
RPG Maker MZ Plugin 

Achievement System Plugin Ver.1.2.0 

1. Overview 
This plugin implements an achievement system in your game. 
You can configure the name, description, category, image or icon, progress conditions, 
completion conditions, rewards, and other settings for each achievement. 

 The Achievement screen can be displayed from the title screen and the main menu. 

 You can unlock a specified achievement using a plugin command. 

 Achievement checks can be triggered by variable changes, switch changes, gold 

obtained, item/weapon/armor acquisition, enemy defeats, level ups, battle start, victory, 

escape, or party defeat. 

 Progress gauges, achievement completion rate, unlock date and time, and rewards can 

be displayed. 

 The extension plugin NUUN_AchievementIndicator can display an Achievement 

Unlocked notification. 

2. Installation 
1. Place NUUN_AchievementSystem.js in the project's js/plugins folder. 

2. Enable NUUN_AchievementSystem in the Plugin Manager. 

3. To use achievement notifications, also add NUUN_AchievementIndicator.js and place it 

below the main plugin in the Plugin Manager. 

4. Configure [Achievement settings] and [Achievement category settings]. 

Achievement unlock data is saved to data/AchievementSystem.json. If the file does not exist, 
the plugin starts with the initial achievement data. 

 

3. Basic Settings 
Setting Description 
Achievement settings Registers the achievements used in the game. For each achievement, 

you can configure its name, description, category, completion 
conditions, progress, image or icon, rewards, and other settings. 

Achievement category settings Registers the categories displayed on the achievement screen. You 
can specify an identifier and display name for each category and 
classify achievements into categories such as Story, Battle, and 
Collection. 

Achievements unlocked variable Specifies the game variable used to store the total number of 
unlocked achievements. Set to 0 to disable this feature. 

Show achievement in menu Specifies whether to display a command for opening the achievement 
screen in the menu. 

Show achievement on title Specifies whether to display a command for opening the achievement 
screen on the title screen. 

Achievement command name Specifies the name of the achievement command displayed on the 
menu and title screens. 

 

  



4. Registering Achievements 
Setting Trigger timing 
Identifier Specifies an optional name used to identify the achievement. It can be used 

instead of the achievement setting list ID in plugin commands and other 
settings. 

Category symbol Specifies the category to which the achievement belongs. Enter the same 
string as the Identifier specified in Achievement Category Settings. 

Achievement name Specifies the name of the achievement. It is displayed in the achievement 
list, details window, achievement unlock notifications, and other locations. 

Achievement text Specifies the description of the achievement. Enter the text displayed to the 
player, such as the achievement requirements or details. 

Achievement trigger timing Specifies when the achievement unlock condition is checked. Multiple 
timings can be specified. 

 

5. Achievement Trigger Timing 
Setting Trigger timing 
None No automatic check is performed. Use a plugin command or another method to 

check the achievement. 
Variable change When the specified progress variable changes. 
Switch change When the specified judgment switch changes. 
Gold obtained When gold is obtained. 
Item obtained When an item is obtained. 
Weapon obtained When a weapon is obtained. 
Armor obtained When armor is obtained. 
Enemy defeated When an enemy is defeated. 
Skill/Item Use When a skill or item is used 

Level up When an actor levels up. 
Battle start When a battle starts. 
Victory When the party wins a battle. 
Escape When the party escapes from battle. 
Party defeated When the party is defeated. 
 

If [Achievement check common event] is specified, the plugin does not perform the 

unlock check directly at that timing. Instead, the specified common event is reserved. 

Configure the achievement unlock process inside the common event. 

  



6. Progress and Completion Conditions 
Setting Description 
Show progress gauge Displays a gauge showing the achievement's progress in the 

achievement details. 
Show progress as percentage Displays the current progress as a percentage (%) instead of the current 

value / maximum value. 
Maximum progress Specifies the target progress value required to unlock the achievement. 

The progress condition is met when the value of the Progress Variable 
or Progress Evaluation Formula is equal to or greater than this value. 

Progress variable Uses the value of the specified game variable as the achievement's 
progress value. The condition is met when the variable's value is equal 
to or greater than the Maximum Progress. 

Progress evaluation formula Uses a JavaScript evaluation formula to obtain the achievement's 
progress value. The condition is met when the evaluation result is equal 
to or greater than the Maximum Progress. 

Switch Specifies the game switch used as an achievement completion 
condition. The condition is met when the specified switch is ON. 

 

If [Progress Variable], [Progress Evaluation Formula], and [Switch] are set at the same 

time, the achievement is unlocked when all specified conditions are met. 

