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[bookmark: _GoBack]ABSTRACT
The apparel and fashion industries in Sri Lanka are vital contributors to the national economy but have faced severe setbacks due to the COVID-19 pandemic, global economic crises, and declining investor confidence. This study explores the potential of multimedia technology as an innovative solution to revitalize the sector. The objective is to investigate how 3D animation-based fashion pageants and multimedia campaigns can enhance Sri Lanka’s global fashion presence and generate economic growth. A mixed-method research approach was adopted, combining literature review, industry analysis (SWOT and PEST), and the development of a conceptual multimedia framework. The methodology involved designing and simulating 3D fashion shows, supported by promotional tools such as flyers, social media campaigns, magazines, and billboards. Findings indicate that virtual fashion events can attract international investors, reduce environmental impacts by minimizing raw material usage, and expand global visibility for Sri Lankan brands. Furthermore, integrating sustainable design practices addresses ethical and societal concerns while promoting eco-friendly fashion solutions. The research highlights that multimedia-driven strategies, particularly 3D simulations, provide cost-effective, globally accessible, and innovative alternatives to traditional fashion shows. It concludes that adopting such methods can create new employment opportunities, strengthen Sri Lanka’s apparel exports, and establish the country as a competitive player in the international fashion industry.
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INTRODUCTION 
Sri Lanka's garment industry is essential to the country's economy, contributing, significant to exports and jobs. However, the sector has suffered significant setbacks because of recent global issues such as covid 19 epidemic, increased worldwide competition, economic uncertainty, and inflation. Traditional advertising approaches and outdated strategies have proven deficient in restoring the industry's global reputation and growth potential.               
In response to these challengers, this study suggests an innovative multimedia solution a 3D animated fashion pageant which could digitally promote Sri Lankan fashion and apparel industries locally and globally. By combining modern 3D animation techniques with social media marketing and virtual demonstrations, the study hopes to make a futuristic, engaging platform for showcasing local fashion talents, cultural heritage, and innovative designs
The aim of this study is to investigate how the multimedia technology could impact fashion marketing, enhance international exposure, and open new economic and creative options. It additionally tries to bridge the gap between technology and tradition by promoting sustainable behaviors and reducing dependency on outdated marketing system. This study explores how a 3D animated fashion pageant may elevate Sri Lanka's fashion and apparel industries, promote worldwide recognition, and combine tradition and technology for sustainable innovation.
LITERATURE REVIEW
The process of 3D animation regularly involves several stages. Modeling, rigging, animating, and rendering requiring both technical skill and artistic creativity. (ScienceDirect, n.d.). The ability of 3D produce realistic motion and depth is what makes it attractive to sectors like virtual events, advertising, education, gaming, and cinema.
In contrast, fashion is constantly changing method of cultural expression that is affected by time, rules and regulations and trends. Swati (2014) defines fashion as a social phenomenon driven by creativity and popularity. Fashion currently is more than just apparel; it is also about how design identity and adapts to global developments. Similarity design includes immediate results and intellectual issue solution (ICoD, n.d.). 
However, there remains a gap in the use of 3d animation for fashion promotion in Sri Lanka. While global fashion business has adopted virtual runways and 3D clothing simulations, Sri Lanka has struggle to effectively use this technology into its clothes marketing tactics. This study addresses this gap presenting a 3D fashion pageant that combines cultural identity, sustainable design, and digital innovation, providing a new platform for visibility and elevate in the local fashion and apparel sectors.
METHODOLOGY
Research and planning 
During the first phase, the researcher conducted a thorough analysis of the Sri Lankan apparel and fashion industries, discovering important trends, worldwide demands, and promotional gaps. The data study prepares to identify effective outreach strategies for the international and local fashion communities. In this step includes creating concepts, storyboards, defining categories and choosing for digital simulations in a 3D fashion environment.
Development and Implementation.  
The production phase began with the fabrication of basic 3D models, that included both male and female avatar forms.  These digital dummies served as the base for garment and textiles creation with polygonal modeling and fabric 3d simulation techniques.  Key operations included modeling, texturing, rigging, lighting, and animation rendering.  At the same time, graphic content for promotional media, such as posters, flyers, and billboard mockups, was created with industry-standard technologies.
Evaluation.  
In the last stage, the researcher used compositing, video editing, and color grading procedures to create a full presentation from the animation clips and multimedia assets like posters, fliers, reels and more.  The visual assets, which included social media images and printed mockups, were evaluated for their design quality, communication efficacy, and audience impact.  Revisions were done when needed to ensure consistency with the project's goal of digitally increasing Sri Lankan fashion on a global scale.
