
The TilePositionDb is a Scriptable Runtime Service: it’s an optional feature that you can use to keep
track of what positions are occupied on one or more Tilemaps. The intent is to make collision
detection easier in certain situations; typically, turn-based games.

Read more about it here.

Basically:

TilePositionDb hooks into a Tilemap callback and creates two internal datasets:

A HashSet of occupied positions.
A Dictionary of Tilemaps with sprite sizes for each position where the sprite size is more
than one unit.

Oversized sprites? That occurs when the tile's sprite transform has an x or y size > 1.0f.

Why is this important? If you have tiles with sprites that are statically larger than 1x1 or if the
sprites are changed at runtime, then this feature ensures that you can detect all possible positions
that the sprite occupies.

For example, if you use the Tileplus Tweener, sprite sizes and positions are constantly changing.
The PositionDb will automatically update its internal data as these values change.

One limitation may occur if you’re using the ‘Matrix’ tweening target, where you can change
transform position, rotation, and scale in one tween. It’s possible to do all sorts of weird
transformations and the sprite size calculations may not be able to handle every situation.
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https://true-monkey.pikapod.net/books/tileplus-toolkit/page/tilepositiondb-service

