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Variance shadow maps (VSMs) provide an efficient way to produce high- Shadow Map Filter Region Depth Distribution Variance Shadow Map

quality, filtered shadows in real-time, but suffer from light bleeding artifacts.
Layered variance shadow maps automatically partition the depth range into
multiple layers, which alleviates or eliminates light bleeding artifacts.
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Compared to VSMs, LVSMs:
- Reduce or eliminate light bleeding artifacts
- Do not require high-precision (32-bit float) texture filtering
. Can still be generated in one pass and need only one texture sample per pixel
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. Allow shadow quality to be easily scaled up at the cost of more storage
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