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Introduction 
This document specifies the design for a prototype of the game こけし紀行 (KOKESHI KIKŌ). 
Henceforth, within this document the game will simply be referred to as Kokeshi Kikō.  

Its scope is such that it can be used as a guide for the designer and developer, Ryan Goward, as 
well as a reference document for future contractors like artists, musicians, programmers, voice 
talent as well as prospective publishers or clients etc. 

It will be updated and informed by user feedback, testing and iteration. 

High Concept 
Kokeshi Kikō is a 3D Iyasheki* game with puzzle platforming elements that serves as a partial 
adaptation of the 17th century travel journal “The Narrow Road to the Deep North” by Matsuo 
Basho. 

Think A Short Hike meets Animal Crossing! 

 
Figure 1: Left is A Short Hike (Adam Gryu, 2019), Right Animal Crossing: New Horizons (Nintendo EPD, 2020) 

Game Engine 
This project will be made using the Unity game engine. Specifically, Unity Version 2020.2.7f1, 
there are no plans to update engine over the course of development unless a critical error is 
found which can only be fixed with an update in engine. 

Tools 
Documentation  

• Microsoft Office Suite 2020 
 

Game Engine  
• Unity 2020.2.7f1 
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Game Engine 
Plugins 

 
• Cinemachine 
• Febucci’s Text Animator 
• Lean Tween 
• Text Mesh Pro 
• Snap Shot Shader Pro 
• Yarn Spinner 

 
Programming  

• Visual Studio Basic 
 

Art Pipeline  
• Adobe Photoshop 2020 
• Adobe Illustrator 2020 
• Substance Painter 2020.1.2 
• Autodesk Maya 2020 
• Adobe Color (web based) 

 
Project Management  

• Microsoft Teams 
 

 

Prototype 
Given that this is tied into my honours project, a prototype will need to be created within a three-
month period. Due to also working on the dissertation as well as experiencing adverse effects of 
the COVID-19 pandemic, certain concession will need to be made to development scope. To this 
end, a shortened ‘proof of concept’ protype will be developed that will demonstrate the core 
gameplay loop. 

Adaptation 
An important element of this game is that it is an adaptation of a pre-existing piece of literature, 
and there are multiple factors that influenced this decision.  

Honours Project 

This project has its origins in my University Honours Dissertation – “Understanding How To 
Make The Everyday Magical by Learning From Japanese Designers” a research piece that looks 
into Japanese creatives and how the native religious practice of Shintoism has influence their 
work and granted them an aptitude for magical design. 
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During my research for this dissertation, I became interested in Basho’s travel journal, 
specifically the section that discusses his journey through Yamagata and the Dewa mountain 
range. This section is deeply linked with spirituality and topics I was trying to research during my 
writing. To this end, I elected to try and adapt this section of the travel journal into a playable 
experience as part of the project. 

The Narrow Road 

I was interested in adapting the part of the project which features a journey up the Dewa 
Sanzan*. However, a section of this journey is taken on Mount Yudono and following tradition it 
is forbidden to speak of or in any way recount of the experience that one had on the mountain. 
Basho stays true to this tradition in his work and does not recount any experiences in the journal. 
I did not want to infringe on this tradition in any way, especially being an outsider creating a 
piece of work around a foreign culture, so I decided that for my game I would simplify things 
and loosely adapt this section into a more abstract interpretation of this section of the journal. 
Instead of a game about ascending a whole mountain range it would be a game about 
ascending a singular fictional mountain. 

The Haiku* 

The goal was still to retain the haiku from Basho throughout the gameplay segments, but the 
project was much larger in scope than just Basho and his works. I decided to look to other 
Japanese creatives and see how they have adapted haiku into further work. 

It has been said that the intent of haiku was always to be complimented by visual imagery, and 
one of the best interpretations I’ve seen of this was the 1999 film My Neighbours The Yamadas, 
written and directed by Isao Takahata and animated by Studio Ghibli. This film takes haiku and 
adapts them into animated shorts before concluding with a reading of the source haiku – 
including several of those by Basho. I was inspired to do the same, try and take select haiku and 
interoperate them into sections of gameplay before concluding with the source poem narrated in 
Japanese. 

