
How to make a medium
resolution tree in blender

I choose the magnificent 
Ash, Fraxinus excelsior. 
About 15 m high. Notice the 
general flow of shape. This is 
different for different species 
of trees.

Now make a cylinder in 
Blender. 12 divisions. 
Radius 0.4 m. Go to edit 
mode (tab) and divide the 
verticals to nice squares 
(ctrl-R, roll up).

Select the bottom face, 
menu-Faces-Poke Faces. 
Select the middle point 
and press “o”.



Press S and scale and roll 
the mouse wheel until you 
get a nice taper.

Extrude (e), scale (s) and 
position (g-z) some roots. 
Repeat according to 
taste.

Go to edit mode. Extrude 
a few more times from 
the top face.
Since the reference has a 
double trunk the next 
step will be to split the 
trunk nicely. 

Go to sculpt mode. Turn 
symmery off. Use the 
draw tool to make it a 
bit more natural.



Split the top face with 
the knife (k)

Select the mid-edge and 
rip vertices (V). There is 
now some damage to 
repair.

Select the vertices in the 
crack. Bind them 
together (f). 

Select and merge (alt-m) 
the vertices we didn’t 
want to rip.

Subdivide the three edges 
with two cuts. Edge-
Subdivide. The cuts are 
easier to see in vertex 
select mode.

Select four vertices at a 
time and make faces (f). 
There should be six new 
faces.



Select one of the top 
faces and press shift-alt s 
(Mesh-Transform-To 
Sphere) and make it a bit 
rounder.

Now it should look 
something like this. 
Repeat extruding and 
dividing until you have 
something like this.

Terminate each branch by 
merging the points (alt-
m). 
Now go to sculpt mode 
and use the grab (g) tool 
to make it a bit more 
natural.

Extrude some knobs here 
and there, inspired by the 
reference image.



Go to edit mode, turn on 
transparency and select 
and duplicate (shift-d) a 
nice branch.

Scale it down and place it 
somewhere nice. Make 
sure it penetrates the 
trunk. Move the 3-d 
cusor to the base. Change 
pivot point to 3d-cursor.
Now bend it with shift-w. 
It may require some 
experimentation and 
scaling. Repeat a lot, until 
it looks something like 
this.
Add a subdivision 
modifier.



Now we will create a 
little twig as a new 
object. Add a square. 
Goto edit mode. Delete 
one point. Goto top view.
Extrude vertices to a 
simple branching pattern, 
inspired by the reference 
image.

Select all and extrude a 
little to the side. Add a 
“solidify” modifier and 
adjust the thickness so 
the twig has a square 
cross-section. Then 
“apply”. Use the shift-w 
in edit mode to bend it to 
a twiggy shape.Place the 3d-cursor at 

the end and make it the 
origin. (Object-Set 
Origin-3D cursor).
Make three more similar 
twigs. Place them in a 
collection called “Twigs”.



Now we will create a 
simple leaf as a new 
object. Add a square. 
Goto edit mode. Goto top 
view. Extrude one edge 
twice then bend it a bit.
Use the 3D-cursor to 
place the origin like this.
Make 4 copes and place 
them in a leaf collection.

Assign a new material 
the leaves . Name it “Leaf 
1”.

Create a 1k PNG similar 
to this in Gimp or 
something and call it 
AshLeaves

Goto UV editing. Load the 
“AshLeaves” image. Select 
Leaf1, goto edit mode, 
select all (a), unwrap (u). 

Drag the vertices until it 
looks like this:
Repeat for all the four 
leaves.



Select Twig1 and add a 
particle system. Settings 
like this:
 and some weight 
painting should give you 
this:

“Convert” the particle system in 
the modifier  shelf and inactivate 
the particle system (TV & Cam 
icon off), select the twig and its 
leaves and join them (ctrl-j). 
Repeat for all the twigs. repeat 
for all the twigs.



Now select Trunk and 
Weight paint like this: 
Particle settings like this:

Looks a bit like a tree!
Now for texturing. Leaves 
first.



Now select Leaf1 and the 
material. Make a shader 
like this

Now select Trunk and the 
material. Make a shader 
like this



Choose a HDRI 
background and press 
F12 and perhaps you see 
something like this.
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