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{

public override void InitModule()
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public class ExtractScalar : FilterModuleTemplate
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/] BELIIATRZNZN pdf, df DEHBTT I L AR HE
// public DataField pdf; // #1EJ1-JlDDataField

// public DataField df;, // B &®DDataField
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public override void InitModule()
{
// B 1-VOMER{L LB % 5Bk
selected _channel = 0;
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df.elements[0] = pdf.elements[selected_channel].Clone();
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» https://www.jamstec.qo.jp/ceist/aeird/avcrg/vfive.ja.html

F1FEYI1L-Y3VT-F (sample_little.tar.gz)

o TTUHEHAHT -9 LT BBEIT Assets/StreamingAssets/sample_little D FICT—F%ZECEL, TEED
&SICReadV5EV1-IVDEREET S

« ReadV5®DE%E : Filename = sample_little/dynamo.v5
Load At Startup = ON, Use Embedded Data = ON
Precision=DOUBLE, byteswap = OFF, header = ON

ABC Flow (sample_big2.tar.gz)

o TTVHPAHT -5 T BB Assets/StreamingAssets/sample_big2 D FICT-5%EEL. TiED
&3[CReadV5EIJ1-IVDERTEET S

« ReadV5ME%E : Filename = sample_big2/abc_flow.v5
Load At Startup = ON, Use Embedded Data = ON
Precision=DOUBLE, byteswap = ON, header = ON


https://www.jamstec.go.jp/ceist/aeird/avcrg/vfive.ja.html
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GrADS (The Grid Analysis and Display System)
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o YYTIVEI1-)V(ReadGrADS) CIZIEEMED/INAFUT =T DH XIS
(AZKGrADS[ENetCDFPGRIBIZE X E)

YITIT=5
« #90-FR-J(Z$H3 example.tar.gz
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