The Kokeshi 

Great consideration was given how to present the narrative, both stylistic and technical aspects 
had to be considered. Given the brief development time for the initial protype and the fact this 
was a solo project the game couldn’t be too technically advanced. Yet it was still important that 
the game has a diverse cast of characters as well as a changing landscape for the mountain 
ascent 

After careful consideration it was decided that the game would take on a wood-block aesthetic 
and use traditional Kokeshi dolls as the player characters. This served two purposes.  
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Firstly, it was stylistically unique and a celebration of northern Japanese arts and culture. Kokeshi 
come from northern Japan and were traditionally sold as souvenirs at Onsen* which could have 
deep ties to Shintoism* and ritual purity.  

Secondly, it was advantageous from a technical perspective. The game could be made using 
basic geometry that was very low in poly count, using the ‘hand carved’ wooden look as a way to 
hide simple geometry. Basic swapping of textures or colours could also make the assets easily 
adaptable for different environments of the mountain. The characters also could be very basic, 
no requirements for complex models, rigs, animations, etc. 

 

The Final Game 

In summary, it was concluded that the adaptation would work as follows: 

 

• It was best to not take a direct retelling of the work, instead approach it in the manner of 
adapting various Haiku from the source text into gameplay scenarios. Each scenario 
would end with the source Haiku being read aloud by a Japanese native, with English 
subtitles provided. 
 

• These scenarios would then be strung together into a narrative about ascending a 
fictitious mountain. To give the player a goal, it was decided that the object of the game 
is to reach an Onsen which is located atop the mountain. This both motivates the player 
and pays respect to the heritage of the Kokeshi. 
 
 

• Kokeshi were chosen as the tool to tell the narrative as they have a deep connection to 
the heart of the project, offered a unique visual style, and would allow for quick, easy 
and less intensive workflow than other art styles. Attention would be given not just to the 
aesthetics, but also how playing as a Kokeshi could be a fun experience in and of itself.  

Character Controller 
The target audience of this game sits around the casual gamer area, so the focus is not to create 
a complex or challenging character controller, rather a simple controller that is just fun to use. 

As this game sees the player controlling a doll in a 3D environment, this inherently introduces 
some difficulties as 3D spaces can be more difficult to navigate for non-gamers than 2D spaces. 
To help the player orient themselves, the character controller will follow a very simple control 
scheme and set of rules. 
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Figure 2: Player controller diagram 

The two major actions that can be performed in this game are moving the player and 
speaking/interacting with other characters or objects respectively.  

The character can only be moved in four directions on 2 axes. The ability to jump has been 
omitted as it would serve no purpose and is inherently more difficult to design around and get 
casual players to become comfortable with. If there is ever a need for the player to ascend 
vertically then the level design will provide gradual ramps or other such means. 

The core game feel of the controller should be that the player feels like they are pushing around 
a wooden doll. The important and unique gimmick of this game is incorporating this character 
into the environment with physics. If the player reaches a cliff or sudden drop in elevation, then 
should the doll should behave exactly as one would expect of a doll being pushed over a steep 
edge – it will tumble forward and fall. 

Having a doll that obeys pre-defined rules and expectations of the player is the best way to get a 
non-gamer comfortable with controlling this new thing for them as soon as possible. 

All objects that can be interacted/spoken with will have an obvious UI prompt presented to the 
player, so they must merely press a singular button to start the interaction. 

A variety of button presses has been provided for each action as although a controller is an 
easier interface than say a mouse or keyboard, the many inputs can still be overwhelming to a 
non-gamer. Having multiple keys bound to an action ensures that the player is more likely to do 
what they want and to find a comfortable input setup that works for them. 
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Looking forward, this would also simplify the porting of this game to it’s ideal platform of the 
Nintendo switch as a singular joycon could be used to control the entire game. 

Structure of Levels 
Kokeshi Kikō will consist of four main sections. Each section will serve to break the mountain 
ascent up into four unique areas, each section with its own unique Haiku. The number four has 
been chosen due to the fact that a common theme in Haiku writing as that the author should 
allude to one of the four seasons of the year. 

Each section of the game will signify a different season, elevation on the mountain, and time of 
day. Appropriate Basho Haiku will be chosen to fit each section. The breakdown is as follows: 

1. Mountain base (Prototype level) 

COMPLETION TIME 5 Minutes 
SEASON SPRING 

TIME OF DAY DAYBREAK 
SOUND SCAPE Soft marimba and harp music, Faint wind 

 

This will be the area the player begins their journey in. It will set the scene for the 
coming assent. The season of spring and time of day daybreak have been paired here as 
they both mark the beginning. 

