1. So I've been playing around with getting a spawner to detect if a player has tamed a spawn or not. So far I've not met with much success, but I think I'm really close here because it didn't error out, but it didn't trigger the spawner either.

First Spawner-Subgroup 1:
#CONDITION,GETONSPAWNER,Tamer1,1,COUNT = 0
SETONTRIGMOB/SENDMASG/You have tamed your first blah blah!

Second Spawner (named Tamer1)-Subgroup 1:
entered the name of any tamable mob and set to subgroup 1.

I know that once a mob is tamed, it's no longer part of the spawner it came from, so I figured if the count = 0 that'd be about the best way to trigger the second spawner. I tried setting the property to Controlled = true, but that returned an error and I don't think it would work anyway since once it's Controlled = true, the spawner doesn't see the mob anymore. Kinda confused on this one really. 

1. I think that we solved this by not detecting if the tame was tamed or controlled, But was just taken from the spawner. *tamed. *killed.

1) (Spawned Mobile) sub 1 kill 1
2) SETONNEARBY,7,*,Mobile/X//Y//Z// sub 2
3) SETONNEARBY,7,*,Playermobile/X//Y//Z// sub 3

Pretty much sees that if the mobile is still on the spawner. Since people are aware of it's one shot one time quest line they wouldnt want to try and kill it. 

*IF they did they are still moved to the finish. IF the mobile is tamed however the creature and the player in the area are teleported to the end happily. 

1. Would that be the same as detecting the remaining mob on the spawner still active Vs the actual amount spawned by the spawner within its radius? 

1. Pretty much if you do anything to the mob the spawner continues onto sub 2) which you can do anything after that point.
in the sequential spawn you can set them to either group or not, aswell as how many of the mobs you would need to detach, or one or all. its all part of extended spawner props when setting up sequential spawns.

It was really just a work around to find being able to come up with a working way to actaully detecting tamed spawns the way we wanted.

If you tame it, rename it, pull it away from the spawner it will goto sub 2) like any program is just the next goto line. 

