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Proprietary software that's limited in use is often shared for trial purposes without initial cost, known as shareware. This type of software typically has restricted functionality until payment is made to the developer, who then unlocks its full potential.[1] Shareware can be downloaded from various websites and differs from freeware, which provides
full features at no charge but doesn't offer source code access, and free and open-source software, where the source code is freely available for modification. There are multiple types of shareware, with many generating revenue through different methods even if an initial payment isn't required. Some only allow personal non-commercial use before
requiring a license purchase for business purposes, while others may have time limits or reminders to encourage payment.[3] Trialware or demoware often limit usage by setting built-in time limits, restricting the number of uses, or allowing progression up to a certain point (e.g., in video games). After the trial period ends, most trialware either revert
to reduced-functionality mode or become non-functional unless a full version is purchased. WinRAR is an example of unlimited trialware, retaining its full functionality even after the trial period has expired.[4] The purpose behind trialware is to allow potential users to test the program before purchasing a license, with industry research suggesting
that only 25% or less of online companies can convert free-trial users into paying customers.[6] SaaS providers employ various strategies to nurture leads and convert them into paying customers. Freemium works by offering basic features for free while charging premiums for advanced functionalities or related services. This model has gained
popularity, especially in the antivirus industry, where a fully functional feature-limited version is provided for free, with advanced features disabled until a license fee is paid.[5] Adware, short for "advertising-supported software," automatically renders advertisements to generate revenue for its author, often packaged with shareware to lower fees or
eliminate charges. These advertisements may take the form of banners on application windows and analyze user website visits to present relevant advertising. Crippleware and its distinction from freemium, donationware, nagware, postcardware, and cardware. Crippleware is a type of software that displays unwanted advertisements, typically in the
form of pop-ups, and is often bundled with ad-oriented spyware. During installation, users are required to agree to terms, which governs the installation of the software, limiting its functionality until purchased. This feature allows users to test software without being able to generate output. In contrast, freemium programs offer useful functionality
but require a license to use. Crippleware, on the other hand, demonstrates potential but lacks usefulness on its own. Donationware supplies fully operational unrestricted software with optional payment requests, making it a type of freeware. Nagware, also known as begware or annoyware, is a pejorative term for shareware that persistently reminds
users to purchase a license. These messages can appear as windows or message boxes and are designed to annoy the user into paying. Postcardware and cardware involve software distribution where users must send an author a postcard or email in exchange for access to the program. While these terms are often not strictly enforced, they share
similarities with other novelty software distribution methods. Crippleware operates under vital features such as printing or file saving disabled until purchased. PC-Talk was first distributed as freeware in 1982 but the author, Andrew Fluegelman, said that it was an "experiment in economics more than altruism". The term was later replaced with
user-supported software by Jim Knopf with his program PC-File. Later, Bob Wallace introduced shareware for his word processor PC-Write. The process of sharing software involved paying a fee through postal mail, online services, or diskettes during the late 1980s and early 1990s. In contrast to commercial developers who warned users against
copying their software, shareware creators promoted users to upload and share it on disks. Companies like Educorp and Public Domain Inc printed catalogs of public domain and shareware programs that customers could purchase for a small charge on floppy disk. These companies later made their catalogs available on CD-ROM. The Public Software
Library offered an order-taking service for programmers, while CompuServe allowed users to pay for software using their accounts. When AOL acquired CompuServe, the SWREG service was sold to Stephen Lee of Atlantic Coast PLC and placed online, enabling 3,000 independent developers to use it. The concept of shareware refers to software that
is initially offered at no cost, with users being asked to pay for a license key or code to enable full functionality and disable notices. This model has been used in various forms, including the distribution of games on floppy disks and through bulletin board systems (BBS). In the early 1990s, shareware became a popular method for smaller game
