
LCD monitor for the contestants, 
and the system is controlled via 
an SSH connection – in my 
case, on an iPad.

ConstruCtion
Each button is mounted in a pro-

ject box and connected to the Pi 
with 25 feet of wire. Figure 1 shows one 

of the buzzers on its podium. Construction of 
the buzzers took place over the course of a 
single evening while I watched TV.

I started by drilling all five boxes for both 
the button and the wire. After that, I fed the 
wire through both holes. I had to remember 
to feed the wire into the box, stop and add 
the mounting nut and washer, then feed the 
wire back out of the box. Although I could 
have pulled the entire 25 feet of wire through 
the box, I was trying to avoid that.

After the wire was fed through, I used a 
spring clamp to hold the wire and soldered 
it onto the button. My source of wire was a 
spool left over from the college’s planetar-
ium installation. It is 2 conductor+shield, 
so I think it was originally used for the 
sound system. I used the outside shield and 
the red conductor. The black wire was 
folded back, because it was not used in this 
project.

Every year, the Mayborn Science 
Theater hosts Geekfest, an in-
house sci-fi, gaming, and geek con-
vention. Technology plays a large 

part in the event, and this year the conven-
tion included game show-style buzzers to let 
attendees be part of the action. To implement 
the infrastructure, I used the GPIO [1] on a 
Raspberry Pi to watch five push buttons. The 
Py game library [2] provided a graphical 
“public” screen, and curses [3] provided a 
simple console interface to control every-
thing.

The Raspberry Pi runs a standard Raspbian 
Linux distribution with software written in 
Python [4]. Most of the coding was done on 
the Pi itself. The HDMI output connects to an Le

a
d

 Im
a

g
e 

©
 D

ie
tm

a
r H

oe
p

fl 
, 1

23
RF

.c
om

Scott Sumner is the Producer/ 
Educator at the Mayborn Science 
Theater on the campus of Central 
Texas College in Killeen, Texas. 
When he’s not flying through the 
universe or writing the next great 
tale of the galaxy, he enjoys 
dabbling with Linux computers 
and Lionel trains. As a part of 
his role at the planetarium, Scott 
is a member of the Geekfest 
committee that brings a sci-fi 
convention to central Texas.

The AuThor

Building game show buzzers with a Raspberry Pi

 Get  
Buzzed

Making game show-style buzzers for events is 

easy with a Raspberry Pi. The author takes you 

through the process step by step. By Scott Sumner
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On the opposite end of the wire, I used fe-
male crimp-on socket pins on each of the red 
conductors (Figure 2). These plugged right 
onto the GPIO connector on the Raspberry Pi 
(Figure 3). The ground wires were all con-
nected to a push-in wiring block once the 
buzzers were in place for the game. This 
setup allowed the system to be transported 
piece by piece rather than as a rat’s nest of 
wires. Figures 4 and 5 show the button-wir-
ing schematic and the GPIO pins used, re-
spectively.

the Code
I will step through the entire program line by 
line. In some cases, function arguments are 
omitted for brevity, so please refer to the en-
tire code shown in Listing 1. I will also skip 
around a bit. I’ll start with the library im-
ports and GPIO initialization and then jump 
to the end of the program where everything 
else is initialized. Then, I’ll go back and ex-
plain the functions that the program calls to 
do the majority of its work.

imports – Lines 1 to 3
The import command is Python’s directive to 
reference a library or external Python file. 
Line 3 uses the as keyword to reference a li-

brary by a different name. Without the as 
keyword, I would have to use the full library 
name every time I referenced it. A name like 
RPi.GPIO isn’t too bad, but when the library 
is something like hugeLibrary.finalRelease.
multimedia.sound.sample.load <as wave>, 
it’s extremely handy!

raspberry pi Gpio  
setup – Lines 5 to 10
The GPIO.setmode function configures the li-
brary to use the appropriate GPIO number to 
physical pin mapping. You have two number-
ing methods on the Raspberry Pi: GPIO.BCM 
and GPIO.BOARD. BCM refers to the pin 
numbers on the processor itself. To see 
where you’re connecting, you have to refer 
to a datasheet for the specific model of Rasp-
berry Pi that your project uses [5].

