Industrial Base. Essentially the start of heavy industry on Planet. Like assembly lines being reinvented. And with assembly lines come factories. (Already?) Of course, those factories will have to be mild for this tech to not be overpowered.
I favor having mines and other terrain improvements here. It fits.
Information Networks. The description says computers are brought to Planet through the Unity. I suppose this advance then reinvents the means of connecting them together at a less-then-planetary scale. Um... Fiber Optics? Or Radio?
Social Psych. "Mathematical Insight into the social psychology of humans"? I suppose econometrics comes next? I think I may want more information on what Social Psych in the world of Alpha Centauri extends to.

Applied Physics. This technology gives lasers. The kind that are more effective at killing people than normal rifles. Well, I suppose the physics would be close to there by 2060.
Doctrine: Mobility. An attempt to organize defenses. I wonder if the ability to build a car should really require that. The command center thing makes sense, though. Maybe Organized Forces would be a better name...
Biogenetics. Why the Bio at the start of the name? And wasn't the human genome figured out already?
Biogenetics sounds cool. Nuff said.
Centauri Ecology. This one's a keeper in placement, but those terraformers shouldn't require anything (as they're too crucial). It may help when people try to establish farms and forests on Planet, though.
Agreed that formers need to be no-tech.

Progenitor Psych. Remove, please. Even if the progenitors were in the game, why form species-specific advances?
I concur.

Industrial Economics. Essentially a re-establishment of economics and corporations as existed back on Earth. I'd rename this Economic Base. I'd also like to question why it requires Industrial Base (or anything the factions don't already have before planetfall). Maybe if a faction gets Industrial Base OR Social Psych if it has to require something. I imagine the Morganites would be happy to pursue that before even making planetfall. :3
Interesting points. Although I can see how Industrial Base makes a reasonable pre-req. You can't have the economics of industry before the industry itself….. Anyway Morganites can pursue it as soon as they make planetfall :P.
Planetary Networks. The worldwide database. Once the computers are connected together, um... Well, the applications of Information Networks and Planetary Networks are plenty. Maybe they could exist as two advances. For now.
Ethical Calculus. This has the problems of Social Psych, plus it assumes that ethics can be derived from psychology that quickly? This is sounding more and more like its very late game counterpart, Eudaimonia. Although SMAC is in need of social advances, this one may need to be reconfigured in terms of name and definition. I like the applications, though.
It's an attempt at deriving ethics from psychology - it doesn't have to be entirely successful. It just has to be more useful than no attempt…
Doctrine: Flexibility. I personally would hope that building a navy wouldn't be that hard to figure out. Well, I suppose it could require an Organized Force, but the idea of navies (and air forces) shouldn't be too hard. The foils and cruisers may as well go there. Building colonies at sea, however, would be something else for sure. But I guess the people of 21st century Earth are supposed to figure it out enough before the mission. Then on Planet they repeat the process if they like. Now what does that sea colony look like? A residential fleet? Something like that might not even need those extravagant pressure domes. If the human SMAX factions are going in, let's please keep the Pirates playable.
Polymorphic Software. "The first massive neural nets". This certainly goes into the Information Networks category there, although its description sounds more like Planetary Networks than something requiring Industrial Base. Does self-modifying code require an Industrial Base? A big enough one, maybe, if one's too impatient.
Information Networks is really about organization of data and flow of information. Polymorphic software is about new  hardware and revolutionary software. If anything it might be too low tech where it is. For example I don't see why it's lower than Optical Computers, if anything OC should be a pre-req since in an OC you can use variable strength signals instead of binary - that'd be perfect for Polymorphic Software.
High Energy Chemistry. Sounds very much like a major reaction to the lasers of Applied Physics. One thing I wonder: If the products are so commonplace, then where are the civilian applications? Additionally, haven't the properties of matter at high/low temperatures and pressures been figured out, yet? Although I suppose trying to create a composite that can block and remain stable against a heat beyond the melting point of diamond would be impressive. Maybe the new name for this advance should have 'Composites' in it.
I guess this is a case where the military applications come first and the civilian on later techs. This would definitely make a good joint-req tech for some stuff, like Boreholes maybe. The co-req techs of Ind.Base and App.Physics certainly seem solid enough.
Nonlinear Mathematics. Hmm... How does a particle impactor work? Why does it require what I shall now call Chaos Theory? Why not call that weapon the Chaos Gun? Why not call that Superstring weapon the String gun? ...I'll pick on Superstring Theory later. Although I guess this kind of Chaos Theory is right in requiring Information Networks and Applied Physics.
This tech is pretty contrived :P.
Doctrine: Loyalty. Ah, the latest excuse to form some sort of military dictatorship. And this one may stick every now and then. Perhaps its prerequisites could become OR-type prerequisites. Might take some load off Yang when he tries to justify starting with a level-2 tech.
This would make a great joint-req tech for some units.
Secrets of the Human Brain. I'd place this much later in the game. Like after the neural interface stuff (instead of before). In the real world, cyborgs exist (even if there's only a handful of them so far). Yet, we still don't understand human self-awareness. So yeah. This is going higher in the tree. I don't know how much higher. Fundamentalism may have to be shoved somewhere else.
Actually I think this is reasonable. Think of it as "We unlocked SOME of The Secrets of the Human Brain", again, progress does not have to be total. In this case I think it's the secret of the Psi ability in some Humans.
Field Modulation. I'll get to that later. It sounds like something that will now require Neural Interface (instead of those other advances). Its defense application may have to become something other than armor, as well.
Probably a good place for special abilities.

