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Maurycy Zarzycki 

Game sources sale 
Reference document for Retrocade.net and Mauft.com game releases. 
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Disclaimer 

I kindly ask you to not distribute this document or use anything that you find in it for 

your own benefit or your own projects. 
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INTRODUCTORY INFORMATION 

WHAT IS THIS DOCUMENT ABOUT 
This document contains all information which I deemed necessary for people interesting in buying doc-

umented sources of all the games I have developed so far. 

CONTENT OF THIS DOCUMENT 
After this page you will find descriptions of every game I am offering for sale, a couple of notes about it, 

link to play, screenshot and some suggestions about possible future expansions of the games. 

CONTACT 
¶ Maurycy Zarzycki 

¶ Mail: maurycy.zarzycki@mauft.com 

¶ Skype: maurycy.zarzycki 

¶ MSN: skell@tlen.pl 

¶ Phone: +48.514-988-584 

I live in Poland, GMT +1, current time: www.timeanddate.com/worldclock/city.html?n=496  

PURCHASING 
Please contact me by any of the means specified above providing me with information of which game 

sources you are interested in. In a week I will prepare the sources for you and then the payment can be 
done via PayPal. I will send the sources only after I receive the payment. 

Should you want to buy more than one game source at a time I believe I can come up with some inter-
esting bulk offers. 

There is a reason for the prices being so low: I am slowly leaving the flash games industry, but I don’t 
want to put the years of work to waste. 

CODE  SAMPLES 
If you are interested in code samples of any of the games I can send you up to three files which best 

show how the code in the given game looks. 

LICENSE 
When buying the sources you will have to agree to these terms: 

1. You will not redistribute the sources for free; 

2. You will not resell the sources for a prices less than twice what you bought them for, and only after 
some substantial changes; 

3. You agree that you are not the sole owner of the rights to the sources, and other buyers have the 
same amount of rights to them;  

mailto:maurycy.zarzycki@mauft.com
mailto:skell@tlen.pl
http://www.timeanddate.com/worldclock/city.html?n=496
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 RELEASED GAMES 

GALAGIAN 
http://www.newgrounds.com/portal/view/467636 

Galagian is a survival space shooter. There are 42 
stages, 13 enemies and 14 weapon levels. After you 
complete all stages you are moved back to the first 
wave, though all enemies become stronger, faster 
and much more deadly. This continues until game 
over. 

This game combines elements of a classic vertical 
shmup with bullet hell games which makes it a very 
challenging experience. There are two difficulty 
modes, Easy and Hard, with the latter being the in-
tended one. On Easy enemies take fewer hits and 
are less aggressive, but all the points awarded to the 
player are divided by 10. 

Source Code information  

Because it is one of the first flash games I ever developed, the Source Code can be a bit harder to un-
derstand. Nevertheless it was refactored, commented, documented and a text file is available which de-
scribes, more or less, how some parts of the engine work with each other. The whole game was coded in 
pure AS3. 

Extension ideas  

1. New enemies; 

2. Survival mode, where stages are generated randomly; 

3. Powerups in the Deluxe Galaga/Warblade style; 

4. Hurry Up ship; 

5. Random environmental elements other than asteroids, for example: A black hole forms somewhere 
on the stage and devours everything that comes too close; 

6. Cash and shop instead of fixed-interval upgrades and, taking one step from that, microtransactions; 

Popularity  

Newgrounds score: 4.13 / 5.00; 

Newgrounds views: 14,294; 

Average review score: 8.6 / 10; 

Despite low stats, Galagian sold twice as many site-locked licenses as all other games together. 

Price  

1. With levels and assets: $200.00; 

2. Without levels and assets: $100.00; 

  

http://www.newgrounds.com/portal/view/467636
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MAUFT MINI GAMES: TRAPDOORER 
http://www.newgrounds.com/portal/view/464278 

MMG: Trapdoorer is a minimalistic game - you move 
player around the screen using a mouse, and whenever it 
leaves a tile, the tile is destroyed. There are 12 levels and 
5 types of floor. 

The level editor was made with BlitzMax but it would 
be easy to adapt the game to work with OGMO Editor or 
DAME. 