Figure 1: The contestant’s view of the game. I origi-

nally intended to use larger arcade-style push but-

tons, but they did not arrive in time.

Figure 2: The female connector is crimped into place. 

These pins are normally inserted into tenth-inch spac-

ing rectangular connectors.

Figure 3: The Raspberry Pi with one of the buttons connected to the GPIO port. One side of the 

button connects to the GPIO pin; the other side connects to ground.

Figure 4: The button schematic.

Figure 5: GPIO pin physical location on the Raspberry Pi (see Figure 4).
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ting up a pull-up or pull-down resistor effec-
tively provides a default value on the elec-
tronics side. In the absence of any other con-
nection, a small amount of current flows, 
which is just enough for the processor to 
sense a low (pull-down) or high (pull-up) 
level. When the button is pressed or switch 
closed, it provides an unrestricted current 
path to the opposite voltage pole. The strong 
signal overrides (literally overpowers) the 
pull resistor, which provides a distinct 
change from state to state.

Without a pull resistor, the pin floats. If 
nothing is connected to the pin, then it is 
susceptible to outside interference and will 
flip unpredictably between low and high 
states. Assume your button is connected be-
tween ground and the GPIO pin. When the 
button is pressed, you’ll get a solid low state, 
but there’s no guarantee that the pin will re-
turn to a high state after the button is re-
leased. Enabling the pull-up resistor solves 
the problem.

pyGame setup –  
Lines 45 to 46
Pygame is the graphics library that will pro-
vide images on the HDMI output. Pygame 
provides modules for image files; the draw-

BOARD refers to the pin numbers of the 
GPIO header itself. These numbers will re-
main the same until the physical layout of 
the Raspberry Pi changes. Why use BCM 
numbering over BOARD numbering? In this 
project, it would work just fine either way. 
When you start using special features of the 
processor (UART, SPI, I2C), they are con-
nected to actual processor pins, so using 
BCM numbering makes more sense.

The GPIO.setup function accepts three ar-
guments. The first argument is the pin num-
ber you want to set up. This relies on the 
number mode you decided on earlier. The 
second argument configures the pin as an 
input or an output – whether the pin is “lis-
tening” or “talking.” GPIO.OUT configures a 
pin as an output. It will immediately begin 
actively driving the pin low (also known as 
grounded, 0 volts, off, 0, or false) or high 
(3.3 volts, on, 1, or true). GPIO.IN configures 
the pin as an input. If the pin is an input, 
then you also have to configure the pull di-
rection.

The third argument defines the pull direc-
tion. It is only applicable if the pin is an 
input. When a pin is configured as an input, 
it is “listening” to voltage changes coming 
from whatever is connected to the pin. Set-

01  import pygame

02  import curses

03  import RPi.GPIO as GPIO

04  

05  GPIO.setmode ( GPIO.BCM )

06  GPIO.setup ( 4 , GPIO.IN , pull_up_down=GPIO.PUD_UP )

07  GPIO.setup ( 18 , GPIO.IN , pull_up_down=GPIO.PUD_UP )

08  GPIO.setup ( 22 , GPIO.IN , pull_up_down=GPIO.PUD_UP )

09  GPIO.setup ( 23 , GPIO.IN , pull_up_down=GPIO.PUD_UP )

10  GPIO.setup ( 25 , GPIO.IN , pull_up_down=GPIO.PUD_UP )

11  

12  def showWinner ( winner ):

13     global screen

14     global numbers

15  

16     winner ‑= 1

17     scr een.blit ( numbers [ winner ] [ 0 ] , ( numbers [ 

winner ] [ 1 ] , 0 ) )

18     pygame.display.flip()

19  

20  def reset():

21     global screen

22  

23     screen.fill ( ( 0 , 0 , 0 ) )

