Part 1: The Game. 
1° We've heard that there will be 12 Chronicles, then 7, what is the right number we should wait for? Or is it still undefined or secret?

To my knowledge, there are plans for 12 Chronicles. There is a basic story already in place that will take the world of Aden from its current state into the world of Lineage I (remember that Lineage II takes place more than a century before Lineage I.)
2° Asian countries had a lot of advertisement about L2 in the press or collaboration with Coca-Cola, what about Europe?

I haven’t heard of any immediate plans for a similar collaboration, but never say never.

3° What is for you the reaction of the US players with the incoming of World Of Warcraft? Will NC give a strike back? Is the last newsletter with a serial code for a "one-month-test" a part of it?

Chronicle 3 is full of great new content, and our trial is simply one way we want to show this new content to a wider audience. Loyalty and betrayal play a huge role in Lineage II politics, so with a free trial we’re giving our current players the chance to decide who they want watching their back.
4° Does the petitions and poll on the official forum really make a change in the development of the game? Could you give an example of a thing that changed cause of the player’s petitions?

Two things come to mind. Before Chronicle 2 launched, new players reported having difficulty in starter towns, due to unbalanced combat against higher level players. This was not a problematic trend in the game’s home territory. But looking at feedback from other regions, they saw that other territories had different PvP and PK styles, and made adjustments to re-balance this behavior.
Coming in Chronicle 3 is “Combat Will Points” (CP). CP acts like an extra layer of Hit Points, but only when you engage in PvP. Again, this was in response to player feedback and trends from around the world.

5° Lately we had two nice events, one for Valentine and one for spring. Lots of players agree to say it's great but wanted to have more events, even if they are not so big, like an orc surprise attack on a village during one hour... How could we act to have more of them?
Go to the official forums, and voice your preferences. When we see that an idea is immensely popular, we do take note. We’re not looking so much for specific event ideas (although we’ll steal good ideas when we see them), but general preferences. Do players want smaller events more often, or larger events only once in a while? Do they want more live GM interaction, or events that won’t interfere with their regular hunting style? I think the answer is that different players want different things. So we take these preferences and ask ourselves what’s possible, considering our human and technical resources.

As a reminder, we’re still very interested in launching Coliseum events, based in large part on forum feedback.
6° Their is a difference between the Korean version and the US/European one. Will this difference be erase in the future? (date of the updates, tests phases,...). And why is there a difference?
As a satellite territory for the game, there will always be some lag behind the native territory. This is due to the simple logic that the game is developed in the Korean language. At the very least, publish dates in other regions will always be affected by the time required to translate the new content. Another point that many players don’t consider is what goes on behind the scenes. The game itself must be localized, but also consider the massive amount of documentation that goes along with each expansion. All of this must be localized as well. The entire staff must have some time to learn the new features as well.

Also, when a game is published in a satellite region, the process is not as simple as taking a game disc out of your console and putting it into your friend’s console. Even the most flawless game must be fully tested (and re-tested) before publishing it in a new territory. So here we have another indispensable step in the localization process.

However, it is our goal to make this turn-around time as quick and painless as possible. It’s a win-win situation. When the process is smooth, the players get the content sooner and it makes our jobs that much easier!
7° Farmers and bots are a part of the game that NC seems to be unable to fight. And game guard seems to be unusefull? Will NC do something against that? 

It's a fact that lots of players think that NC prefer to keep farmers and bot then delete account cause they're a lotand that means lot of accounts (less players = less money). What's NC really doing against them?
This is a situation that affects the MMO culture at large, not simply Lineage II. We have numerous tools at our disposal to protect our intellectual property, and the integrity of the game environment. Gameguard has effectively crippled many unauthorized third-party applications, and we will continue to update Gameguard in response to new and upgraded third-party applications.

Most of the time, we’re not going to discuss our kill counts. Once in a while, we might get so excited about a particular bust that we’ll share the news – but that’s the rare exception, not the rule. Players will often misinterpret our silence as a confession of inaction. But it just isn’t so. We find violators. We ban them. If players choose to believe conspiracy theories in the first place, then publishing banning statistics won’t change their minds. If repetition helps, I’ll say it again: We find violators. We ban them.
8° For the next Chronicles, we'll have to choose a third class at level 75 to try to be a hero. A choice has been made to unallow LE to have DE's job and same for DE with LE cause they're enemies. It's also the case with dwarf.
Lots of players said it's not normal because Orcs are enemies with human and LE but all can take the one's jobs. How does NC explain that?
I think the shortest answer is that the antagonism between Light and Dark Elves runs much deeper than the conflicts among the other races.