2. First ascent 

COMPLETION TIME 10 Minutes 
SEASON SUMMER 

TIME OF DAY HIGH-NOON 
SOUND SCAPE Wildlife and bugs, soft melodic harp music 

 

True verticality will be introduced in this section. Summer and high-noon have been 
chosen as these are the most ‘lively’ season and time of day respectively. The mountain 
starts to show its abundance of nature. The player should feel building excitement with 
some difficulty thrown in. 

3. Final push 

COMPLETION TIME 10 Minutes 
SEASON AUTUMN 

TIME OF DAY SUNSET 
SOUND SCAPE Crunchy autumn leaves, with melodic marimba music 
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At this point in the journey, the exhaustion is starting to set in. Just like how the leaves 
wither in autumn, or the sun slowly starts to set, this section marks the beginning of the 
end. Here, nature can be more harsh and the player starts the see allusions of the 
coming wintery peak but with the glorious colours of autumn/sunset mixed in. 

4. Summit/Onsen 

COMPLETION TIME 5 Minutes 
SEASON WINTER 

TIME OF DAY NIGHT 
SOUND SCAPE ‘Ice’ music using xylophone and chimes, harsh wind 

 

Finally, the destination is reached. The player feels their progression, winter and the 
night have truly set in. Things are at an end, and facing off against the final rugged trials 
of the mountain the player can finally make it to their goal – the Onsen. 

 

Figure 3: Initial sketch detailing the thought process of the game's development. 

Level One – Mountain Base 
Level Haiku 

As previously stated, each area is adapted around a haiku. The chosen haiku for this section is as 
follows: 

雲の峰いくつ崩れて月の山 

 

KUMO NO MINE IKUTSU KUZURETE TSUKI NO YAMA 

 

How many columns of clouds had risen and crumbled, I wonder 

before the silent moon rose over the moon mountain (Gassan).* 
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*Translation by Nobuyuki Yuasa 

This haiku was chosen as the topic concerns itself over the contemplation of a mountain, and the 
moon that will soon rise over said mountain. This seemed appropriate as the player is 
contemplating their journey up the mountain, which upon their arrival at the summit, will be 
bathed in moonlight. 

The motifs of crumbling are taken as the centre piece of this levels challenge, in the form of a 
crumbling bridge that finds itself at the centre of the level. The visual imagery of the columns are 
also very important, so a focus of the level will be creating 'column-like’ visuals using the trees 
and other environmental elements. 

Gameplay Script 

The first level is broken up into four states, the following graph indicates them as such: 

 

Figure 4: Overview of a flowchat, detailing the flow of the first level. 

1. Start 

The player starts in small forest section at the base of the mountain. The area is divided into two 
sections by a small stream with an old wooden bridge. On the side that the player starts, there 
are two NPCs, Togatta and Kodama. On the other side of the river there is a singular NPC, 
Sakunami. At the far side of the forest is a Torii* gate, crossing this gate is the objective of the 
level. 

Area NPCs: 

TOGATTA 
Greets player with friendly 

introduction 
 

Establishes tone and atmosphere 

KODAMA 
Can be interacted with but only 

displays a short memo telling the 
player that now is not the time to 

speak. 

SAKUNAMI 
 

UNAVAILABLE 
 

 

Interactables Present: Toro Lantern, Bridge, Bush, Mushroom 

 
2. Bridge damage 
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Once the player begins to cross the bridge, pieces will gradually fall off until the player reaches 
half way. The player can continue past the half way point, or return backwards off the bridge. 

This state exists because some reluctant players may not wish to cross the bridge once they see 
pieces falling. 

Area NPCs: 

TOGATTA 
Togatta will remark to the player that 
the slight damage is nothing to worry 

about and the player should keep 
pushing forward. 

 

KODAMA 
Can be interacted with but only 

displays a short memo telling the 
player that now is still not the time to 

speak. 

 

SAKUNAMI 
 

UNAVAILABLE 
 

 

Interactables Present: Toro Lantern, Bridge, Bush, Mushroom 

 

3. Bridge break 

Once the player crosses the half-way point of the old bridge, then it will fully collapse into little 
pieces leaving the player unable to cross to the other side and progress with the level. 