24     pygame.display.flip()

25  

26  def getBuzzers():

27     while 1:

28        if GPIO.input ( 4 ) == GPIO.LOW:

29           return 1

30           break

31        if GPIO.input ( 18 ) == GPIO.LOW:

32           return 2

33           break

34        if GPIO.input ( 22 ) == GPIO.LOW:

35           return 3

36           break

37        if GPIO.input ( 23 ) == GPIO.LOW:

38           return 4

39           break

40        if GPIO.input ( 25 ) == GPIO.LOW:

41           return 5

42           break

43  

44  

45  pygame.display.init()

46  screen = pygame.display.set_mode ( ( 1680 , 1050 ) )

47  

48  terminal = curses.initscr()

49  curses.cbreak()

50  terminal.nodelay ( 1 )

51  

LisTing 1: Buzzers in Python
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ing of 2D primitives; image transformations; 
the playing of sound and music files; ac-
cessing webcams, joysticks, and other user 
input devices; and much more. My project 
primarily uses the image and surface func-
tions. The code

pygame.display.init()

initializes the Pygame graphics subsystem. 
The code

screen = pygame.display.set_mode ( U

   ( 1680 , 1050 ) )

sets the size of the graphics surface, the win-
dow, or both and returns a reference to it. If 
the Raspberry Pi is not running the X Win-
dow system, then the full display will be ini-
tialized to the resolution provided. Note that 
the resolution must match the “console reso-
lution” in /boot/config.txt! If you are run-
ning inside of X, then set_mode will default to 

52  terminal.addstr ( 5 , 5 , "Trivia Buzzers and Scoring" )

53  terminal.addstr ( 7 , 5 , "          1 ‑ 5 ‑‑ Show team as buzzed in" )

54  terminal.addstr ( 8 , 5 , "              r ‑‑ Reset buzzers" )

55  terminal.addstr ( 10 , 5 , "             b ‑‑ enable buzzers" )

56  terminal.addstr ( 11 , 5 , "             x ‑‑ Exit (Careful, no confirmation)" )

57  

58  numbers = list()

59  left = 0

60  numbers.append ( ( pygame.image.load ( "numbers_01.jpg" ) , left ) )

61  left += numbers [ 0 ] [ 0 ].get_width()

62  numbers.append ( ( pygame.image.load ( "numbers_02.jpg" ) , left ) )

63  left += numbers [ 1 ] [ 0 ].get_width()

64  numbers.append ( ( pygame.image.load ( "numbers_03.jpg" ) , left ) )

65  left += numbers [ 2 ] [ 0 ].get_width()

66  numbers.append ( ( pygame.image.load ( "numbers_04.jpg" ) , left ) )

67  left += numbers [ 3 ] [ 0 ].get_width()

68  numbers.append ( ( pygame.image.load ( "numbers_05.jpg" ) , left ) )

69  

70  running = True

71  while running == True:

72     choice = terminal.getch ( 12 , 5 )

73     if choice == ‑1: continue

74     if choice == ord ( "1" ):

75        showWinner ( 1 )

76     elif choice == ord ( "2" ):

77        showWinner ( 2 )

78     elif choice == ord ( "3" ):

79        showWinner ( 3 )

80     elif choice == ord ( "4" ):

81        showWinner ( 4 )

82     elif choice == ord ( "5" ):

83        showWinner ( 5 )

84  

85     elif choice == ord ( "b" ):

86        showWinner ( getBuzzers() )

87  

88     elif choice == ord ( "r" ):

89        reset()

90     elif choice == ord ( "x" ):

91        running = False

92  

93  curses.endwin()

LisTing 1: Buzzers in Python (continued)
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pend, and flow control characters retain their 
functionality in this mode. The terminal.node‑
lay function

terminal.nodelay ( 1 )

makes character input commands non-block-
ing. If no key has been pressed when termi‑
nal.getch() is called, then it will immedi-
ately return -1. This allows a main loop to 
maintain other functions or do other tasks 
without freezing while waiting for user 
input.

