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Abstract: This study investigates the users’ performances in CAD learning and the effects on the problem solving ability
of the design thinking process. Meta-cognitive strategies and design thinking theory are used to explore the effects in
computer-aided design (CAD ) learning. Along with this 3D printing verification technology applied to the
manufacturing of the design competency for users to develop the effectiveness of learning is examined. Industry-specific
CAD software and 3D printing were selected for rendering the design of the framework to achieve the purpose of
assessing results verified by users. Also with meta-cognitive strategies, the question whether using CAD technology is
helpful or not for the user is discussed. Ways that the study used are explored for positive correlations about enhancing
the motivation of inquiry.
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