developers to distribute their titles, with companies like Apogee Software, Epic MegaGames, Ambrosia Software, and id Software utilizing this model. The "episodic" shareware model was particularly successful, where users would pay for an initial game and then have the option to purchase additional episodes or levels. This approach allowed
developers to test their games with a wider audience before committing to full-scale production. Shareware also enabled consumers to try out software before investing in it, which helped to increase its popularity. The BBS community played a crucial role in the distribution of shareware, as users would often redistribute games from one BBS to
another across North America. Shareware games gave modem users who couldn't afford long-distance calls the opportunity to view games, with shareware games being a complete software program with reduced content compared to full games, while game demos omit significant functionality and content. Shareware games often offered single-
player and multiplayer modes, as well as a significant portion of the full game's content, whereas game demos may offer only one level or a multiplayer map. The development and promotion of shareware are supported by several widely accepted standards and technologies, including FILE ID.DIZ, Portable Application Description (PAD), and
DynamicPAD, which provides customized PAD XML files to each download site. Code signing technology is used to digitally sign products, but critics see it as part of a tactic to delegitimize independent software development by requiring hefty upfront fees and review processes. The Computer Book 4.0: What They Won't Tell You About the Internet
covers various aspects of computer science and technology. The book includes references to academic papers, news articles, and other sources that provide insights into the development of software, particularly in the early days of the internet. Some notable mentions include: * A study on spyware from 2005 * A discussion on the principles of
computer science from 2016 * An article from 2011 about reading apps selling subscriptions to "fuzzy feelings" * A computing history blog post by Aaron Giles, which includes information on various software and hardware from different eras * An archived webpage about Exifer for Windows * A quote from Linus Torvalds about his experiences with
Just for Fun in 2001 The text also mentions various shareware and guiltyware programs, such as Jump 'n Bump, PC-Talk, and Andrew Fluegelman's software. Additionally, there are references to other notable figures in the computer science community, including Bob Wallace and Jerry Pournelle. Overall, this book seems to be a collection of
interesting facts and anecdotes about the history and development of computer technology, covering various topics from programming languages to internet trends. The concept of shareware originated in the late 1980s with Peter N Lewis' work on Anarchie (1993-94). Shareware's distribution model, where games are split into episodes with the first
available for free, was pioneered by Apogee Software Productions, founded by Scott Miller in Garland, Texas. The company popularized this model, releasing titles like Duke Nukem, Commander Keen, and Wolfenstein 3D. In 1994, Apogee rebranded as 3D Realms to focus on 3D games, releasing Duke Nukem 3D to great success in 1996. However,
the company ceased publishing and development operations soon after due to financial issues and a focus on delayed projects like Prey (2006) and Duke Nukem Forever (2011). The Apogee Software name and assets were later licensed to Terry Nagy, who continued developing ports of classic titles under the Apogee Software LLC banner. Given
article text here Scott Miller began his gaming journey in the high school computer lab where he met George Broussard. After college, Miller joined an amusement arcade but soon dropped out to focus on video games. He wrote a book about beating video games and became a game critic for a local newspaper. Feeling capable of creating better
games, Miller quit his job and started developing full-time. Initially using ASCII characters as graphics, he adopted the shareware distribution model to distribute his games. Apogee Software Productions, founded by Scott Miller, was born in November 1987 with the release of Kingdom of Kroz, a pioneering shareware model game that shattered sales
records. The success of this venture enabled Miller to assemble a team and eventually merge his company with Micro-FX, Broussard's smaller firm.[1] With Apogee's steady growth, they decided in 1994 to split their titles into distinct brands; the brand for 3D games was designated as 3D Realms, which would publish Terminal Velocity in '95 and
develop Duke Nukem 3D in '96. By late '96, however, Apogee renamed itself 3D Realms to associate with its expanding line of 3D titles.[2] Apogee's final release under their name was Stargunner, released in '96. In 1997, 3D Realms initiated a focus shift towards console and PC games, abandoning the shareware model in favor of traditional
publishing. They also discontinued their activities as developers but continued to publish; notable exceptions include Prey (2006) and Duke Nukem Forever (2011), both of which experienced significant development delays.[3] The "Apogee Software" name, assets, and logo were licensed to Terry Nagy in 2008, who established Apogee Software, LLC.