 

7. Configuration Examples 
Unlocking a Story Achievement with a Switch 
 Achievement trigger timing: Switch change. 

 Switch: The switch used for the relevant story progression. 

Unlocking when a variable reaches 100 
 Achievement trigger timing: Variable change. 

 Maximum progress: 100 

 Progress variable: The target game variable. 

Checking the current value with JavaScript 
Example progress evaluation formula:$gameParty.gold() 

If Maximum progress is set to 10000, the condition is met when the party has 10,000 

gold or more at the time of the check. 

Unlocking after winning a battle for the first time 
 Achievement trigger timing: Victory 

 Maximum progress: 1 

 Example progress evaluation formula: $gameSystem._winCount 

Unlocking after collecting all medals 
 Achievement trigger timing: Item obtained (not required if <Achievement:achievementId> is set 

in the target item's Note field) 

 Maximum progress: Any value 

 Example progress evaluation formula: achievement.statisticsGainItems[itemId] 

  



Unlocking After Opening 50 Treasure Chests 
 Achievement trigger timing: Variable change. 

 Progress variable: The target game variable 

 Maximum progress: 50 

Event Setup 

Use the event command [Control Variables] to add to the game variable specified as the Progress 

variable. 

If Achievement trigger timing is set to [Variable change], the achievement check is automatically 

performed when the specified variable changes. 

8. Achievement Unlock Checks Using Note Tags 
You can enter the following tag in the Notes field of items, weapons, and armors. 
<AchievementGainItem:achievementId> 

When an item, weapon, or armor with this tag is obtained, the specified achievement is 

checked for unlocking. Specify the list ID or identifier from the Achievement Settings 

for achievementId. 

 

You can enter the following tag in the Notes field of items and skills. 
<AchievementUseItem:achievementId> 

When an item or skill with this tag is used, the specified achievement is checked for 

unlocking. 

Specify the list ID or identifier from the Achievement Settings for achievementId. 

 
<AchievementApplyItem:achievementId> 

When an item or skill with this tag is used and its effect is applied, the plugin checks 

whether the achievement with the specified ID can be unlocked. 

For achievementId, specify either the list ID or the identifier from the Achievement 

settings. 

 
Enemy Notes 
<AchievementDefeatEnemy:achievementId> 
Checks the unlock condition for the specified achievement ID when an enemy with this tag is 
defeated. 
achievementId: Specifies the list ID or identifier from the Achievement Settings. 

9. Locked Achievements 
Setting Description 
Locked achievement text Specifies the text displayed instead of the achievement text when 

viewing a locked achievement in the details window. 
Locked achievement display name Specifies the name displayed instead of the achievement name 

when the achievement name is hidden. If left blank, "?" is displayed. 
Secret locked achievements Hides the achievement name until the achievement is unlocked. 

When enabled, the name specified in [Locked Achievement Display 
Name] is displayed while the achievement is locked. 

Hide locked achievements Hides the achievement from the achievement list until it is unlocked. 
Once unlocked, the achievement will appear in the achievement list. 

  



10. Achievement Images and Icons 
Setting Description 
Locked achievement image Specifies the image displayed for locked achievements when 

[Achievement Image Mode] is set to [Image]. 
Unlocked achievement image Specifies the image displayed for unlocked achievements when 

[Achievement Image Mode] is set to [Image]. If left blank, the [Locked 
Achievement Image] is used. 

Locked achievement icon Specifies the icon displayed for locked achievements when 
[Achievement Image Mode] is set to [Icon]. 

Unlocked achievement icon Specifies the icon displayed for unlocked achievements when 
[Achievement Image Mode] is set to [Icon]. If left blank, the [Locked 
Achievement Icon] is used. 

Achievement Image Mode Specifies how achievement images or icons are displayed. 
[Icon] 

Displays the specified icon from the RPG Maker MZ icon set. 
[Image] 

Displays the image specified for each achievement. The display width of 
the image can be limited by [Maximum Image Width]. 
[None] 

Does not display achievement images or icons. 

 

11. Actions and Rewards on Achievement 

Completion 
Setting Description 
Achievement completion common event Reserves the specified common event when the achievement 

is unlocked for the first time. 
Gold reward Grants the specified amount of gold when the achievement is 

unlocked. 
Item rewards Grants each specified item when the achievement is unlocked. 
Weapon rewards Grants each specified weapon when the achievement is 

unlocked. 
Armor rewards Grants each specified armor when the achievement is 

unlocked. 
Reward text Specifies the heading displayed in the reward section of the 

achievement details window. 
 