Gene Splicing. Why does this of all things require Ethical Calculus to remove opposition to experimentation? Suppose, say, the University or Cyborgs wanted to beeline to this? They'd just need Biogenetics or whatever that tech's new name will be. I guess the argument of Ethical Calculus is waning further.
I can see that this tech doesn't really need the Ethical Calculus tech, even if it does make a degree of sense.
Adaptive Economics. If this technology is to continue, it should require Industrial Economics or whatever it's called now. Perhaps its other prerequisite could be Social Psych or Ethical Calculus. Those advances are starting to get lonely...
Ditch it I think. But it would make a good OR-req for certain things.
Optical Computers. This requires Polymorphic Software because... Polymorphic Software reached a limit? Why not just build Optical Computers first? What if Optical Computers required Applied Physics and Information Networks? It would then share prerequisites with that Chaos Theory. Should Chaos Theory then require this (and this alone)?
IMO this tech is underpowered in SMAC. 

Industrial Automation. Or just Automation. Or whatever. Robots get built. They do our bidding. This will at least require Information Networks and Industrial Base. But does it also depend on Polymorphic Software or Planetary Networks?
Industrial Economics (scale of economy stuff) I think makes sense and Planetary Networks (further evolution of computer technology) make a lot of sense for this. However this would be an interesting tech for some optional pre-req, a strong case could be made for Polymorphic Software. Plan.net is then controlling the robots remotely, while Polymorphic is making them as automations.

I favor ditching crawlers btw, at least for now.
Centauri Empathy. Having it require Centauri Ecology is a no-brainer. Having it require Secrets of the Human Brain is less so because the fundamentals of consciousness are moving. Centauri Empathy still has to be early in the game. It introduces mind worms, the planetmind, Green economics... Some potential candidates could be Social Psych, Biogenetics, or whatever will replace Secrets of the Human Brain placement-wise. Futher discussion is advised.
It makes sense to me. Centauri Empathy is learning to communicate with planet and its critters via the empathy/psi ability (the "secret" uncovered with sotb).

Intellectual Integrity. I'd say it's placed in a nice spot, but I wonder if it really needs to rely on both advances instead of just one. Of course, if it does an OR-prerequisite switch, Doctrine: Loyalty may look much easier to ignore. ...maybe it can stay where and how it is for now.
I think it'd be okay as an OR tech, Doc.loyalty can be buffed up with some military applications.

Adaptive Doctrine. I'm not entirely sure what this does, but it sounds like a fitting precursor to Advanced Military Algorithms. It would do well to continue requiring Polymorphic Software and one of the earlier Doctrine advances. Maybe Doctrine: Flexibility like it does already.
Ditch it.

