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Guide to creating a Wire Armature

1. Cut a length of wire to 
build your character’s 
armature. To ensure the 
armature is sturdy and 
holds together well, it is 
best to make the whole 
skeleton from one piece 
of wire. 
 
Start off with a long 
piece of wire to make 
sure you have enough 
for the character. 
Remember, you will be 
twisting the wire double 
to strengthen it and your 
armature will lose some 
height in this process.

2. Bend your length of wire 
in half, creating a loop 
at one end of the wire. 
This loop will provide the 
skull for your character’s 
skeleton.

3. Holding the two pieces 
of wire together, gently 
twist the the looped end, 
winding the wire together 
to create the character’s 
neck. The two free pieces 
of wire will be bent to 
create the arms and legs 
for your character. 

4. Loop both pieces of 
wire up and over on 
themselves, creating 
two new loops that 
can be twisted for your 
armature’s legs and feet.
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5. Next, loop the final two 
ends of the wire in on 
themselves to create 
your character’s arms 
and hands. 

6. Holding the end of each 
loop, twist the wire 
until you have created 
one strong piece for 
the armature’s arms. 
Make sure you leave 
a loop at each end to 
create definition for your 
character’s hands. 

7. Repeat this process for the 
character’s legs and feet. 
If your character is top 
heavy or you are going to 
be using heavy material 
(such as modelling clay) to 
complete your character, 
it is a good idea to leave 
as big a loop as possible 
for the feet. This will give 
the feet a greater surface 
area and your model 
with have a better centre 
of gravity. Bend the 
hoops you have made 
for the character’s 
feet so that they are 
horizontal and can  

support your 
armature’s 
weight.

8. Now your armature is 
complete, you might like to 
add a few finishing touches 
to help them move more 
easily and more naturally 
when you animate.  
 
A good tip is to tape 
small heavy objects such 
as nuts, bolts or screws 
to the feet to weigh the 
armature down. You could 
also use magnets to make 
your character stick to the 
set when animating. 
 
Finally, you might like to 
mould air-drying clay, 

tin foil or polystyrene 
around your 
character at their 
hips, shoulders, 

elbows and knee joints. 
This can add definition 

and help your armature 
to achieve a more 
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