Because the same achievement can only be unlocked once, the completion common 

event, notification, and rewards are executed only on the first unlock. 

 
  



When specifying multiple items, configure them as follows. 

 

12. Category Settings 
Setting Description 
Identifier Specifies a name used to identify the category. Enter the same string as the [Category 

Symbol] in the achievement settings to assign the achievement to this category. A 
category with all specified displays all achievements. 

Category name Specifies the name displayed in the category window on the achievement screen. 
 

Achievements are categorized by matching the Category symbol in the achievement 

settings with the Identifier in the category settings. 

  



13. Window and Display Settings 
Setting Description 
Category Window Configures the X coordinate, Y coordinate, width, transparency, number 

of columns, and number of rows of the category window. 

Show category achievement 
count 

Displays the number of unlocked achievements and total achievements 
next to the category name. 
Hide                     Show 

 
Category achievement count 
width 

Specifies the string used to calculate the display width of the category 
achievement count. 

Achievement window Specifies the X and Y coordinates, width, height, and transparency for 
the window that displays the achievement list. 

Achievement Item Height Specifies the height of each item in the Achievement window. 

Completion rate window Specifies the X and Y coordinates, width, and transparency for the 
window that displays the achievement completion rate. 

Achievement details window Specifies the width, number of rows, and transparency for the window 
that displays details of the selected achievement. The minimum number 
of rows is 4. 

Statistics gauge Specifies the colors for the left and right sides of the achievement 
completion rate gauge. 

Progress gauge Specifies the colors for the left and right sides of the achievement 
progress gauge. 

Decimal places Specifies the number of decimal places displayed when completion 
rates and progress rates are shown as percentages (%). 

Date and time format Specifies the display format for the date and time when an achievement 
was unlocked. Select from Default, Japanese Date, Japanese Era, U.S. 
Format, or U.K. Format. 

Include Hidden Achievements in 
Statistics 

Specifies whether achievements with [Hide Locked Achievement] 
enabled are included in statistics such as the achievement completion 
rate. 

 

14.Background Image 
Setting Description 

Background Image Specifies the background image displayed on the achievement screen. If a 
scroll speed is configured, the background image scrolls. 

Background Image 2 Specifies an image displayed between the background image and each 
window. 

Background Size Mode Fits the background image size to the UI. This setting is disabled when 
background scrolling is configured. 

Horizontal Scroll Speed Specifies the horizontal scroll speed of the background image. Positive 
values scroll right; negative values scroll left. 

Vertical Scroll Speed 
Specifies the vertical scroll speed of the background image. Positive values 
scroll down; negative values scroll up. 

 
  



15. Achievement List Window Content Background 

Image 
Specifies the background image displayed for each achievement item in the achievement 
list window. 
You can specify separate background images for the normal state and for the currently 
selected achievement. If no focus image is specified, the default cursor is displayed. 
Setting Description 
Single Image Displays the image at its original size. 

3-Slice Image Divides the image into three sections (left, center, and right) and stretches 
the center section to fit the width of the achievement item. 

9-Slice Image Divides the image into nine sections and stretches the edges and center to 
fit the size of the achievement item while preserving the four corners. 

If the width or height of achievement items may vary, using a 3-Slice Image or 9-Slice Image 
allows the frame design to be displayed without distortion. 

16. Details Window 
 The number of rows in the window can be set to a minimum of 4. If set to 4 rows, rewards will 

not be displayed. 

 The details window is displayed in the center of the screen. 

 

17. Plugin Commands 
Command Description 
Show Achievement Window Opens the achievement screen. 

Achievement Unlock Check 

Checks the conditions of the specified achievement and 
unlocks it if the conditions are met. For Achievement 
Setting ID, specify a list ID or identifier. If the ID is left 
blank, all achievements are checked. 

Clear Achievements 
Clears unlock data for the specified achievement. For 
Achievement Setting ID, specify a list ID or identifier. If 
the ID is left blank, all achievements are cleared. 

Achievement Unlock Check (Store in Switch) 
Checks whether the specified achievement has been 
unlocked and stores the result in the specified switch. 

 



18. Reference Parameters for Evaluation Formulas 
v: Game variables  Example：v[6] Value of variable 6 

system: $gameSystem 

achievement: $gameSystem.achievementSystem 

achievement.statisticsGainGold — Total amount of gold obtained 

achievement.statisticsGainItems[itemId] — Total number of the specified item obtained 

achievement.statisticsGainWeapons[itemId] — Total number of the specified weapon 

obtained 

achievement.statisticsGainArmors[itemId] — Total number of the specified armor 

obtained 

19. For Developers 
To perform an achievement unlock check, use the following code: 

NuunAchievementSystemManager.achievementUnlockId(achievementId) 
Argument 
achievementId: Specifies the list ID or identifier from the Achievement Settings. 