Advanced Subatomic Theory. Why does this require Polymorphic Software? I think that could go without Information Networks. It'd just take longer due to them not having network nodes available. ;D Of course, would high-energy chemistry go that far down? It'll probably go far enough for its applications, but finding truly indivisible particles may have to come later. If there are any.
If PolySoft and OptiComp are switched then it'd make perfect sense for this to the have pre-req of OptiComp, you need procressing grunt for this kind of stuff.

Ecological Engineering. Its ties to Centauri Ecology are obvious. Its ties to Gene Splicing are not. This advance grants the ability to build condensers, echelom mirrors, boreholes, and plant fungus. I don't see how any of these require gene splicing. The boreholes may require Automation, though.
Well I would put the Soil Enricher on Ecological Engineering which would justify the Gene Splicing pre-req. Use engineered bugs to improve the soil. I'd be inclined to put the other stuff on more industrial techs.
Superconductor. Its description says that Optical Computers finds it useful. Although I'm sure the gatling laser and beelining to Applied Relativity could be useful on their own. Now I'm not sure whether they want materials that superconduct at liquid nitrogen temperature or room temperature. The former is possible in today's world. But in any case, this will require Industrial Base at least.
I think this is room temperature. I agree here I'd favor buffing this tech.
Synthetic Fossil Fuels. Is this really the only source of energy with which a plane can get off the ground? No biofuels, perhaps? In any case, I don't know if the prerequisites should remain as is or become more relaxed at the biology end. I also don't know if this may end up renamed 'biofuel'.
It IS biofuel, pretty much. Anyway Planet's native life is short of carbon so it's much harder to make fuels from it, at least as we would tend to make biofuels on earth. I'm talking out my ass btw but I don't mind this tech and I think Gene Splicing makes sense.
Doctrine: Initiative. I'd like this to be a bit more broad-scope in nature than the navy or else it may become a dead-end tech fast. And a useless one for anyone satisfied with normal foils. I'd rename it Doctrine Navigation or Navigative Initiative and maybe tie it to the spaceflight techs. Alternatively, keep its current name and tie it to Homo Superior as it already does. As for prerequisites, its current two look adequate. Somewhat.
I'd link it more into flight and stuff.

Bioadaptive Resonance. An extension of Field Modulation. I'm not sure if its other prerequisite should really be Centauri Empathy, although I do suppose those Spore Launchers may rely on both anyway. I wonder what links this will need with Secrets of the Human Brain.
Cyberethics. Having this require Planetary Networks is obvious. Having this require what's now called Ethical Calculus (in some way) is also obvious. Should it require Intellectual Integrity? Maybe.
Advanced Military Algorithms. I'm tempted to rename or transform that into Game Theory because its current name is so long and I don't want this to become a dead-end tech. Its description shouts Adaptive Doctrine. I don't know yet if it should bother with Optical Computers yet, but it does seem to want some digital technology available and I wonder if Polymorphic Software will do the trick. Alternatively, suppose it soon relied on Chaos Theory after becoming Game Theory?
The abbreviation is AMA which is fine. A poly/opti OR-req seems fine. Game Theory would be very lame heheh, that's much too mundane a name. However I don't really like "Advanced" Techs. Maybe even just call it Military Algorithms.
Neural Grafting. This will be transformed into an earlier tech. I don't think this will require Industrial Automation as much as Polymorphic Software or Optical Computers. I also don't think this will require Secrets of the Brain as much as some earlier advance like Biogenetics.
No way. Effectively linking brain matter with machine is some pretty complex stuff. I'm not sure about Ind.Auto though, I feel this is more about the strictly computer and biology stuff, like Polymorphic Software definitely makes sense to dynamically "learn" the unique workings of each brain - you can't just use a one-size fits all mass produced solution.

Environmental Economics. Very often I've tended to mod SMAX so that this requires Adaptive Economics, then Planetary Economics once again requires this. I mainly like those economics advances lined up. Having this require Ecological Engineering as usual also makes enough sense to me.