At this point the only viable option is to back track and speak with Kodama, who will then build a 
new bridge. 

Area NPCs: 

TOGATTA 
Togatta is distraught at the fact the 
bridge is gone, but not mad at the 
player. They will remark that maybe 
'the forest can help' nudging the 

player towards Kodama. 

KODAMA 
Kodama will finally speak. Kodama 
remarks that they will rebuild the 
bridge for the sake of the forest 

people. After which, a nearby tree will 
fall and create a new bridge. 

SAKUNAMI 
 

UNAVAILABLE 
 

 

Interactables Present: Toro Lantern, Bridge, Bush, Mushroom 

 
4. Bridge fix 

After speaking with Kodama then a nearby tree will fall and rebuild the bridge for the player to 
cross, at this point the player is fully able to move around the level and cross over to the exit or 
explore the remaining area to their heart's content.  

When the player wishes to leave, they must only cross through the Torii which will cause the 
level's haiku to play and the level to end. 

 



Kokeshi Kikō, GDD Version 1.2  April 2021 
 

12 
 
 

Area NPCs: 

TOGATTA 
Is thankful for the new bridge and 

bids the player to have a safe rest of a 
journey on the mountain. 

KODAMA 
Kodama goes back to being inactive 
to the player, only displaying a short 

info piece. 

SAKUNAMI 
The player can finally interact with 

Sakunami who will then make smart 
comments about the situation that 

infolded in front of their eyes. 
 

Interactables Present: Toro Lantern, Bridge, Bush, Mushroom 

 

Level Layout 

This is a map of the level laid out in the gameplay script above. Each character and key location 
is denoted with a specific marker. 

 

Figure 5: Map of the first level including a key for all the important sections. 

  

 

Visual Style – Characters 
Thanks to consultation with Yasuhiro Satou, the specific outlines for the game have been set as 
follows: 

Each NPC should take on the appearance of one of Japan’s traditional Dento Kokeshi* 
There are eleven of such designs, each with their own silhouette and guidelines for the 
pattern.  
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Figure 6: A map that details the various Dento Kokekshi styles throughout Japan. 

To serve as an outline for all the dolls that need created, the creation of the Togatta* doll shall be 
documented here. The Togatta doll was chosen in honour of Satou-san as he is from Togatta and 
there for the dolls are his speciality. 

Togatta Kokeshi: 

1. Silhouette 

This style of figure is one of the easiest to create as the body and head follow simple forms with 
little to no variation. Dolls should be created with as little polygons as possible, through visual 
shaders and the distance of the camera, there is no requirement for ultra-detailed models. As 
these dolls may also have physics enacted on them in engine it is important they remain as 
simple as possible. 

The corpus should be fully unwrapped as the body will have unique and asymmetrical designs 
painted upon them. The heads are usually symmetrical, and the faces are a visual highlight, so in 
this case the heads will only be half unwrapped and mirrored to ensure maximum performance 
and detail.  
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Figure 7: a 3D model of a Togatta Kokeshi that was developed for the prototype. 

2. Colour Scheme 

The paints used on the dolls usually follow specific colour patterns and styles, artistic exceptions 
are always made, however for the case of Togatta dolls the main schemes is always red, green 
and black. Different woods also take on different colours, and some are waxed while others are 
not.  

The following colour scheme was chosen for use with the Togatta Kokeshi: 

 

Figure 8: The colour scheme for the Kokeshi, created with adobe color. 
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3. Textures 

After experimenting with trying to get the right textures for the body of the doll, I was struggling 
with finding a digital brush or method in Substance to create the look of the traditional Sumi ink* 

It was decided that instead of trying to find a way of recreating the look, I should try and make 
my own way. To this end I resorted to making a custom asset library by painting a variety of 
designs and patterns using authentic inks and brushes as scanning them digitally. This library will 
be used for the texture creation of all dolls in the project. An important detail is to sign the base 
of the Kokeshi with my signature. Although these are digitial dolls, they are still Kokeshi so this 
important step can’t be forgotten. 

 

Figure 9: Images documenting the pipeline of the creation of custom stamps and brushes for use in substance painter. 