20. Notes 
 Achievement unlock processing is not performed during Battle Test. 

 The Identifier is used as a key for identifying saved achievement data. Be careful when changing 

it after the game has already been released or save data has been created. 

When [Achievement check common event] is specified, configure the achievement 

unlock process inside the common event. 

  



Terms of Use  
Credit: Optional 
Commercial Use: Allowed 
Adult Content: Allowed 
Modifications: Allowed 
Redistribution: Not allowed, even with modifications 
Support is not available for unofficial distribution or modified versions. 

 

Log 
10/4/2026 Ver.1.2.0 
Added the ability to specify an image for the content background of the achievement list 
window. 
Added a fix for an issue where the cursor and window positions could become misaligned 
when returning to the achievement list window after going back to the category selection. 
10/2/2026 Ver.1.1.1 
Added the ability to check for achievement unlocks when a specific enemy is defeated. 
9/21/2026 Ver.1.1.0 
Added the ability to display the number of unlocked achievements and total achievements 
for each category. 
9/20/2026 Ver.1.0.3 
Added the ability to specify the height of each item in the achievement list window. 
9/19/2026 Ver.1.0.2 
Added and revised processing related to applying Nuun_AchievementItemContents. 
9/13/2026 Ver.1.0.1 
Added the ability to check all achievements for unlocking when no ID is specified in the 
Check Achievement Unlock command. 
9/12/2026 Ver.1.0.0 
First edition. 

 

  



RPG Maker MZ Plugin 

Achievement Unlocked Indicator Ver.1.0.0 

1. Overview 
NUUN_AchievementIndicator is an extension plugin that requires 

NUUN_AchievementSystem. It displays an Achievement Unlocked notification on the 

map screen or battle screen when an achievement is unlocked. 

 
Setting Description 

Indicator Width Specifies the width of the achievement unlocked indicator. Default: 
360. 

Indicator Height 
Specifies the height of the achievement unlocked indicator. Set to 0 
for one line of height. 

Transparent Window Specifies whether the achievement unlocked indicator window 
background is transparent. 

Achievement Unlocked Text Specifies the text displayed with the achievement name when an 
achievement is unlocked. Default: "Achievement Unlocked". 

Margin 
Specifies the spacing between indicators when multiple 
achievement unlocked indicators are displayed at the same time. 
Default: 16. 

Maximum Notifications 
Specifies the maximum number of achievement unlocked indicators 
that can be displayed on screen at the same time. Set to 0 to 
calculate it automatically from the screen size. 

Easing Duration (Frames) Specifies the easing duration in frames when the indicator moves 
onto or off the screen. Default: 30 frames. 

Display Duration (Frames) Specifies how long the indicator remains stationary on screen, in 
frames. Default: 120 frames. 

Achievement Unlocked SE Specifies the SE played when the achievement unlocked indicator is 
displayed. You can specify the SE file, volume, pitch, and pan. 

Image File 
Specifies an optional image displayed in the achievement unlocked 
indicator. By making the window background transparent, the image 
can be used as a custom notification background. 

Image Relative Coordinates X / Y Adjusts the display position of the image specified in [Image File] 
relative to the indicator's base position. 

Indicator Display Position 
Specifies whether achievement unlocked indicators appear from the 
bottom or top of the screen. 

Achievement Unlocked Text X 
Coordinate 

Specifies the relative X coordinate of the achievement unlocked text. 

Achievement Unlocked Text Y 
Coordinate 

Specifies the relative Y coordinate of the achievement unlocked text. 

Achievement Name Y Coordinate Specifies the relative Y coordinate of the achievement name. 

Achievement Name Font Size 
Specifies the achievement name font size in the indicator as an 
offset from the main font size. 

 

  



Terms of Use  
Credit: Optional 

Commercial Use: Allowed 

Adult Content: Allowed 

Modifications: Allowed 

Redistribution: Not allowed, even with modifications 

Support is not available for unofficial distribution or modified versions. 

 

Log 
9/19/2026Ver.1.1.0 
Added the ability to display achievement unlocked indicators from the top or bottom of the screen. 
Fixed automatic calculation of the maximum number of notifications so that the configured indicator 

height is taken into account. 

9/17/2026 Ver.1.0.1 
Added the ability to specify the achievement name font size. 
Added the ability to specify the achievement unlocked indicator height. 
Added the ability to specify the X/Y coordinates of the achievement unlocked text. 
Added the ability to specify the Y coordinate of the achievement name. 