Note that this function is a function of the 
window rather than curses itself. Curses lets 
you define regions within a text display as 
separate windows. Each window operates in-
dependently and can be configured differ-
ently as well. This functionality allows you 
to have a text input window that waits for 
key presses and echoes them as they are 
printed, along with a separate menu window 
that masks the input and acts immediately 
on key presses, for example.

operator’s menu –  
Lines 52 to 56
The terminal.addstr function is provided 
three arguments:

terminal.addstr ( 5 , 5 , U

   "Trivia Buzzers and Scoring" )

The first two are the (y, x) coordinates where 
you want the text to appear. The third argu-
ment is the text itself. You can also omit the 
coordinates and provide terminal.addstr 
with a string as the only parameter. In this 
case, curses will plot the text at whatever po-
sition the cursor was left after the previous 
curses command. Figure 6 shows the buzzer 
menu running in a terminal.

LoadinG the GraphiCs – 
Lines 58 to 68
The graphics for the public display were cre-
ated in Photoshop. In the future, when the 
buzzers are used again, I can load a new set 
of graphics, and the system will match the 
theme of the current game or contest. In

numbers = list()

left = 0

numbers.append ( ( pygame.image.load ( U

   "numbers_01.jpg" ) , left ) )

left += numbers [ 0 ] [ 0 ].get_width()

numbers is the Python list that stores the 
graphics that will be displayed on the LCD 

a window of the requested size. You can add 
pygame.FULLSCREEN to get a full-screen win-
dow inside X, like this:

screen = pygame.display.set_mode ( U

   ( 1680 , 1050 ) , pygame.FULLSCREEN )

Surfaces are like Pygame’s variables. Any bit-
mapped element is stored as a Pygame sur-
face. Surfaces also provide a set of functions 
to manipulate their contents. A Pygame sur-
face has an origin (0,0) at the upper left cor-
ner and takes whatever dimensions you 
specify. A Pygame surface can be used as 
working space in memory and is not required 
to be on the actual screen to function.

set_mode returns a special surface – the 
screen itself. All of Pygame’s functions can 
access the screen, just like any other surface. 
When pygame.display.flip() is called, the 
contents of the screen surface are copied to 
the framebuffer and appear on the display.

Curses setup –  
Lines 48 to 50
Curses is a library to control character cell 
displays or, colloquially, terminals, which 
these days are most likely to be an xterm in-
side of the X Window system or an SSH con-
nection. Curses dates back to when a Wyse 
VT100 was the terminal of choice. In fact, 
that is where the curses library shows some 
of its best strengths. Behind the scenes, 
curses maintains libraries for every major 
terminal manufacturer and protocol that’s 
ever been created. Regardless of what type of 
physical (or virtual) terminal is displaying 
the software, curses provides a common in-
terface that always functions the same way.

Curses allows you to position text any-
where on the screen by providing a set of co-
ordinates, but there’s one caveat: Curses co-
ordinates are in (y, x) order rather than the 
algebraic (x, y). Keep this in mind when cod-
ing, especially in conjunction with Pygame, 
where coordinates are in the traditional (x, y) 
format. The line

terminal = curses.initscr()

initializes the text display and returns a refer-
ence to the display. This is used for all future 
interactions with curses. The code

curses.cbreak()

disables line buffering and provides each 
character to Python as soon as it is received 
from the keyboard. The interrupt, quit, sus-
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call getch on, in this case, you only have 
one window.

Because I set terminal.nodelay ( 1 ) when 
I initialized curses (line 50), terminal.getch 
will not block (see “About Blocking Inputs” 
for more information). If no key press is 
waiting, then terminal.getch returns ‑1. An 
if statement checks for this:

if choice == ‑1: continue

If there’s nothing to do (i.e., no key press), 
continue sends the loop back to the top. 
Once a key press has been received, the pro-
gram proceeds to the rest of the loop:

if choice == ord ( "1" ):

    showWinner ( 1 )

The remainder of the main loop is a string of 
if/ elif statements that check the key press 
that was received. If it was a number, it calls 
showWinner, which manually shows a winner 
on the contestant’s LCD. This demonstrates 
what the board looks like when someone 

when a winner is deter-
mined. They are stored as 
tuples with the graphic itself 
and the distance from the 
left side of the display.

