Some people were unhappy with the events of last session, this is to address them so we don’t waste time next session: 
1. A player was under the assumption that the troll which you encountered was a “boss fight” and so the party was presumably under the protection of the DM’s determinism. I do not try to determine the path you are going, and there was no boss fights in the traditional RPG sense. It is possible to kill a creature of that power with the abilities of the group, but it will/would be difficult, and requires a plan of action.  
2. A player did not recall being warned of the power of trolls. The DM offered a lengthy treatise on the history and nature of trolls, as told through the mouthpiece of Bestla/Andvari. This hints at a general issue at the gametable which is way too much noise, out of character chatter, talking over each other and distractions. If there was silence at the table and people listened to the DM, then vital details would not be missed. 
a. Even in the absence of exposition, it is wise to discuss a plan of action before running headlong into battle. In Hedgewick the party was informed that a massive serpent wyrm would be attacking the town and made no preparations to fight a creature of that size. In this case the party was informed that trolls are powerful sorcerers and beings that are “considerably stronger than Andvari” and 0 thought was put into an attack plan. Moral of the story: fear the unknown, and treat supernatural creatures with respect and fear rather than hubris. See also: Odyssey, Odysseus and Polyphemus the Cyclops. Even though you fought and slew a wyrm, and also encountered long dead ancestors, you are not invincible against all the creatures of the deep forest. Some things can and will kill you.  Humans are the pond scum of the cosmos in this setting, dwarfed by looming supernatural forces. 
3. Dying is not the end of the world, and anything that happens to your characters in the game is not punishment. I create a scenario and simply arbitrate the exploration of that space; I am not introducing rogue elements to carrel you into doing what I want. There is only action and consequence, following a thoroughly pre-constructed and detailed world. If something happens to your character it is not personal. 
4. I would prefer if players have an issue with the game or my DMing that they relate it to me directly. No other player has the ability to make amendments about the campaign besides the DM. 
a. I want to stress that you as players should develop some self-esteem in regards to your character actions. You shouldn’t say something, have another player at the table scream “Don’t do that!” or “That’s bullshit!” and then it’s taken back. By mentally deliberating within yourself and saying you partake in an action you are performing it. 
i. Other players may also action to intervene against you IN CHARACTER (i.e. grabbing your character as you attempt to open a potentially dangerous chest), but they may not over-ride your decisions OUT OF CHARACTER. Do not court popularity; you will have the most fun if you just do what you want. You may also want to use the phrase “my character says” if you are not going to alter your speech patterns or tone to make a clear differentiation between out of character and in character speech.
5. Another player conjectured that it was unrealistic that the troll would have left its chamber to attack you, or thought that it wouldn’t have known that you were around the corner. 
a. Several members were wearing heavy armor and made no attempts at stealth, other than staying out of vision. 
b. The total volume of the cave was less than 300’, and was comprised of 4 main chambers. You engaged in about 20 (rounds) minutes of intense combat up until about 40 feet away from the troll’s chamber. None of that echoed? 
c. When you first entered the cave Angvard tripped an alarm trap, which magically filled the cavern with a siren klaxon, (presumably) alerting all the occupants of your presence.  
6. This is supposed to be a fun game, there is no reason for there to be any tension or backroom rabble rousing going on. Honestly it’s disconcerting as I have never had to deal with something like this before in all my years of DMing. If you have a problem with something or a misunderstanding please refer to me first, to put to rest any misconceptions immediately. There is no need to filter your concerns through another player and I would prefer if you did not, in fact doing so may very well likely cause you further consternation and cognitive dissonance. My phone number is 631-455-5322.
7. Some players are upset about the outcome of last session, they feel like things should have been arbitrated differently, because I deemed that you had not defeated the troll outright and thus would not be rewarded experience for killing it. 
a. Your performance against the troll does not indicate that your characters would have learned anything, gained any experience, from battling it. It was killed through attrition and only at the end of the battle did players attempt to attack it in deliberate ways. I.e. if you accidentally fell on a skeleton and killed it you should not gain experience. 
i. There were a myriad of alternatives the party could have taken instead of fighting a hopeless battle with no order:
1. Retreating
2. Surrendering/offering tribute/begging for clemency
3. Coming up with a cunning plan before the battle, in which case you probably would have realized that it was hopeless and instead may have chosen the path of diplomacy. Again, the example of Odysseus rings true: pure strength is not enough to destroy supernatural things; you must use cunning and tact.  
4. Using the environment to your advantage in some way
5. Divine intervention?
6. Etc.
b. Ultimately the troll should have killed you, but was so badly injured by the end of the battle that it would have died anyway. It was essentially a draw or stalemate. Almost all of the party was on the verge of death or unconscious, and the troll was badly slashed, burned and battered. 
c. You have the option of replaying the caverns if there is a unanimous vote. 