10° (Personnal question) 

Human prophet can wear heavy armors, what is a good thing but...that heavy armors looks like ugly robes. Why can't we have nice heavy armor skins?

To my knowledge, more skins are on the way.

11° With Chronicles II, all players can have their own stryder. We've find a way to have it easier. 

That way of leveling gives us an easy way to level fast to get our stryder (2 or 3 days for the fastest, one week for the others). The hatchling take about 1% per mob. Is it LEGAL or not? Lots of players have asked a few GM in-game and the answers are not always the same. We do want a definitive answer about that.

Any behavior that changes the intended functionality of the hatchling leveling mechanic is considered an exploit. I think any savvy player understands that no one is intended to earn 20 levels for a hatchling in only a few days.
Part 2: The GMs and their job. 
Here are some little question about you and not about the game. 
1° What is the average age of our GMs? Oldest, youngest... 

Makkar: LOL, don’t you know it is rude to go around and ask people how old they are? =) Are you interested in our zodiac signs as well?

Ash: The minimum age to work as a GM is 18, although that is not the average. We can’t talk about our personnel demographics too much, but I can dispel any misconception that we’re all a bunch of wild children. We have GMs of all ages.
2° How did you get such a work? 

Makkar: I guess we all got lucky in our job application one way or another. The gaming industry is very volatile and trying to get your foot in the door is all about timing, patience, and resourcefulness.

Ash: Also, don’t forget experience and education. Before moving to the community side of things, I started as a GM. This gave me a strong grounding in the culture before I made the leap to the community position. My educational background was in communications, so that helped a great deal.
3° Do you also work in programmation or just in testing new servers? 

Makkar: Programming? God I wish, because then I would probably get paid more  
The GM team’s daily routine is more or less customer service oriented. A GM’s main functions are to answer customer queries; report any game server abnormalities and things that affect our player community.

Ash: Yep, there’s a separate QA team that tests bugs and new features. GMs are here solely to solve players’ problems.
4° Are all GM's a real team that talk which each others, or are they placed in different rooms for each server? 

The GMs and the Head GMs all work together in one big open office environment. This way we can easily sneak up on one another.
5° Can you desribe us your work? What's a work-day like for you? 

Makkar: I slack and I slack some more. But today I am answering your questions.

Ash: Actually, it’s more interesting than that. GM service is 24/7, so there needs to be constant communication among the many teams. This means we have many regular meetings, so that every team knows what every other team is doing all the time. Also, when issues are forwarded to higher level GMs, there are plenty of forms that need to be filled out. Very standard stuff for an office environment. But the highest priority, on a day to day basis, is responding to customer petitions and issues.
6° When a GM can't answer directly to a petition he says that he will ask a higher level. Who is that higher level? Is there a Main-GM? 

Makkar: If you see a signature from any of the following GMs on a support mail response, you know your petition has hit the wall: Spam, Kragg, Draven, Pommo, Omega, and me: Makkar. We are the Dons of the NA Lineage II GM team with Spam being the big boss man.

Ash: The first GM you talk to will take the information about your problem. They may be able to solve it right there. For disciplinary or refund issues, they send the issue to the next level. These second-tier GMs perform the bulk of investigations. They have increased authority to make disciplinary and refund decisions. If the issue calls for a high level of discipline or refunding, then the issue goes to a Head GM for final review.
7° How does imagine the events? 

Makkar: We have an OCR department (Ash), a marketing department, and a production department that work with the GM team to come up with event ideas and implementation.

Ash: And in the recent months, much of this has involved player feedback from the official forums.
8° Does GM sometimes PLAY the game or is it just a work for you? Are you in Clan like us, playing with us without letting us know about it? 

Makkar: If a GM were to play on a live server instead of a test sever, he/she would have to abide to very strict guidelines that prevent them from revealing their identities or gaining an advantage over a regular user. Anonymity makes this game more fun, no? 
Ash: My clan hasn’t the foggiest clue who I am in real life.
9° Are you aliens? If yes, do you know Mulder and Scully? (lol ok it's just a joke...) 
Makkar: We are watching you.
Ash: I’m not an alien, but some of my colleagues seem to consume only Mountain Dew and potato chips. No human can live on a diet like that.
