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ABSTRACT

The use of internet brings many impacts and influences on us. Some traditional communication channels have being essentially

changed by the internet. The virtual community is an example. The virtual community provides a cyber space through the internet

to people who have similar hobbies and interests. They discuss and share their feelings and experiences to the community members

through the internet. Recently, the use of internet is general for people. Internet becomes an important access, and we can find the

animation – comic communities, animation – comic fans easily. We can find and commerce in internet. This is a new age for

animation – comic. One kind of new groups as virtual community is mainly discussed in this research that deals with the animation

–comic community members’ status and communities management. The research method included literature review, in depth

interview, and questionnaire investigation. Finally, through the results of data analysis , we can get the way of rise and down about

the animation– comic community members’ status as the following: the frequency of interact in community, the special of own

resources, the degree of contribution in community, and find the act on status and communities management, hoping to bring

forward suggestions for animation – comic communities.
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