Source Code information  

Because of the minimalistic nature of this game, the 
code is also rather simple. The whole game is coded in a 
pure AS3. 

Extension ideas  

1. More block types; 

2. New levels; 

3. Keyboard controls; 

4. The game could be easily rereleased with a new graphics and/or levelset; 

Popularity  

Newgrounds score: 3.85 / 5.00; 

Newgrounds views: 4,280; 

Average review score: 7.8 / 10; 

Mochi ads impressions: 33,134; 

Price  

1. With levels and assets: $70.00; 

2. Without levels and assets: $40.00; 

  

http://www.newgrounds.com/portal/view/464278
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SQUARIO 
Squario 1: http://www.newgrounds.com/portal/view/472009 

Squario 2: http://www.newgrounds.com/portal/view/574089 

Squario is, more or less, Super Mario 
Bros clone. Some of the features are dif-
ferent: physics, there is only one power up 
level, no shortcut pipes, and some enemies 
behave a little bit differently. 

Source Code information  

This is the first project I have made in 
Flash and thus the source code is a real 
mess at some places. Nevertheless it was 
cleaned and refactored as much as possi-
ble, commented and a text file explains, 
more or less, how everything works. 

Due to the sponsorship of the game, 
only two levels will be included. 

There is a level editor written in Blitz-
Max, but it would be easy to adapt the 
game to OGMO Editor or DAME. 

Extension ideas  

1. Additional power ups; 

2. New enemies; 

3. Changing the physics 

4. Releasing the game with new levels; 

Popularity  

Newgrounds score: 3.48 / 5.00; 

Newgrounds views: 33,679 

Average review score: 5.3 / 10; 

Mochi ads impressions for Squario 2: 1,310,864; 

Despite such low scores, this is the game which gave me most ad impressions and had most page views. 

Price  

1. With assets: $250.00 (Squario 1), $350 (Squario 2); 

2. Without levels and assets: $150.00;  

http://www.newgrounds.com/portal/view/472009
http://www.newgrounds.com/portal/view/574089


7 | P a g e 
 

SCRIBBLAND 
http://www.newgrounds.com/portal/view/520402 

Scribbland is a peculiar plat-
former game, in which you use only 
one key. When that key (which can 
be Left Mouse Button or any other 
key on the keyboard) is held, player 
moves forward, and when it is re-
leased, he jumps. This can be com-
bined to jump forward (quick click 
and hold). 

The game features 20 levels and 
4 distinct enemies. 

Source Code information  

The game is made in a .FLA, but 
most of the game logic is stored in 
external files. 

Game is coded with lots of 
thought put into the process and, should be easy to expand (for example adding new elements or ene-
mies). 

Big resolution makes it unfeasible to add scrolling, but if it was scaled down it wouldn’t be a problem. 

Level edition is done in the .FLA, and a document explaining how it is done is available.  

Extension ideas  

1. New enemies; 

2. Primarily new levels with new graphics; 

Popularity  

Newgrounds score: 3.44 / 5.00; 

Newgrounds views: 162,328 

Average review score: 7.1 / 10; 

The game has been featured on Newgrounds front page for a good couple of days. 

Price  

1. With assets: $400.00; 

2. Without levels and assets: $150.00;  

http://www.newgrounds.com/portal/view/520402
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ASTEROIDASE 
http://www.newgrounds.com/portal/view/527648 

Asteroidase is a minimalistic sur-
vival arcade game. You control a 
spache shit with four drilling droids 
constantly flying around it. The score 
is constantly increased, but keeping 
the drillers inside asteroids improves 
the rate at which score is added. 

The asteroids are constantly ap-
pearing from the right side of the 
screen, more and more. 

Source Code information  

The game is coded in .FLA with 
most of the game logic in separate AS 
files. The engine is very simple and 
very easy to extend. 

Extension ideas  

1. Shooting; 

2. Different types of asteroids; 

3. Power ups (Shield, increase multiplier speed, additional points); 

Popularity  

Newgrounds score: 3.70 / 5.00; 

Newgrounds views: 2,866; 

Average review score: 7.3 / 10; 

Mochiads impressions: 9,656; 

I have never actively promoted and distributed this game and thus (adding the really simple premise) is 
a reason for this very small coverage. 

