1. Okay, I've been banging my head against the wall on this one. I'm trying to get a spawner to spawn a mob but only when a player is poisoned with Deadly Parasitic poison. If you [props the player and go to poison, Parasitic is shown, but when you set it, it shows Deadly Parasitic, I've tried both. The spawner keeps telling me invalid property string. I've tried all kinds of combinations:

Poisoned/true/Poison,DeadlyParasitic
Poisoned/true/DeadlyParasitic
Poison,DeadlyParasitic/Poisoned/true

Does anyone know what the correct format needs to be?

EDIT: I seem to have fixed the invalid property string, however, the spawner still won't spawn the mob.

Poisoned = Poison,Parasitic, or Poisoned = Poison,DeadlyParasitic both work, but why won't the spawner trigger?

EDIT 2: Okay, so I figured out that Poisoned = true will trigger the spawner, but I was hoping to limit to only trigger when the player is poisoned with Parasitic poison. Oh well, this will work for now. 

1. Got it, very easy. 

1) In your Xmlspawner Props set your SpawnOnTrigger to True.
2) Set your MobTriggerProp to Poison = DeadlyParasitic
3) Set your ProximityRanges.
4) Close props. 
5) Add your spawns like normal and the XmlSpawner will only trigger "If the triggering players are in range and have been parasiticly poisoned."

This can also be done other ways... like per spawn but this is quite the easiest to do it per spawner. 

