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Python3.8 environment has been set with openCV+pymavlink+numpy+pyulog etc.

You can use pip or pip3 command to install other libraries
Put Python38Run.bat into your code folder
Use the command:

'python XXX.py' to run the script with Python

D:\1work\3.RflySim3DUE\3. CustExps\ef_AdvApiExps\e2_lWeartherCtrl=>python WeatherTest
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