1 Sheen is a measure of how light is
reflected off a surface.

1 The reflection of light, which is a special
characteristic of various paint finishes,
such as chrome, metallic and pearl,
cannot be generated solely through the
hue, saturation, and value (HSV) settings.

1 Gran Turismo 7 generates the appearance
of these surface finishes by altering how
61 i ght €edadffshe suratel okthe car,
hence the difference between actual
h !
Light reflection off a chrome surface chrome, and a paint

Paint finish

Non-scattered ¢ F|at surfaces reflect almost alll
Scattered light . . . . .
approaching light in a random direction.

1 Matt surfaces reflect less than 10% of the
light in a non-scattered manner.

1 Eggshell reflects around 10 to 15%.
Non-scattered
2 1 Sheen reflects around 15 to 25%.
= -

9 Satin reflects around 25 to 40%.
Unpolished or Glossy 1  Semi-gloss reflects around 40 to 70%.
matt surface surface 1 High-gloss reflects around 70 to 90%.

1 Chrome/mirror surfaces can reflect up to
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Colour coding

Colour wheel

360°

B—
JGF’IU—
BPIU—

— e ———

PhotoShop RGB adjustment window

Calculating Hue
mx=max(R,G,B)
mn=min(R,G,B)
cr=mx-mn

If R=mx and B=mn then H=(R-mn)/cr)

If G=mx and B=mn then H=1+(1-(R-mn)/cr)
If G=mx and R=mn then H=2+(B-mn)/cr

If B=mx and R=mn then H=3+(1-(G-mn)/cr)
If B=mx and G=mn then H=4+(R-mn)/cr

If R=mx and G=mn then H=5+(1-(B-mn)/cr)

Also try: easyrgb.com/en/

Decal texture options

HSV Colour Wheel

il

HSV (hue, saturation, value) is an
alternative to the RGB colour system.

The HSV system was designed by graphic
artists searching for a colour system that
more closely aligned with the way human
vision perceives colours.

For those of us without Arts training, or a
good eye for adjusting paint colours, the
HSV system seems easier than RGB.

Note: In HSV system, H = 0° is the same
as H = 360°.

RGB Colour System

f
f

==

RGB means: Red, Green, Blue.

The RGB colour system is primarily used
in the display of electronic images, such
as seen on televisions and computers.

RGB colours are not standard across all
devices, consequently visual differences
will occur from device to device, as can be
observed in a typical TV sales room.

In electronic device
achieved by turning off the three colours;
however, i n cdaqurbiagkt{K) n
needs to be added, hence: CMYK.

RGB to HSV conversion (one method!)

= =4 =4 =4 4 -4 -4 -4 -4 -

R* = R/255, G* = G/255, B* = B/255

Cmax = Maximum of ( R*, G*, B*)

Cmin = Minimum of ( R*, G*, B*)

& =max CCmin

| f & ==tH=0 t hen |

If Cmax = R*, then, H = 60[((G*-B* ) / &)
If Cmax = G*, then, H=60[((B*-R* ) / &)
If Cmax = B*, then, H=60[((R*-G* ) / &) -
If Cmax = 0, then S = 0; otherwise (below)

S = ragelar@ V = Cmaxin all cases.

Colour finishes offered in GT7

il

Surface textures for decals include:
- glossy

- semi-glossy

- matte (matt)

- powder.

Metallic body paints simulate the

reflection of aluminium flakes mixed into
the paint.

Pearl body paints simulate the reflection
of mica powder mixed into the paint.

Grant Witheridge
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GT7 Online Manual (further explained)
GT7 Online Manual

GT Menu

1 Gran Turismo 7 incorporates an Online
Manual.

Di Online Manual

@ Beyond the Apex @

Online Manual

Online Manual guide to applying paints to

@ contents
cars

T I'nformation on theisa
provided within the
of this Online Manual.

© Showcase
© GT Auto

© Livery Editor

Livery Editor Features

Applying Decals ! !

Tutorial - Creating Stripes

Paint
Purchase of O0Speci al (

é‘ PAINT COLOUR

9 Various categories of paint colour exist
under the heading 0S8
including:

- Real Car Paint
- Flakes
- Dark Flakes
- Matte Metallic, etc.
1 This document focuses on just the first

group of paints, which is titled Real Car
Paint.

6Real Car Paint
Application of a Base Colour to a vehicle

Livery Editor

1 A purchased paint colour can be applied
To paint the car body, select 'Paint’ from the menu screen tO the Whole, or Selected pal"[S, Of a
Z vehicle within the Livery Editor.

Application of vehicle paint
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GT7 Applying colours to a car

Select Colour: Colour Palette

History to your Favourites'. Use this feature to quickly access

Colour Palette

Colours

Colour Picker >

& Colour History

Y Favourites

Colour Picker

Application of HSV colour settings

Select the type of paint

Application of standard paint colours

9 Paint colours can also be applied to
vehicles via the fre
(i.e. avoiding the need to purchase a
particular paint colour).

Colour Picker

T Within the 6Col our F
option to:
- alter the colour of

colour using the HSV system; or

- create a unigue Solid colour using the
HSV (Hue, Saturation, Value) system.

1 Ifyou are lookingforad s i brvoehd ,0
then you have a problemd silvers and
chromes achieve their visual appearance
in GT7 by oO6reflectin
of surrounding objects, this is a computer-
generated effect, not a paint effect.

HSV colour codes

1 The HSV colour codes provided in this
document are only applicable to Solid
colour paints.

9 If you are in the process of applying a
base colour to a vehicle, then GT7 does
provide the option of making this colour a
Solid, Metallic, or Pearl effect (see below).

1 However, if you are trying to apply colour
to a 6decal d (or pat
making the paint metallic or pearl does not
currently (2022) exist.

Paint finish options

9 Car paints can be applied in three forms:
Solid, Metallic and Pearl.

1 Solid paints are the best to work with if
you are planning a complex car livery with
many decals.

1 Metallic paints aim to simulate the
reflection of aluminium flakes mixed into
the paintd this makes it impossible to
match the paint colour using HSV codes.

1 Pearl (pearlescent) paints aim to
simulate that addition of mica powder into
the paint, which giyv

Grant Witheridge

September 2022

Page 7