If Adaptive Economics doesn't get ditched then it'd make a good OR-req with Ecological Engineering.

Centauri Meditation. Its ties to Centauri Empathy are clear. But communicating with planet itself may rely on that Secrets of the Human Brain, which isn't leading to Centauri Empathy anymore. So in terms of prerequisites, Secrets of the Human Brain (or maybe Field Modulation) will take Ecological Engineering's place.
Well I think SotB should definitely lead to Cent.Empathy. I don't see the need for Ecological Engineering which is really more about effectively raping planet. Maybe Cent.Emp could just lead directly to Cent.Medi.
Applied Relativity. What if this was renamed Updated Relativity or something like that? The description says that it's found incomplete through Superconductor and Advanced Subatomic Theory. I suppose those prerequisites can stay. Although I can't help but think something else, like Chaos Theory, ought to be added to the mix.

Silksteel Alloys. Materials with very high tensile strength. Apparently, its ties to Industrial Automation in its description are purely demand for materials that can handle more stress in the robotic factories. As if one whole prerequisite was just dropped. But would some milder advance come in handy? Like whatever is needed to produce that silk? Something like Automation once again? I don't know.

Doctrine: Air Power. Or just Air Power. Those fossil fuels or biofuels will be necessary here. I think it's interesting that Santiago mentions Initiative in the quote, but that might not matter enough.
Split off some of the tech, maybe make Aerospace have another req tech, maybe Doc:Init.
Superstring Theory. This tech's description makes no reference to Cyberethics. I suppose this mainly requires Nonlinear Mathematics and... whatever computing power is necessary for producing the mathematical models. We may need to further figure what that is. It may translate to a weaker Chaos Gun in the name of game balance.
I think this ties in well with the Subatomic Theory line…

Bio-Engineering. Its ties to gene splicing are solid. Its ties to Neural Grafting less so. That relation is based off the modifying of an organism in general. I don't know if this would call to require Neural Grafting. I can just look at this and go hypocritical thinking about Ethical Calculus. Further discussion is advised.
Bio-engineering and Neural Grafting are bass ackwards IMHO. Swap them.

Planetary Economics. I liked its relations in SMAC more than SMAX, when it wasn't a tier-4 tech leading only to tier-11 advances and Environmental Economics wasn't being practically left behind. Now, I plan to count Environmental Economics as a step-up to Planetary Economics and restoring the old connection. And with adaptive economics leading to its environmental counterpart, it won't be missed.
Agreed. Hybrid Forests before Treefarms was weird anyway.
Photon/Wave Mechanics. I don't know what its real prerequisites should be, but I suppose Applied Relativity would do well as one of them. The silksteel relation could've existed mainly to have all the armor classes in SMAC lined up as if that's necessary.
I think that it'd be interesting to split off SilkSteel and Photon/Wave creating alternative routes to armored units. Silksteel would be a good mobile-defender tech, while P/W would be more of a hard as rock groundpounder type thing.
Pre-Sentient Algorithms. I like its connection to Cyberethics as it will be necessary on the jump to Digital Sentience. The other prerequisite will be... I don't know. But Advanced Military Algorithms (or whatever that became) is still available. Especially if that's still requiring Optical Computers.