Price  

1. With assets: $60.00; 

  

http://www.newgrounds.com/portal/view/527648
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PLATFORMEYE 
http://www.newgrounds.com/portal/view/527880 

Platformeye is a simple platformer 
which instead of trying to be overly chal-
lenging tries to be calming and relaxing. 
There is an infinite amount of lives in the 
game, 20 levels and 4 types of enemies. 
The objective is to collect all bubbles and 
reach the exit. 

Source Code information  

The whole game is coded in a single 
.FLA file. The movie clips are sorted in 
folders and there is a document available 
describing how the code is structured. 

Extension ideas  

1. Scrolling and bigger levels; 

2. Some kind of philosophical ele-
ment (good and evil bubbles, and 
depending on how many and which were collected there is a different ending); 

3. Rerelease of the game with improved and more varied graphics and new levels, something akin to 
Knytt Stories in terms of theme; 

Popularity  

Newgrounds score: 3.66 / 5.00; 

Newgrounds views: 2,200; 

Average review score: 8.0 / 10; 

Mochiads impressions: 425,934; 

Price  

1. With levels and assets: $120.00; 

2. Without levels and assets: $80.00;  

http://www.newgrounds.com/portal/view/527880
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SKETCHER (2 &  3)  
Sketcher 2: http://www.newgrounds.com/portal/view/532879 

Sketcher 3: http://www.newgrounds.com/portal/view/575425 

Sketcher is a computer version of the 
classic dot-connecting game, often found 
in children playbooks. 

The player is presented with a field of 
dots which have to be touched in the 
correct order. Three difficulty levels de-
cide on the amount of time the player 
has between “drawing” each line, and 
whether they can “miss” (easy) or will it 
result in level restart (medium and hard). 

Both instalments contain 12 levels 
each. The faster the picture is drawn, the 
more points are awarded. 

Source Code information  

Sketcher 2 & 3 use the same engine. 
The game is made in one .FLA file, with 
main game logic in external AS files. The 
code is commented and a document is 
available with some notes regarding how 
the whole thing works together. 

Extension ideas  

1. New levelsets, especially season ones (Christmas, Halloween, etc.); 

2. Hidden mode – only the next dot is visible; 

3. Fakes mode – combined with the hidden mode, a number of fake points appear around the last 
hovered point which, when touched by mouse, make the level restart; 

Popularity  

Newgrounds score: 3.79 | 3.57 / 5.00; 

Newgrounds views: 3,988 | 14,342; 

Average review score: 8.6 | 7.2 / 10; 

Mochiads impressions: 1,675,566 | 447,894; 

Price  

1. With levels and assets: $120.00 (Sketcher 2, Sketcher 3) $200 (Both); 

2. Without levels and assets: $60 (Sketcher 2, Sketcher 3), $100 (Both);  

http://www.newgrounds.com/portal/view/532879
http://www.newgrounds.com/portal/view/575425
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DEEPNESS 
http://www.newgrounds.com/portal/view/527947 

Deepness is a retro platformer-
shooter. The player can move around, 
jump, and fire in three directions (left, up 
and right). The objective is to reach the 
exit and not get killed in the meantime. 
There are 10 levels and 10 types of ene-
mies. It is very easy to add additional ad-
versaries or new game elements. 

Source Code information  

The game is made in .FLA, but most of 
the engine is in external AS files. There is a 
document describing how levels are made 
and how the whole thing works together. 

Extension ideas  

1. New enemies; 

2. Selectable levels; 

3. Plot; 

4. Survival mode, where the enemies 
appear randomly; 

5. Upgradable weapons; 

6. Extrapolating from that, microtransactions; 

Popularity  

Newgrounds score: 3.64 / 5.00; 

Newgrounds views: 4,573; 

Average review score: 5.8 / 10; 

Mochiads impressions: 436,934; 

The low Review score may be explained by the fact, that at the very beginning there was no option to 
shot upwards and the game was too difficult for most people. 

Price  

1. With levels and assets: $240; 

2. Without levels and assets: $100;  

http://www.newgrounds.com/portal/view/527947
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MAZOR 
http://www.newgrounds.com/portal/view/532822 

Mazor is a very simple arcade 
game in which you control a small 
drone which has to collect all coins 
from each level. 