The left variable saves 
the offset from the left side 
of the screen for each 
graphic. Each offset is calcu-
lated by getting the cumula-
tive width of previously 
loaded graphics. It is up to 
the graphic artist to make 
sure the total width of all 
five number displays is the 
same as the display size. 
The size of each individual 
number, however, is not im-
portant because the soft-
ware calculates offsets as 
the images are loaded.

the main Loop –  
Lines 70 to 91
Once everything is loaded and initialized, the 
main loop runs until the program terminates. 
To begin, set up the loop:

running = True

while running == True:

The running variable is what the while state-
ment will check. Any code or function that 
needs to end the program sets running = 
False; then, the loop terminates on the next 
iteration. Any cleanup code is located below 
the loop, and the program ends. In the code 
in line 72,

choice = terminal.getch ( 12 , 5 )

terminal.getch gets one character from the 
keyboard. The two parameters are the 
screen coordinates where the character is 
printed (if echo is turned on). The coordi-
nates are relative to whichever window you 

Figure 6: The operator’s menu can simulate a player buzz-in, enable the 

buzzers to display a winner, and reset (clear the screen). Exiting is also 

possible, but no confirmation is requested, so the operator is warned on 

the menu.

If an input blocks, then it will not return until it 
receives a character. This is often undesirable 
because your program will be unresponsive. 
Waiting for a keyboard input might not be so 
bad, but the same principal applies to network 
and serial communication. In that case, your 
program will appear to freeze until data arrives.

To solve this problem, programmers use non-
blocking input and integrate input processing 
into the main loop of the program. Handling 

this is just one of the tasks, along with updating 
the screen, checking external inputs, and so on. 
When a key press (or other communication 
data) is received, it’s added to a buffer, and the 
main loop continues to run. Eventually, an “I’m 
done” character (e.g., carriage return) or the ap-
propriate number of bytes will arrive from your 
data source. Once this happens, your program 
can process the entire buffer at once, without 
locking up the user interface.

AbouT bLocking inPuTs
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def is Python’s keyword to define a function. 
Like most other languages, the arguments 
comprise a comma-separated list inside pa-
rentheses.

When a function is initialized in Python, it 
gets its own namespace. The global keyword 
tells Python to look outside of the function 
for each global variable:

global screen

global numbers

Normally, this functionality would be han-
dled with a class, but because of the rapid 
deployment of this project, using globals was 
quicker and easier.

winner is provided by the code calling this 
function. It tells me the player number that 
pressed the button first. The players are num-
bered 1 through 5; however, Python lists start 
numbering at 0, so subtracting 1 “aligns” the 
winner variable with the list:

winner ‑= 1

In the code in line 17,

screen.blit ( U

  numbers [ winner ] [ 0 ] , U

  ( numbers [ winner ] [ 1 ] , 0 ) )

blit is a function of a Pygame surface that 
copies another surface onto its parent, screen 
is a surface, and numbers is the list of surfaces 
and their offsets from the left side of the 
screen defined earlier. blit is provided with 
two arguments. The first argument is the sur-
face to draw. The [ 0 ] in numbers [ winner ] 
[ 0 ] gets the first element of the tuple, where 
I stored the graphic of the team number.

The second argument is the position to use 
when drawing the surface, which is passed 
as a tuple (see the “Python Tuples” box for 
an explanation of tuples). numbers [ winner ] 
[ 1 ] says “get the winning entry from the 
list,” and [ 1 ] gets the second element in 
the tuple, which is the left offset that was 
calculated when the graphic loaded. All of 
that boils down to the x coordinate. I want to 
draw at the top of the window, so I pass 0 as 
the y coordinate.