  



Kokeshi Kikō, GDD Version 1.2  April 2021 
 

16 
 
 

 

4. Finished doll 

 

Figure 10: A completed Togatta Kokeshi for the prototype. 
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Visual Style – Environment 
Level One: 

1. References 

As discussed in the adaptation segment, the local is loosely based off of the Dewa Sanzan. 
Although it is forbidden to speak of or share one’s experience from one of the mountains, the 
other two are fair game to recount tales of and share pictures. 

 

Figure 11: A mood board showcasing the various views of Mt. Haguro, the first level's inspiration. 

This level would be based off of Mt. Haguro. Famous for its strikingly tall trees and a gorgeous 
traditional bridge, I wanted to try and incorporate these visual elements into the level. I have 
previously discussed how I wanted to use the bridge and trees when adapting the haiku so the 
only challenge left was translating this real world location into a local for wooden children’s toys. 
Kokeshi only exist as dolls, craftspeople do not create environments for them, so it was important 
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to try and interoperate the environment in a style that matched the aesthetics of the game. This 
being said, many kid’s woodblock toy sets exist, so reference was taken from them.  

 

Figure 12: A mood board of various wood block toys made for children. 

2. Geometry 

Much like the doll’s geometry, the goal should be creating assets that are low in poly count and 
convey the core shape. Given that things are supposed to look like they are hand carved from 
wood, this style should be used to ‘hide crimes’ and make ultra-simplistic geometry. Again, seen 
as parts of the environment may infrequently have physics enacted upon them, any savings that 
can be made now are vital. 

2a.   Trees 

From both the reference imagine, and the intention to have the trees take on the role of the 
‘columns’ in this section, careful consideration was given into how the trees should be 
presented. Using shape theory from Molly Bang’s 1991 book “Picture This” I made an effort to 
create a multitude of design concepts for the trees in the area.  

 

Figure 13: A collection of images from Molly Bang's "Picture This" 
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Figure 14: Sketches I made when designing the visual shape and silhouette of the trees. 

 

Figure 15: 3D mock-ups I made when designing the visual shape and silhouette of the trees. 

3. Colour Scheme 

As the dolls and environment are deeply connected, the same colour schemes could be shared, 
this would be important for areas like the red bridge. It would give them dolls and environment a 
sense of truly being part of a single set.  

However, the doll scheme does not account for many colours of nature, so an additional colour 
palette was created that would work in tandem with the characters while also expanding the 
environment.  
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Figure 16Figure 7: The colour scheme for the environment, created with adobe color. 

4. Textures 

For the sake of the pipeline as well as performance, there is no need for each individual object 
to have it’s own unique texture unless absolutely necessary. To this end, objects will share as 
many texture sheets as possible. Given that the environment will also be made up of copy 
pasting assets, this will truly help with performance enhancements throughout. 

 

Figure 17: Various completed art assets for the prototype. 

5. Finished Environment 

As this section serves as a guide on how to construct future environment sections, bellow is an 
image of the above planned level constructed out of the final assets made for this prototype. 
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Figure 18: Completely constructed level for the prototype. 

Haiku 

 

Figure 19: Various designs for the Haiku 

When displaying the haiku at the end of the level, it is envisioned that the text would appear on 
screen between the struts of the torii gate, written in it’s native Japanese with the English 
translation below. 

Looking forward, it would be ideal if the game could feature authentic hand drawn scans of the 
poem, as the process of turning traditional poems into pieces of calligraphic art is an important 
aspect of haiku writing in and of itself. However for this project a pre-existing font will have to 
suffice that mimics hand drawn kanji. The font chosen for this job is Aoyagireisyosimo, a 
comemrcially free font. 
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Visual Style – UI 
Different sections of development had to pre prioritized given the short development time. The 
UI is an important part of the game as it is how the player views the dialogue and interacts with 
the world.  

For the dialogue UI, I made custom assets in Adobe Illustrator. I wanted them to have a ‘hand 
painted’ feel like the rest of the game. I used a custom shader inside unity to give the UI an 
animated ‘sketchy’ feel to the UI. The font I used is “Cat Cafe” which is free for commercial use. 

 

Figure 20: UI mock assets and colour palette 

Other sections of UI like menus are currently out of scope for the project’s development time, 
however in future I would like to completely overhaul the UI and create more appropriate assets. 

Audio Style 
Currently as it stands, this project does not have the scope for any in-depth audio work. All audio 
will be placeholder with foley taken from the SONNISS GDC audio libraries. Going forward the 
project would look to find a audio designer and composer. 

