private Vector2[] GetRegionBorders(RegionData region)

{

var hexes = regionHexes[region.Id];
var initialHex hexes.First();

var seen new List<Vector2I> { initialHex };

var polygonPoints = GetHexLocalPolygonPoints(initialHex);

return MergeNeighbourPolygons (
polygonPoints,
initialHex,
seen,
hexes) ;

private Vector2[] GetHexLocalPolygonPoints(Vector2I hex)
{

cell = baselayer.GetCellTileData(hex);

cellPolygon cell
.GetCollisionPolygonPoints(0, 0)
.ToList();

local = baselLayer.MapToLocal(hex);

(var 1 0; i cellPolygon.Count; i++)

cellPolygon[i] cellPolygon[i] local;

return cellPolygon.ToArray();

private Vector2[] MergeNeighbourPolygons (




Vector2[] initialPolygon,
Vector2I initialCell,
List<Vector2I> seen,
List<Vector2I> regionCells)

var resultPolygon initialPolygon;

foreach (var neighbour in baselLayer
.GetSurroundingCells(initialCell)
.Where(c
regionCells.Contains(c) seen.Contains(c)))

seen.Add(neighbour) ;

var neighbourPolygon
GetHexLocalPolygonPoints (neighbour);

var merge
Geometry2D.MergePolygons (
resultPolygon,
neighbourPolygon.ToArray());

resultPolygon merge[0];

resultPolygon
MergeNeighbourPolygons (
resultPolygon,
neighbour,
seen,
regionCells) ;

return resultPolygon;