Line 24 tells Pygame to copy the surface 
screen to the framebuffer, which makes the 
graphics appear on screen:

pygame.display.flip()

In this case, it’s only a single blit; however, in 
a larger project, you would perform all of your 

buzzes in and provides a manual backup in 
case of hardware problems.

If the user presses b (line 85) then showWin‑
ner is called again. Instead of passing a spe-
cific number, it also calls the getBuzzers 
function, which watches for changes in the 
GPIO (the contestant’s buzzers). getBuzzers 
won’t return (it blocks) until one of the con-
testant’s buttons is pressed. When a contes-
tant buzzes in, her number is passed to show‑
Winner, which displays the winner on the 
contestant’s LCD.

Pressing r (line 88) resets the system. This 
step clears the screen on the contestant’s 
LCD, but b must be pressed before the buzz-
ers will respond again. Pressing x (line 90) 
sets running to False. This represents the last 
elif in the chain, so when the loop recycles 
it will check and find running no longer to be 
true and will exit. Cleanup code located 
below the loop runs, and then the program 
ends normally.

CLeanup – Line 93
It’s very important to call curses.endwin() 
when you’re done with curses. If you don’t 
(or if the program crashes), your terminal 
may be left in an unusual state – echo dis-
abled, strange colors, or worse. With the use 
of curses.endwin(), you restore your terminal 
to whatever state it was in when you 
launched the program. If your terminal still 
isn’t right, you can type reset at a shell 
prompt (even if you can’t see characters ap-
pearing in the terminal) and press Enter. 
After a few seconds, you should get a new 
prompt, and everything should be back to 
normal.

On the Pygame side of the house, there’s 
not much to do. Pygame cleans up after itself 
when it sees that your program is ending. It 
will close the graphics window (if there is 
one) and uninitialize all of its modules.

Pygame does provide pygame.quit(), but its 
use is recommended only when you’ve fin-
ished with your graphics needs but want the 
remainder of your program to continue run-
ning. This might be the case when using 
Pygame to plot graphs or show pictures but 
the program is otherwise widget or console 
based.

the showwinner 
FunCtion – Lines 12 to 18
The showWinner function is called once a win-
ner is determined. It draws the winner on the 
public (graphics) screen:

def showWinner ( winner ):

Python lets you define tuples by 
surrounding sets of data in pa-
rentheses. This approach is typi-
cally used for data that has mul-
tiple parts. Here are a few exam-
ples:

coordinate = ( x , y )

color = ( red , green , blue )

card = ( "Ace" , "Spades" )

Pygame uses tuples extensively 
to pass coordinates, colors, rect-
angles, screen regions, and user 
input values, just to name a few. 
Tuples can have as many ele-
ments as you like. Square brack-
ets after a tuple name will re-
trieve the requested element of 
a tuple. In the above example, 
coordinate [ 0 ] will retrieve the 
x value, color [ 1 ] will retrieve 
the green value, and card [ 1 ] 
will retrieve Spades.

PyThon TuPLes
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facing graphical screen and a meaningful 
menu for the operator that doesn’t affect the 
main screen.

the operator’s 
perspeCtive
To operate the system, the operator presses b 
on the iPad to enable the buttons. The soft-
ware locks into a loop until one of the but-
tons is pressed. Once a button is pressed, the 
appropriate number appears on the LCD 
screen. The operator can press r to reset the 
system, which will clear the screen, and then 
press b when it’s time for the next question. 
The numbers 1 through 5 are available as a 
backup to the actual buttons. If a problem 
arises with the hardware, the buzzer opera-
tor can watch contestants hit the buttons and 
press the appropriate player’s number, which 
manually controls the LCD.

pitFaLLs and Future 
improvements
The biggest pitfall encountered in the entire 
project was that the controlling iPad couldn’t 
see the Raspberry Pi over the building’s 
WiFi. I quickly solved this problem by giving 
the Pi its own WiFi router. Beyond that, the 
system operated smoothly throughout the 
event. Nevertheless, I’ve identified a few 
changes that I’d like to make.