Ideally the composer would be a Japanese native that could lend authentic and culturally 
appropriate music to the project. 

Accessibility Design 
As it stands, the game does not feature many accessibility options. 

One of my major concerns is the custom font and shaky effect that are utilized in displaying the 
UI. One of the first, future, accessibility options I will be adding is the option to remove all 
movement from the UI as well as change the fonts to “Open Dyslexia”.  
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I would also like to change the control system to utilize Unity’s new Input System, so that I can 
diversify the control schemes and make it possible to fully customize your control layout from 
within the game. This will not only make the game more comfortable but more accessible. 

Kokeshi Kikō aims to improve accessibility to non-gamers by using design principles defined by 
Toru Iwatani, to help reach a wider audience. One of the major features that will be looked at for 
future development of this game and document is accessible design. 

Audience 
This game is targeted towards a casual audience. It is not intended for “core gamers”. It is 
intended to be designed for anyone of any age or gender. By using non-human, cheerful and 
colourful characters and environments it wishes to appeal to a wide variety of audiences. 

The control scheme is simplified to be playable by anyone of any age or experience with games. 
Given that this is a 3D game, some experience would be ideal, however the game aught also to 
be easy enough for someone to pick up rapidly. Initially, although the game will only be 
available via the PC marketplace Ithc.io, with the intent to later distribute a full version on 
platforms like the Nintendo e-shop, this game should find a casual market there. 

Platform 
The initial goal of this project is to develop a prototype for windows PCs, the product is intended 
to be released by the online market place Itch.io for free. Further development would see the full 
game focusing on a release on the Nintendo Switch platform as well as other home console 
devices if necessary.  

A mobile version is not planned. A Mac version is not planned. 

Glossary 
Dento Kokeshi -- 伝統 (でんとう) Means tradition or traditional, Dento Kokeshi are dolls that 
follow the traditional guides and patterns of the original dolls. There are 11 variants of Dento 
Kokeshi overall, one for each area of northern Japan where the dolls were originally created. 

Dewa Sanzan – The Dewa Sanzan or ‘three mountains of Dewa’ refers to the three sacred 
mountains of Mount Haguro, Mount Gassan and Mount Yudono, which are clustered together in 
the ancient province of Dewa (modern-day Yamagata Prefecture). Holy to the Japanese Shinto 
religion and especially the mountain ascetic cult of Shugendo, Dewa Sanzan are a popular 
pilgrimage site visited by many, including famed haiku poet Matsuo Bashō. The Haguro Five-
story Pagoda is a recognised national treasure of Japan. 

Haiku - 俳句(はいく) is a type of short form poetry originally from Japan. Traditional Japanese 
haiku consist of three phrases that contain a kireji, or "cutting word",17 on (phonetic units similar 
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to syllables) in a 5, 7, 5 pattern, and a kigo, or seasonal reference. Similar poems that do not 
adhere to these rules are generally classified as senryū. 

Iyashikei - 癒し系(いやしけい) is a genre specific to Japanese works, primarily manga and 
anime. It is a sub-genre of slice of life, portraying characters living out peaceful lives in calming 
environments, and is intended to have a healing effect on the audience. The word iyashikei 
could mean "healing type" or just "healing" in Japanese. 

Kokeshi - こけし Are simple wooden Japanese dolls with no arms or legs that have been crafted 
for more than 150 years as a toy for children. Originally from the northeastern region of Japan, 
they are handmade from wood, having a simple trunk and head with a few thin, painted lines to 
define the face. The body often has floral and/or ring designs painted in red, black, and 
sometimes green, purple, blue, or yellow inks, and covered with a layer of wax. One 
characteristic of kokeshi dolls is their lack of arms or legs. Since the 1950s, kokeshi makers have 
signed their work, usually on the bottom and sometimes on the back. 

Onsen - 温泉(おんせん) Traditional Japanese Hot springs 

Shinto(ism) - 神道（かみのみち）Native religious practice of Japan that centres around the 
veneration of Kami. Kami are best described as anything that is venerated in the religious practice 
of Shintoism. 

Sumi Ink  – Traditional east Asian ink. 

Togatta – A town in the prefecture of Miyagi, Japan. 

Torii - 鳥居(とりい) is a traditional Japanese gate most commonly found at the entrance of or 
within a Shinto shrine, where it symbolically marks the transition from the mundane to the sacred. 
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