3.1	Data Collection
During the project's early stages, data was collected through informal interactions with professionals, stakeholders, and business players in Sri Lanka's apparel and fashion industries. These conclusions were gained by studying current market trends, promotional gaps, and industry requirements.  Through these contacts, the researcher gained insight into the sector's current issues as well as the limitations of standard promotional techniques.
Feedback from industry professionals recognized the importance and timely relevance of this proposed 3D animation-based fashion competition.  Many people believe that incorporating multimedia and digital fashion demonstrates might be a transformative method to repositioning Sri Lanka's fashion sector on a global scale.  These industry perspectives provided strong support for the project's direction and verified its potential impact on marketing, innovation, and worldwide competitiveness.
The design and creation phases of the multimedia content were directed by the qualitative input, which was essential in establishing the goals of the study.
3.2	Experimental Setup
To help with the design and development of this project, the researcher used social media platforms and online fashion meetings for inspiration and experimentation. Some of the 3D clothing designs made during this phase were experimental in nature, based on insights gained from online interactions, digital fashion shows, and community-generated material.  These experiments supported to the project's creative direction and influenced major design decisions such as garment categorizing, animation styles, and the virtual presentation format.
During this process, the researcher was capable to find out a realistic method for digitally advertising Sri Lankan fashion. The outcomes of these studies demonstrated that including multimedia elements, primarily immersive 3D images and reels, can provide an effective multimedia solution for uplifting Sri Lanka’s fashion and garment sectors to a worldwide level.
RESULTS AND DISCUSSION
The implementation of the 3D animated fashion pageant has shown great potential in tackling the key difficulties facing Sri Lanka's fashion and apparel industries.  As a creative, modern, and innovative multimedia solution, it provides a unique platform for showcasing local fashion to a global audience through immersive and visually appealing experiences.
The results of the study indicate that this digital strategy not only successfully renews interest in Sri Lankan fashion but also creates opportunities for a wide range of global partnerships.  By presenting innovative and culturally inspired 3D clothing, the project puts Sri Lankan designers in a position to draw interest from global fashion centers. Opportunities for international investment, cross-border design programs, and fashion partnerships with significant economic potential are therefore generated.
Furthermore, the 3D fashion pageant concept's flexibility can directly support the creation of jobs in the technology and fashion and apparel sectors.  Opportunities for 3D artists, animators, clothing designers, fashion marketers, pattern makers and other supporting positions are among them, they will generate both direct and indirect employment.  In addition, geographical and physical restrictions are further reduced by the digital format elevating audience reach and involvement. 
Overall, the findings show that introducing 3D animation into fashion and apparel marketing is a very effective and sustainable method for improving Sri Lanka's garment sector.  It combines both that history and technology, promotes economic enhance, and redirects the local sector in an international competitive environment.
CONCLUSIONS/RECOMMENDATIONS
Conclusion 
The Sri Lankan fashion and garment sector has always been an important economic contributor, although in recent years it has encountered major obstacles because of global economic instability, pandemic disruptions, 
and inactive promotional techniques. this study recommended a unique solution a 3D animated fashion pageant as an innovative multimedia strategy for uplifting the sector and reconnecting it with global markets.
The project demonstrated that 3D animation can effective communication and branding tool. It provides exciting storytelling, cost effective digital showcases, and high impact marketing across various platforms such as social media, virtual billboards, online fashion communities and industrial players. The results of the project reveal promising outcomes: enhance international visibility, the potential for global collaborations and stakeholders, and the capability to generate direct and indirect employment within the fashion, apparel, and multimedia sectors.
By merging tradition with technology, this project highlights the untapped potential of digital transformation in Sri Lanka’s fashion space. It positions the local industry to engage with global trends while maintaining its unique cultural identity.
Recommendation
To fully realize the potential of this concept, several strategic steps are recommended:
· Institutional Support: Government and fashion boards should invest in digital infrastructure, training programs, and grants for multimedia-based fashion innovation.
· Industry Collaboration: Apparel companies should explore partnerships with 3D artists, digital marketers, and virtual event organizers to implement digital showcases.
· Global Engagement: Actively seek international exposure through online fashion festivals, global media, and collaborations with foreign designers and brands.
· Sustainability Integration: Emphasize eco-friendly materials, cruelty-free fashion, and ethical labor practices within all future digital campaigns.
· Educational Opportunities: Introduce digital fashion and animation programs in local design schools to nurture the next generation of tech-savvy fashion creators.
With the right backing and execution, this project model can serve as a foundation for future-forward growth in Sri Lanka’s fashion and apparel industries.
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