The drone moves in a weird fash-
ion, slowly aiming itself towards the 
mouse pointer, almost as if the cur-
sor was a magnet. 

Source Code information  

The game is made in a .FLA, but 
the core engine is in external AS 
files. 

Levels are made of a textured 
shape with a slight bevel applied to 
it. 

Extension ideas  

1. Enemies; 

2. Keys and doors; 

3. Pits, spikes, moving walls; 

4. “Mouse Avoider” mode, 
where you can’t hit walls; 

Popularity  

Newgrounds score: 3.67 / 5.00; 

Newgrounds views: 3,762; 

Average review score: 7.4 / 10; 

Mochiads impressions: 22,547; 

Despite its low market penetration the game provides a unique and interesting experience, which, if 
only expanded, could be a hit. 

Price  

1. With levels and assets: $70;  

http://www.newgrounds.com/portal/view/532822
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SLIMOWER 
http://www.newgrounds.com/portal/view/573796 

Slimower is a simple retro platformer 
with mouse aiming. The game features 
five levels which get substantially harder 
each time they are completed. Instead of 
lives there is a timer which slowly goes 
down, increases when a level is complet-
ed and reduces drastically upon player’s 
death. 

There are five difficulty levels and only 
five types of enemies – differently col-
oured slimes. The cherry on the cake’s top 
is the last slime’s AI which can reach al-
most any place in the level, jumps over 
pits, jumps up the ledges, walls and onto 
airborne blocks. 

Source Code information  

The whole game is coded in pure AS3, 
using the Retrocade Framework. The 
game is well understandable without any 
additional documentation. 

This engine can be easily used to develop new shooter. The game uses OGMO Editor to develop levels. 

Extension ideas  

1. More enemies; 

2. Improved graphics; 

3. Additional elements; 

4. Survival mode; 

Popularity  

Newgrounds score: 3.46 / 5.00; 

Newgrounds views: 1,259; 

Average review score: 6.2 / 10; 

Mochiads impressions: 23,680; 

Price  

1. With levels and assets: $140.00; 

2. Without levels and assets: $80.00;  

http://www.newgrounds.com/portal/view/573796
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GALAXUS 
www.newgrounds.com/portal/view/580450 

Galaxus is a typical space 
shooter with randomly generated 
waves of enemies. The game fea-
tures 6 types of enemies and 11 
purchasable power ups. 

It is possible to control the 
game either with a mouse or a 
keyboard, and the player is instant-
ly killed upon being hit. 

Source Code information  

The whole game is coded in 
pure AS3, using the Retrocade 
Framework. The game is well un-
derstandable without any addi-
tional documentation. 

Extension ideas  

1. More enemies; 

2. More powerups; 

3. Microtransactions; 

4. Hurry Up ship; 

Popularity  

Newgrounds score: 3.30 / 5.00; 

Newgrounds views: 38,128; 

Average review score: 7.0 / 10; 

Mochiads impressions: 27,586; 

Price  

1. With assets: $100.00; 

2. Without assets: $70.00; 

http://www.newgrounds.com/portal/view/580450
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LINX, LINX: EASY &  LINX: HARD 
Linx: http://www.newgrounds.com/portal/view/573738 

Linx Easy: http://www.newgrounds.com/portal/view/574329 

Linx Hard: http://www.newgrounds.com/portal/view/575100 

Linx is a logical game which was 
likened to circuit board drawing. 
You are presented with bases in 
many colours, and your objective is 
to connect all bases of the same 
colour with paths, while keeping in 
mind, that different paths cannot 
intersect. 

In its premise this game is quite 
similar to game 3D Logic. It also 
features a novelty in this kind of 
games, a colour blind mode. 

Source Code information  

The whole game is coded in 
pure AS3, using the Retrocade 
Framework. The game is well un-
derstandable without any addition-
al documentation. 

Levels for this game were devel-
oped using DAME, but can be easily 
converted to use OGMO Editor. 

