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Challenge A: Laying Out Your 
Interface 
Unity contains an awful lot of windows and learning how to manage them is critical 
for being productive. Thankfully, you can save each of your layouts, then reload 
them at the press of button. 

This is a great way to save time so that you aren’t having to recreate your workflow 
for each specific task.  

Part 1: Building an Animation Layout 
In this challenge, I’ve created layout that you may want to use while working with 
animations. Here’s what it should look like: 

 

To start this challenge, create a new project and call it: MyLayout. Once you have 
your new project open, starting organizing your views. 

The first colum should contain your Scene view and an Animator view just 
underneath. 

The second column will contain you Hierachy view, and underneath that, an 
animation view. (The animation view is quite different from the Animator view. 
You’ll learn about both later in this series). 
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The third colum should just contain your Project Browser view. The Project Browser 
view defaults to a two column layout. In this challenge, change it to a column 
layout. 

Finally, the last column will be your Inspector view. 

Once you have your new layout, save it by pressing the Layer button. 

 

The select, Save Layout. Give it the name: AnimationLayout. 

Congratulations! You have your first saved layout. 

Keep in mind that you can delete individual layouts as well and if you ever get 
overwhelmed with all of your layouts, you can simply revert to Unity’s factory based 
settings, which will delete all of them. 

 