9/12/2026 Ver.1.0.0 

First edition. 

  



RPG Maker MZ Plugin 

Achievement Contents Display Customization Ver.1.0.1 

1. Overview 
This is an extension plugin that requires NUUN_AchievementSystem. 
You can customize the contents displayed in the achievement list and achievement details window. 

2. Installation 
1. Place NUUN_AchievementItemContents.js in your project's js/plugins folder. 

2. Enable NUUN_AchievementItemContents in the Plugin Manager and register it below 

NUUN_AchievementSystem. 

 

3. Basic Settings 
Setting Description 
Achievement List Contents 
Settings 

Specifies the items and layout displayed in the achievement list. 

Achievement List Contents Max 
Columns 

Specifies the maximum number of columns for achievement list 
contents. Default: 1. 

Unlocked Achievement 
Description Width (Achievement 
List) 

Specifies the width of the achievement description after unlocking 
in the achievement list. Set to 0 to use the item or gauge width. Text 
that exceeds the specified width will automatically wrap to the next 
line. 

Achievement Details Contents 
Settings 

Specifies the items and layout displayed in the achievement details 
window. 

Achievement Details Contents 
Max Columns 

Specifies the maximum number of columns for achievement details 
contents. Default: 1. 

Achievement Details Window 
Rows 

Specifies the number of rows in the Achievement Details window. 
When this setting is used, the Achievement Details Window Rows 
setting in NUUN_AchievementSystem is ignored. 

Unlocked Achievement 
Description Width (Achievement 
Details) 

Specifies the width of the achievement description after unlocking 
in the achievement details. Set to 0 to use the item or gauge width. 
Text that exceeds the specified width will automatically wrap to the 
next line. 

  



4. Display Items 
Select the contents to display in the achievement list or achievement details from [Display Item]. 

Symbols such as (x) and (y) shown in item names indicate the settings used by that item. 
Display Item Description 
None Displays nothing. 

Name Only Displays an arbitrary name. 

Achievement 
Image 

Displays the image configured for the achievement. Achievement Image Mode is 
ignored. 

Achievement Icon Displays the icon configured for the achievement. Achievement Image Mode is 
ignored. 

Achievement 
Name 

Displays the achievement name. 

Achievement 
Description 

Displays the achievement description. 

Achievement 
Unlocked Date 

Displays the date and time the achievement was unlocked. 

Progress Gauge Displays the achievement progress gauge. 

Rewards Displays the rewards configured for the achievement. 

Image Displays an arbitrary image. 

Fill Fills the area with the specified color. 

Line Displays a horizontal line. 

 

5. Display Position and Format 
Item Description 

X Display Column Position (x) Specifies the column position where the item is displayed. 

Y Display Row Position (y) Specifies the row position where the item is displayed. 

X Coordinate (Relative) (xc) Specifies the relative X coordinate based on the X display column 
position. 

Y Coordinate (Relative) (yc) Specifies the relative Y coordinate based on the Y display row position. 

Item/Gauge Width (iw) Specifies the width of the item or gauge. Set to 0 for the default width. 

Item Name Width (sw) Specifies the width of the item name. Set to 0 for the default width. 

Name (pn) Specifies the name displayed when [Name Only] is selected. 

Item Name Color (sc) Specifies the color used for item names and similar text. A color code 
can be entered in the Text tab. 

Alignment (a) Specifies text alignment: left, right, or center. 

Item Display Mode (w) When the maximum number of columns is 2 or more, specifies whether 
the item uses 1-column or 2-column display. 

Font Size (fs) Specifies the font size as an offset from the main font size. 

Item Name Font (ff) Specifies the font used for item names and similar text. 

Value Font (vf) Specifies the font used for numeric values. 

Show Only After Unlock (lk) When enabled, displays the item only after the achievement has been 
unlocked. 

Opacity (o) Specifies the opacity of images and filled areas. 

6. Image Settings 
Item Description 

Image (im) Specifies the image file displayed when [Image] is selected. 

Image Height (h) Specifies the display height of the image. Set to 0 to use the image's 
original height. 

Display in Grayscale (gs) Displays this item in grayscale when the achievement has not yet been 
unlocked. 

 

  



Terms of Use 
Credit: Optional 
Commercial Use: Allowed 
Adult Content: Allowed 
Modifications: For private use only 
Redistribution: Not allowed, including modified versions 
Support is not available for downloads from unofficial distribution sites or for modified versions. 

 

Update History 
9/19/2026 Ver.1.0.0 
First release. 

 


