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$ whoami

ÅIndependent security consultant

ÅHypervisor/emulator developer
Å2013 ǀ2015 RPCS3

Å2014 ǀ2017 Nucleus

Å2017 ǀNow Orbital

PlayStation 3 emulators
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FOSS



$ uptime

ÅRPCS3 became 10 years old!
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~2011
RPCS3 v0.0.0.1 Beta

~2021
RPCS3 v0.0.20 Alpha

such progress 



$ uptime

ÅRPCS3 became 10 years old!

ÅThis would not be possible without 
the relentless efforts of the current 
maintainers, developers, admins, 
contributors and supporters.

ÅDisclaimer: For the last years I have 
not been active in RPCS3/PS3 scene.
ÅMany thanks to the RPCS3 team

for their support.
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~2021
RPCS3 v0.0.20 Alpha



$ ls

Agenda

ÅPS3 hardware:
ÅIBM Cell/B.E. (CPU)

ÅNvidia RSX (GPU)

ÅPS3 software:
ÅCellOSLv-1 (Hypervisor)

ÅCellOSLv-2 (Kernel) and userland

ÅPS3 emulators, mostly RPCS3:
ÅDesign strategies, evolution over time

ÅTooling, testing, and clever tricks

Motivation

ÅDemystifying PS3 software/hardware 
for emulator developers:
Å×31!usbotjtupst0czuft!ǲ!×20 complexity

ÅDrivers are thinner than they seem!

ÅMapping new/unknown concepts 
into old/existing knowledge

ÅSpreading brilliant-yet-hidden ideas

ÅEmbracing impossibleprojects
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Disclaimer: Hard to fit in <1 hour Ejtdmbjnfs;!Ibse!up!gju!fwfszpofǃt!cbdlhspvoe



Hardware
IBM Cell/B.E. and Nvidia RSX
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