Mind/Machine Interface. The link to Doctrine: Air Power should go away. I'm not sure whether to place this with Secrets of the Brain or Neural Grafting directly. I'm also not sure if further computing technology ought to come into play as a second prerequisite. I further wonder if this ought to be connected to Industrial Automation.
Should definitely need Neural Grafting. If NG and BIOE are swapped then MMI becomes a later tech, which is good. MMI needs to be less loaded too.
Fusion Power. Our challenges of such come not from controlling the energy release, but making the released energy be more than what goes into the system. Unless with those hydrogen bombs, of course. I'm demoting that prerequisite to Information Networks. Control Systems present to maintain an energy surplus. Oh, and no more hit point doubling reactors. Please.
Fusion power isn't trivial. If nothing else powerful computers are needed to do the simulations and run the plant software.
Monopole Magnets. On Planet, are we to assume that Superstring Theory is the key to realizing that such things can exist? As for tools on acquiring and using the monopoles, I don't know...
This tech should need something techy and something buildy. Superconductor is also obviously an ideal pre-req.
Retroviral Engineering. Using engineered viruses to genetically modify individuals. I don't see why this should require Advanced Military Algorithms. Even for the usage of gene warfare.The description states the technology can be used for healing purposes, so perhaps more of that should be seen than the defense against gene warfare.
Bear in mind this tech in SMAX…. Isn't pleasant, to say the least. AMA does sort of make sense. Bioengineering definitely makes sense. If Neural Grafting and Bioengineering are swapped this tech would arrive earlier, something I favor.
Orbital Spaceflight. Having this require Doctrine: Air Power makes sense. But Pre-Sentient Algorithms sure weren't necessary to launch Sputnik or the Apollo missions. Maybe Information or Flanetary Networks...
Damnit! There's no point making trivial pre-req techs which are virtually free to research. The colonists of Chiron are VERY short on manpower and well EVERYTHING. So having spacecraft which run themselves and satellites which build themselves out of asteroids and stuff makes lots of sense. Unlike on Earth the space program can't be expensive - the colonists just can't afford it.
Even then, I find this tech generally too easy to get to, or at least too loaded for where it is. Maybe we could use a "Satellites" type tech.
Organic Superlubricant. The description says it's made of simple life forms that seek out places where they can help out. That sounds more like an application of Bio-Engineering than Fusion Power. The Synthetic Fossil Fuels part makes sense, though.
Maybe joint req of Bio-E and SSF. And tone down the military applications.

Unified Field Theory. The prerequisites of this advance are pretty sound. I wish stuff like this happened more often.

Probability Mechanics. This requires the massive computing power of Pre-Sentient Algorithms first and the knowledge of Photon/Wave Mechanics second. This tech should also totally have an economic application like Market Oracle.
Advanced Ecological Engineering. If any advance in the game needs to be renamed, it's this one. It's longer than any other. I propose Advanced Terraforming. According to the description, this advance derives from the field of Environmental Economics. I'm not sure if this should really require Fusion Power, despite how it says that advance's discovery opened up possibilities here.
I'm not sure what the hell to put on this tech :P.

"Advanced" techs are kinda boring anyway… maybe ditch some of them and have more co-req stuff (like say a Fusion Former which requires Fusion Power and Ecological Engineering). So I say ditch this tech.
Centauri Genetics. The description says it's the structural blueprint of the native life on Planet. I'm not sure why talking to Planet required this. I'm also not sure if the genetic end of things requires altering individuals. Although I suppose both helps. Especially since that link to Centauri Meditation will be necessary for the Pholus Mutagen. Further discussion is advised.
Should obviously require Cent.Medi, and Retroviral Engineering would be a good OR-req at very least.
Biomachinery. "The full integration of Man and Machine at the cellular level". I suppose a definition like that will lock its current prerequisites in place.

Advanced Spaceflight. This should definitely require Orbital Spaceflight. I don't know what other prerequisite (if any) shoudl be added, but some possible ideas are Fusion Power, Industrial Automation, and Doctrine: Initiative.
Ditch, re Adv.Eco.En. Attach other stuff to Orbital Spaceflight + another advanced tech.
Nanometallurgy. "Manipulate metals at the molecular level". This sounds more like an application of Nanotechnology than anything. I'd have this require nanotechnology. Good thing I'm placing that a bit earlier in the tree. And all of those applications should realistically come sooner.
Homo Superior. This advance marks Doctrine Initiative as a breakthrough. If any advance were to require Doctrine Initiative, this would be it. And of course, the link to Biomachinery still applies. I'd probably rename this advance, but to what I don't know.
Nanominiaturization. I don't know why this requires Organic Superlubricant or Monopole Magnets. Especially Organic Superlubricant. I'd imagine having this require something earlier like Silksteel Alloys. That looks like the same area. Maybe it could also be renamed Nanotechnology?
N-Space Compression. If any tech bothers me in its placement, it's this. How does one compress space simply with cellular brain/machine integration and the ability to send probes in space? One doesn't! This should require stuff way more advanced like Quantum Machinery, Singularity Mechanics, or Temporal Mechanics. If not stuff even higher. I'd particularly suggest something near Controlled Singularity. I'd also remove the N- from the name. Or better yet, I'd just remane it "Wormholes". In which case I'd have it require Controlled Singularity and Matter Transmission. The applications will also have to change considerably.