Before using the buzzers again, I will prob-
ably make a few improvements/ upgrades to 
the software. Modifying the getBuzzers func-
tion to also watch for a key press would 
make it possible to disable the buzzers with-
out waiting for an actual button press. A 
timer here would also give contestants a set 
amount of time to answer. It has also been 
requested that the order of player buzz-ins 
beyond the first also be displayed.

I will probably also update the numbers 
array so that it holds a full coordinate rather 
than just an x offset. Then, the team graphics 
can be plotted anywhere on screen. Convert-
ing all of the functions to a buzzer class has 
also crossed my mind.

ConCLusion
Geekfest at Central Texas College and the 
Mayborn Science Theater allows people to let 
their inner geeks out to play. It’s a place 
where superfans of book and movie trivia 
can run wild, and playing a trivia game 
against other fans is one way to share the ex-
perience. The fact that the technology behind 
the games is showcased as much as the 
games themselves makes the event all the 
more memorable.  ● ● ●

blits, drawing, and other screen processing 
and then call pygame.display.flip()once.

the reset FunCtion – 
Lines 20 to 24
The reset function clears the contestant’s 
LCD when the game is done with the buzzer 
result. def, global, and pygame.display.flip 
work the same as above, so the only new 
command is fill:

screen.fill ( ( 0 , 0 , 0 ) )

fill is a function of a surface that makes the 
entire surface the provided color. The one ar-
gument is an RGB color provided as a tuple. 
Once the surface is filled, I flip the display 
and the screen is empty!

the Getbuzzers FunCtion – 
Lines 26 to 42
The getBuzzers function watches the GPIO 
pins in a continuous loop. Once a button is 
pressed, the function returns the number of 
the player that buzzed in first. The line

while 1:

is Python syntax for “do this forever.” Like 
any other loop, it can be escaped by using 
the break command.

Each if statement is identical except for 
the GPIO pin it is checking and the number it 
returns (if applicable). GPIO.input accepts a 
single argument, which is the pin from 
which to get a value:

if GPIO.input ( 4 ) == GPIO.LOW:

   return 1

   break

GPIO.LOW is a constant. If GPIO.input is equal to 
GPIO.LOW, then the pin is currently grounded. 
In my case, that means the button is pressed. 
Once that happens, return 1 returns the 
player number, and break exits the while loop. 
(See the “Python and Indents” box for more 
about Python syntax.)

puttinG it aLL toGether
Pygame, curses, and RPi.GPIO are all good 
candidates for a project like this because they 
play well with others. Each library accesses 
its own resources and, in the case of Pygame 
and curses, provides utilities to run an event 
loop. At the same time, though, neither event 
loop is required.

The combination of Pygame and curses 
also allows two distinct interfaces: a public-

Whereas languages like C and 
JavaScript use { } to separate 
code blocks, Python uses inden-
tation and leading whitespace. 
This means that whitespace in 
Python is significant, and multi-
ple spaces are not the same as a 
tab, even if they occupy the 
same amount of screen real es-
tate. Consider the following:

a = 0

while a < 10:

   a = a + 1

   print a

print "I counted to 10!"

The last print statement is at the 
same indent level as the while, 
so it won’t run until the loop is 
complete. It works the same 
way for function definitions, 
classes, and if/ then/ else. If a Py-
thon line ends with a colon, then 
any following lines must be in-
dented until you reach the end 
of the function, loop, etc.

PyThon And 
indenTs

[1]  RPi.GPIO:  
http://  code.  google.  com/  p/ 
 raspberry‑gpio‑python/

[2]  Pygame: www.  pygame.  org

[3]  Curses for Python:  
http://  docs.  python.  org/  2/ 
 library/  curses.  html

[4]  Python: www.  python.  org

[5]  GPIO pin-out: www.rasp‑
berry‑pi‑geek.com/howto/
GPIO‑Pin‑Out
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