Extension ideas  

1. New levelsets with improved graphics; 

Popularity  

Newgrounds score: 4.02 | 4.20 | 4.17 / 5.00; 

Newgrounds views: 41,212 | 5,172 | 35,789 

Average review score: 8.5 | 10.0 | 10.0 / 10; 

Mochiads impressions: 436,419 | 89,571 | 117,991 

Price  

1. With levels and assets: $300 (All three levelsets); 

2. Without levels and assets: $120 (Linx basic); 

  

http://www.newgrounds.com/portal/view/573738
http://www.newgrounds.com/portal/view/574329
http://www.newgrounds.com/portal/view/575100
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KULKIS 
www.newgrounds.com/portal/view/567862  

Kulkis is a happy-go-lucky arcade game. You 
control a small being called Kulkis, and your objec-
tive is to destroy all coloured blocks. You can 
change colours by hitting the irregular blocks. The 
player constantly moves up and down, and can only 
be controlled horizontally. 

Source Code information  

The whole game is coded in pure AS3, using the 
Retrocade Framework. The game is well under-
standable without any additional documentation. 

Levels for this game are created using an editor 
written in BlitzMax, but it isn’t difficult to make it 
use OGMO or DAME levels. 

Extension ideas  

1. New levelsets with improved graphics; 

2. New game elements and more enemies; 

3. Weapons, unlockables; 

Popularity  

Newgrounds score: 4.19 / 5.00; 

Newgrounds views: 3,876; 

Average review score: 9.0 / 10; 

Mochiads impressions: 113,214; 

Price  

1. With levels and assets: $150; 

2. Without levels and assets: $80; 

  

http://www.newgrounds.com/portal/view/567862
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KULKIS 1.5 
 http://www.newgrounds.com/portal/view/578252 

Kulkis 1.5 is a sequel to Kulkis, which intro-
duces new graphics, moving spikes and keys 
which have to be collected in order to open the 
exit. It also enables levels with scrolling. 

Source Code information  

The whole game is coded in pure AS3, using 
the Retrocade Framework. The game is well un-
derstandable without any additional documenta-
tion. 

Levels for this game are created using OGMO 
Editor. 

Extension id eas 

1. New levelsets with improved graphics;  

2. New game elements and more enemies; 

3. Weapons, unlockables; 

Popularity  

Newgrounds score: 3.22 / 5.00; 

Newgrounds views: 4,738; 

Average review score: 10.0 / 10; 

Mochiads impressions: 79,199; 

Price  

3. With levels and assets: $150; 

4. Without levels and assets: $80; 

  

http://www.newgrounds.com/portal/view/578252
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ROCK RUSH 
 http://www.newgrounds.com/portal/view/577399 

Rock Rush is a clone of the Boulder Dash from 
Commodore 64, with some new elements. For those 
unfamiliar with the series, Boulder Dash is an action 
packed, logical game in which you need to collect 
enough diamonds from level and reach the exit be-
fore the time runs out. 

Source Code information  

The whole game is coded in pure AS3, using the 
Retrocade Framework. The game is well under-
standable without any additional documentation. 

Levels in this game are created using OGMO Edi-
tor. 

Extension ideas  

1. New game elements (taking from, for exam-
ple, Diamond Caves or Emerald Mine); 

2. New levels; 

3. Improved graphics; 

Popularity  

Newgrounds score: 3.93 / 5.00; 

Newgrounds views: 1,518; 

Average review score: 9.5 / 10; 

Kongregate score: 3.16 / 5; 

Mochiads impressions: 92,756; 

Price  

1. With levels and assets: $150; 

5. Without levels and assets: $80; 

  

http://www.newgrounds.com/portal/view/577399
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COMMISSIONED WORK 
I am an experienced ActionScript 3 programmer, with noticeable knowledge in PHP, JavaScript and 

BlitzMax language. Some of the things I have programmed: 

¶ Flash Games 

o Everything in this document and more 

¶ Flash Websites: 

o http://modelski.eu/ - developed when working at Deosite.com 

o http://gajda.eu – like above 

¶ Flash components and applications: 

o http://webshop.olivercramer.com/product/155/svendsen-black - Photo viewer 

o http://www.sklep.dajar.pl/ - Promotion rectangle in the middle of the page 

o www.sklep.dajar.pl/pl/product/359/5641/komplet-3-szklanek-niskich-bola-blue - Photo 
viewer 

o www.facebook.com/photo.php?fbid=10150217417402644&set=a.10150139930692644.276
578.330415142643&type=1&theater Facebook Poster Creator application for Ubisoft’s Driv-
er (due to Facebook problems the application was taken down and is not available anymore) 

o Quick product photo editor for http://www.sklep.dajar.pl backend (unavailable for public 
view) 