Industrial Nanorobotics. The logical direct prerequisite of Nanominiaturization. I'd take 'Industrial' out of the name. It also looks like this will already require Industrial Automation through Nanomin and Silksteel. I can only speculate on if this would require anything else.
The Industrial implicates that these are Nanorobots beyond the scientific and possibly medical scene, like "These things are so refined now we don't worry about Grey Goo". I sort of think a nano tech should be closer to Ind.Auto, act as a bridge. All the Nano techs could use some shuffling and stuff. We could have Medical Nanorobotics maybe too, they'd be potential for OR-req here…
Centauri Psi. This would do well to require practically every other environmental advance up to this point. Or at least the other Centauri advances. I suppose that's part of why it requires Centauri Genetics and Advanced Ecological Engineering originally. Although I suppose AEE must have had some oddball interactions with the native life...
Frictionless Surfaces. I guess it would be odd if this was discovered before Organic Superlubricant. Of course, as an application of Nanotechnology or Nanometals or whatever, the other prerequisite may go there. Unified Field Theory will have to sit this one out.

Matter Compression. To the point of making neutronium. That does sound like an application of Nanometallurgy. That armor must be either really thin or really heavy. I don't know if this would require anything else. And I wonder if those Magnetic Monopoles would apply here. Fun fact: Earth is four times as dense as the Sun.

Digital Sentience. I'd place this a lot earlier in the tech tree. As in I'd have it require Pre-Sentient Algorithms directly. Its link to Mind/Machine interface can stay. As such, many other advances will show up earlier as well.
Agreed. Would make a great co-req for various stuffs.
Sentient Resonance. That sounds like something that would have to require Digital Sentience. I suppose Bioadaptive Resonance and Centauri Psi may have to duel this out. But since Centauri Psi will have other stuff to lead to, I'm voting for Bioadaptive Resonance.
Nonsense tech, ditch.
Quantum Power. This will require Unified Field Theory. Perhaps directly as it can no longer rely on Frictionless Surfaces for that. I wonder if the mechanisms of high power ought to still be derived from Fusion Power.
Super Tensile Solids. Its link to Matter Compression is sound, but Advanced Spaceflight leads to it only because STS has some applications in that area. Of course, I's say that making unbreakable objects would require Probability Mechanisa or Unified Field Theory. More likely the former. And Matter Compression under all these rules requires neither.
See this is the kind of tech where it would make sense to have for example the Space Elevator buildable in combo with Orbital Spaceflight. I think it should come earlier.
The Will to Power. Shall this require Homo Superior? Sure. Will it require Centauri Psi? I doubt it. This should at least require Intellectual Integrity somehow, either directly, or through Cyberethics or Planetary Economics or whatever.
I think that the "Cent" branch should be largely divorced from other stuff…. just in general. Make it largely it's own branch off on it's own. Maybe it can link back in as a powerful OR-req to Will to Power.
Sentient Econometrics. Or Econometrics for short. Its prerequisites of Digital Sentience and Planetary Economics are quite sound.

Nonsense Tech! I say! Econometrics as a tech name is okay I think even if unwieldy.

