Using Wrapped Shape Functions
Each wrapped shape function takes the minimum number of arguments required to fully define its dimensions, location, and orientation. Each wrapped shape also has an alternative function that takes an array of layers the object must be subtracted from. The origin point given by the user will define a particular point on the object, and that object is then rotated along that point according to a given angle vector. In most cases the angle vector will be three-dimensional, where the first element defines a rotation along the z-axis, the second a rotation along the y-axis, and the last (if needed) along the x-axis. This document describes the default orientations and origin points of the wrapped shape functions.

BoxF(OriginPoint, FarCorner, AngleVector)
The box function requires that the user input the origin point, which can define any desired corner of a box, and then the far corner. 

CylinderF(OriginPoint, Radius, Length, AngleVector)
The cylinder is initially oriented with its axis of symmetry along the x-axis. The function requires an origin point, radius, and length. The length may be defined as either positive or negative, such that the origin point defines either the center of the right edge or left edge of the cylinder respectively. This function only takes a 2-dimensional angle vector.
TorusF(OriginPoint, TorusRadius, TubeRadius, AngleVector)
The torus is initially oriented with its plane of symmetry in the xz-plane, and the origin point defines the center of the torus.
WedgeF(OriginPoint, FarCorner, AngleVector)
The wedge function is similar to the box function in that you must specify a corner of the wedge, and then the far corner of the imaginary box it would form of the same length, width, and height. The origin point will form one of the right-angle corners of the wedge. 
