


Drawing Polygons
Level 3 - Java 



Introduction

With the invention of domestic computers followed 
arts’ progression into the digital age. 

The ability to create digital art with ease has 
increased art’s accessibility and flexibility and 
has revolutionized the graphical design and 
animation industries.

One way in which digital art is implemented is in 
the use of creating road signs – by creating them 
digitally, its easy to make many identical copies 
of the same design!

At Play



Task

The town of ‘JavaVille’ has built some new 
roads, but, as there are no road signs, people 
keep crashing! 

You have been tasked with designing some 
street signs to help control the flow of 
traffic!



What it will look like…

For this example, we are 
going to design a STOP 
sign.

Once you are used to 
drawing the basic shapes, 
feel free to get creative 
and design your own!



Before You Start…

Create a new Java project. If you are not sure 
what steps to take, use the Intro To Java 
resource.

Have your IDE file system set up in the 
following way:

https://docs.google.com/presentation/d/1RXdgbP2qJbFF4FKw8mm3ztz2fSyA4e2D/edit?usp=sharing&ouid=108258217855744158084&rtpof=true&sd=true


Note on Errors

Java is slightly more complex than Python – with more complexity, 
comes more possibility! But also more potential errors.

Hovering over red underlined code often shows a list of possible 
solutions.

For example, if you 
get an error such as 
‘this package is not 
accessible’, hover 
over your code and 
select the following.



Process

The program should:

✔ Create a window and a canvas that we can 
draw shapes on

✔ Draw basic shapes

✔ Add colour and text to the sign



Step 1
Import external libraries and create window

First, we import Java 
packages that help us 
create our window. 

We then create a 
‘RoadSigns’ class 
and add a main 

method which is an 
entry point to start 
the execution of a 

program.

Here we initialise 
our window, setting 
its size and giving 

it a title.



Step 2
Create a subroutine to draw shapes…

Inside of our RoadSigns class, we are going to create a 
subroutine where we will draw some shapes.



Step 3
Drawing some shapes…

To create the hexagonal shape of the stop sign, create an 
instance of the Polygon() object. We can then use a FOR loop 

to add new points to the polygon using some maths.

Don’t worry too much about how this works, but feel free to 
experiment with it and see what happens!



Step 4
Adding some details

Make a second Polygon, but this time make it slightly 
smaller. This will simulate the sign having a white border.



Step 5
Adding even mores details…

Finally, we want to add some text to our sign. Create an 
instance of the Graphics2D class. We will use this to draw 

some white text to the screen.



What it will look like when run…



Conclusion

Well done! Now hopefully JavaVille won't have as many 
traffic jams. However, this is only one sign. 

Could you experiment and research ways to draw different 
shapes? How could you draw a circular, triangular or 
rectangular sign?

• Learning outcomes:

✔ Create a GUI based application

✔ Use subroutines

✔ Use FOR loops to draw shapes

✔ Experiment with colours and designs to create 
your own road sign



Links to everyday life… 

Understanding the importance 
of programming and its 
relationship to creating 

repeatable designs

Being able to 
create original 
designs and be 

creative

Experimenting 
with code and 

learning how to 
solve problems 
using code! 

At Play



Congratulations!
You have created a polygon program in Java!