This new entity managed the distribution, remakes, and developments related to older Apogee games. Following Prey's transfer away from 3D Realms in 2001, the company continued to develop Duke Nukem Forever, with an initial announcement in '97. The game's release date was set as "when it's done." However, on May 6, 2009, development was
halted due to financial constraints and major staff cuts were initiated.[4] On May 14, 2009, Take-Two acquired the publishing rights for Duke Nukem Forever and other Apogee-related titles. Take-Two Interactive sued 3D Realms over Duke Nukem Forever's delayed release, seeking to protect the game's assets. On May 18, 2009, 3D Realms'
executives assured that the company was not closing but would cease development due to funding issues. The rights to Duke Nukem Forever were eventually transferred to Gearbox Software, which became the new owner of the franchise. Interceptor Entertainment worked on a fan-made remake of Duke Nukem 3D, titled Duke Nukem 3D: Reloaded,
but it was put on hold after the game's negative reception in 2011. 3D Realms sued Gearbox for unpaid royalties and money in June 2013, but dropped the lawsuit with an apology in September 2013. In May 2014, 3D Realms announced the release of Bombshell by Interceptor Entertainment, while in October 2014 they returned to publishing their
own titles with a digital anthology collection. The company then released Ion Maiden, a prequel to Bombshell, developed by Voidpoint and using Ken Silverman's Build Engine. However, the game's name was changed to Ion Fury in July 2019 due to a trademark infringement lawsuit filed by heavy metal group Iron Maiden. Since then, 3D Realms
published Ghostrunner (2020) and announced several projects without further notice. In April 2021, Miller and Nagy acquired the Apogee name from 3D Realms and relaunched Apogee Software LLC as Apogee Entertainment. The video game development company 3D Realms was founded in the late 1980s by Scott Miller and his team. The company's
early days were marked by success with games like Duke Nukem and Wolfenstein, which gained popularity among gamers. However, 3D Realms' fortunes took a turn for the worse when they began working on Duke Nukem Forever. Despite an initial investment of $20 million, the game was repeatedly delayed and failed to meet its release date,
leading to financial difficulties for the company. In 2009, it was reported that 3D Realms had shut down due to the failure of Duke Nukem Forever. However, the company's founder Scott Miller claimed that they were not closing and that the game's development was still ongoing. In 2010, Gearbox Software acquired the rights to Duke Nukem from 3D
Realms. Since then, there have been several lawsuits between the two companies over unpaid royalties and other issues. Today, 3D Realms is no longer an active game development company, but its legacy lives on through some of the classic games it helped create, including Wolfenstein and Duke Nukem. In 2014, Interceptor Entertainment acquired
3D Realms, a game development studio, amidst a lawsuit with Gearbox Software. However, in 2021, Scott Miller, co-founder of 3D Realms, relaunched Apogee Entertainment as an indie publisher. In recent years, 3D Realms has been involved in several projects: * In 2014, the studio released Bombshell, a PC and PS4 action-RPG. * In 2020, they
announced Graven, a spiritual successor to Hexen 2. * In 2021, Miller clarified the relationship between Apogee Entertainment and 3D Realms. * In 2022, Embracer Group acquired several game development studios, including 3D Realms. In 2023, 3D Realms made several announcements: * They hired Justin Burnham as their chief creative officer to
lead action game development. * The studio revealed release dates for several games, including Ion Fury: Aftershock Shadow Drop and Kingpin: Reloaded. * They announced a new title, Ripout, which was released in early access in October 2023. However, in late 2023, the studio reportedly laid off employees from their team. 3D Realms
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