Self-Aware Machines. This will still require Digital Sentience as is probably logical. I'd probably place the other prerequisite at Industrial Automation if Mind/Machine interface doesn't require that already. This will NOT require N-Space compression. This will probably not require Advanced Spaceflight, either.
Spaceflight is kind of the perfect use for these machines though… since I favor removing Adv.Spaceflight it'd just have Orb.Spaceflight as a direct pre-req.
Quantum Machinery. I'd keep its connection to Quantum Power. I'd also connect this to Nanometallurgy through Frictionless Surfaces, which so far is not strong enough to be a dead-end tech. Of course, I can't help but wonder if this advance ought to connect to Matter Editation somehow.
Secrets of Creation. "What is the purpose and order of the universe?" Is that really the ultimate philosophical question? I'd hope this advance could address more philosophical hurdles than just that. In any case, I'm content with this requiring Unified Field Theory, although I wonder if this would really require The Will to Power as opposed to some other closely related advance. My first guess is "yes".
Graviton Theory. I don't see how either of its prerequisites fit here. I'd rather connect this to advances like Advanced Spaceflight and either Unified Field Theory or Quantum Power.
Matter Editation. If this is really the last major hurdle in physical manipulation, then what are Quantum machinery and why doesn't this require that? In any case, I don't think editing atomic weight and other properties of atoms would require Quantum Machinery. However, it could use those self-aware machines that churn out those heavy-detail products and some sort of other nanotech-style prerequisite. I do wonder if this advance sufficiently connects to the materials of Super Tensile Solids.

Secrets of Alpha Centauri. This should definitely require Centauri Psi in some way. Perhaps directly, as it already does. This should also require Digital Sentience in some way. The way it does through Sentient Econometrics sounds pretty cool, although as usual I have my doubts.

Applied Gravitonics. I guess it'd be obvious for that to require Graviton Theory. Although I seriously wonder what non-gravitational technology is behind its only current application, the Graviton Gun.
Eudaimonia. This advance's link to the Will to Power is mainly a negative reaction, or so it looks to me. I don't know if this really should require The Will to Power as opposed to something slightly milder like Homo Superior. Or even higher like Secrets of Creation.
Secrets of the Manifolds. Considering the Progenitors might not even be in the game anymore, the far-flung manifolds could lose their involvement. If that is the case, this tech has also lost its involvement. So, no more Secrets of the Manifolds. But if this stays, it would surely keep its current prerequisites.
Singularity Mechanics. Probes aided by on-board Self-Aware Machines? I guess that was why SAM required Spaceflight. In any case, I'm not sure why this requires Secrets of Creation or Self-Aware Machines. I am sure why in some way it requires Spaceflight and Unified Field Theory. I'd somewhat rather this required either Graviton Theory or Applied Gravitonics and either Matter Compression or Super Tensile Solids.
Matter Transmission. Its connection to Matter Editation is sound. Its connection to Alpha Centauri sounds more like a way for Alpha Centauri to lead to Threshold of Transcendence. But thanks to the naming of the Psi gate, we may be stuck there anyway. Unless this instead gets tied to Sentient Resonance, which I hope does not become a dead-end tech.
Temporal Mechanics. I don't know why this requires Matter Transmission or Eudaimonia. I also don't know why this doesn't require Unified Field Theory in some way. What I do know for sure is it will need to be very late in the tech tree, like where it is. Although maybe its new prerequisites could be like Quantum Machinery and maybe Secrets of Creation.
Controlled Singularity. This should definitely require Singularity Mechanics. And applied Gravitonics if Singularity Mechanics doesn't already. I suppose any other direct prerequisites wouldn't be necessary.

Threshold of Transcendence. I'd have this require Secrets of the Manifolds and either Secrets of Creation or Eudaimonia. I may consider stuffing Temporal Mechanics back in there if necessary. If Secrets of the Manifolds is no longer in the game, I'd have this require Secrets of Alpha Centauri in its place. I'd also probably ask for this technology to be more of a misnomer by having the Transcendence Victory require advances that don't lead to this. I think Temporal Mechanics and other super-high advances are missing out.
String Resonance. Manipulation at the superstring level. I wonder if Quantum Machinery and Matter Editation ought to converge here. Preferably with Sentient Resonance added in the mix. There is how Matter Transmission may be requiring two of those.
Transcendent Thought. This should clearly require Threshold of Transcendence. It should also require as many other advances as possible. My personal preference would have Transcendent Thought require everything else.
All the upper tech is technobabble crap, good luck making it sensible :P.