¶ PHP: 

o http://retrocade.net – whole portal, excluding forum 

o http://randogame.com – whole portal 

o PHP Implementation of my own lightweight markup language (something like Markdown or 
BBCode), called sKode 

¶ JavaScript: 

o JS implementation of my own lightweight markup language, called sKode 

o http://forum.caravelgames.com/viewtopic.php?TopicID=32354 - A JS previewer for Caravel-
games forum posts, made with modified BBCode parser 

¶ JQuery: 

o http://webshop.olivercramer.com/product/155/svendsen-black - JS interface of the photo 
viewer and most of other JQuery code on this site 

 

I am open for taking commissioned work both in my capacities and not – I am a fast learner. I offer fair 
prices, thoroughly tested code and relatively short development time. It won’t hurt to ask! 

As for graphics, most of the graphics for my games are made by Aleksander Kowalczyk. His portfolio can 
be found at http://kowalczyk.mauft.com. 

  

http://modelski.eu/
http://gajda.eu/
http://webshop.olivercramer.com/product/155/svendsen-black
http://www.sklep.dajar.pl/
http://www.sklep.dajar.pl/pl/product/359/5641/komplet-3-szklanek-niskich-bola-blue
http://www.facebook.com/photo.php?fbid=10150217417402644&set=a.10150139930692644.276578.330415142643&type=1&theater
http://www.facebook.com/photo.php?fbid=10150217417402644&set=a.10150139930692644.276578.330415142643&type=1&theater
http://www.sklep.dajar.pl/
http://retrocade.net/
http://randogame.com/
http://forum.caravelgames.com/viewtopic.php?TopicID=32354
http://webshop.olivercramer.com/product/155/svendsen-black
http://kowalczyk.mauft.com/
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FREQUENTLY ASKED QUESTIONS 
Can I make the sources public after I bought them?  

No, and no. Not until you have made so many changes to them that I wouldn’t recognize the code at 
least. 

Can I resell the sources after I bought them?  

No, unless you have made substantial changes to them and the prices is at least twice as much as what 
I charge. 

Can I use the sources I have bought commercially?  

Yes, you can do practically anything with them, except: 

1. You may NOT release them publicly (and I will know it was YOU if you do). 

2. You may NOT deny others of possessing the rights to the same sources if they bought them legally 
from me. 

3. You may not resell them unless you make substantial changes to the code, and the price is at least 
twice as much as what I charge. 

Point two means, in practice, that both I and everyone who bought the sources from is the legal owner. 
I don’t transfer my rights, I only allow you to use it however you see fit excepting the points above. 

(Ï× ÓÈÏÕÌÄ ) ËÎÏ× ÙÏÕ ×ÏÎȭÔ ÃÈÅÁÔ ÍÅȩ 

If you have a Flashgamelicense account, feel free to visit me there – my username is Mauft_com. You 
will notice that my market level is 4 which means, I have successfully managed to conclude at least a cou-
ple of game sales. I am afraid you have to trust me on this one. Alternatively, I can send you the sources 
after you pay half of the money. 

Link: http://www.flashgamelicense.com/view_account.php?username=Mauft_com 

The prices are too high!  

Buy games in bulk – you will get a lower price. Alternatively we may try to haggle, if you think you need. 
For he that nothing questioneth nothing learneth. 

4ÈÅÓÅ ÐÒÉÃÅÓ ÁÒÅ ÏÕÔÒÁÇÅÏÕÓÌÙ ÌÏ× ÆÏÒ ÇÁÍÅ ÓÏÕÒÃÅÓȟ ÓÏ ×ÈÅÒÅȭÓ ÔÈÅ ÃÁÔÃÈȩ 

As I wrote at the very beginning, I am leaving the flash games industry. I don’t want the sources I have 
created lay wasted on my disk, I hope others can use them. 

http://www.flashgamelicense.com/view_account.php?username=Mauft_com

