The Scarf of the Ranger

On the side of the road sits a big badger next to an old man’s body. The old man is pierced with arrows and is dying. If the PCs go to him and try to heal him (or the like) read the following:

The old man grabs your arm. Through his heavy breathing you can hear he’s trying to tell you something. 

It’s to late to save me… but you can help me though. I would…die…peacefully if I knew …Rosie was safe. She has gone after the robbers …that took my gold and my Magical Scarf. If you help her…avenge me and keep her unharmed you may keep …the Scarf of the Ranger.
Here the old man dies. With him he holds a quarterstaff and a backpack containing food and household items (blanket, torches etc.) 

If the PCs go after Rosie (and they will) the badger follows them (joins on their trip). 

Rosie is a great brown bear, and has been with the old man for years. She walks near the road, following the track of the villains. The PCs will catch her on her journey, but they may not recognize her for who she is. Give some clues here: She seems to be looking for something / she isn’t hostile when you approach. 

The PCs may join her, she can’t be stopped. The trail leads towards a lonely inn where a group of young women is celebrating. Rosie recognizes them as the robbers. She waits outside, gives the PCs time to investigate. The women have the Scarf lying on one of their beds. The women won’t surrender just like that (fight!). One of them tries to get away with the Scarf when battle seems lost. PC’s get the opportunity to shoot her off her horse, or they can try to befriend her horse so she won’t get away, or they can try to chase her (which is the best option).

Rosie:

HD: 5+5
# att: 3

Thaco: 15
AC: 6

Dmg: 1d6/1d6/1d8 (on a roll of 18 or better she Hugs for additional 2d6 points of damage)

She fights for 1-4 rounds after reaching 0 HP.

Villainettes (6): 

HP: 20

# att: 1 or 2

Thaco : 16
AC: 3

Dmg : per weapon. Two fight with short sword, two use 2 daggers, one throws darts and the leader uses a long sword.

Only the leader wears armor (leather) Giving her a AC 1. 

Exp: 75 / 100

Scarf of the Ranger

This scarf can only be used by Rangers. It gives the wearer a +2 reaction adjustment when encountering animals. In addition the Ranger can speak with animals twice a day for every two levels of the wearer. This ability functions as the priest spell of the same name. Another ability of this scarf is warmth-providing. Especially on cold winterdays this Scarf can become very handy!

