The Great Machine

I kinda got inspired by the Girl Genius game, but I need some help.  Mainly with board size/shape and choices/mix of cards.  And possibly help with writing an interesting narrative, or artwork.

It's called "The Great Machine" - the basic premise is that the Evil Mad Scientist Doctor has left his assistants (all called Igor) in charge of his experiments while he goes to a convention on "Evil Inventions and the Applications in Modern Society".  The experiment in particular is a machine he designed to breed a better rat.  It is a mixture of mechanical and electronic feeder/torturing device.

The object of the player (called Igor) is to have his favourite rat the biggest by the time the master returns.  This involves placing gears/pipes/wires in the machine and activating it such that the food pellets go to his rat - and placing gears/pipes/wires in the machine and activating it such that the other rats are shocked (which causes them to lose food pellets, probably through vomiting).

There are event cards as well (things like Cardiac Arrest – fattest rat gets a chronic heart attack and dies).

Other complications are - 
Food pellets are lost if they leave the pipes - if they come to a dead end, they get stored (up to 2 pellets fit in a pipe).  Pellets are gravity fed (they move from the feeder at the top, down to the cages).

Resistors and Capacitors.  Straight electrical shock will kill a rat, it's equivalent to 3 capacitors discharging.  Capicitors store charge if they're on the circuit.  Resistors reduce charge (1 capacitors worth).

Breaks in pipes and wires (dependant on gear card)

Motor can be used to rotate cards clockwise or counterclockwise.

Event cards - some of which speed up the arrival of the master.

Rules

Possible moves in a player turn would be two from the following list-

a) Remove a gear from the board

b) Place a gear on the board (any orientation)

c) Rotate a gear on the board without disturbing its neighbours

d) Pull the level or Push the lever (make the motor run clockwise or

counterclockwise) 

e) Play an event card

f) Pick out a new favourite rat 

g) Place favourite rat on the board

(f and g are only necessary if your rat dies)

What happens when the lever is pulled/pushed -

1) Electricity flows down any wires connected to the mains

2) Capacitors that are connected to the mains directly (without

resistors in the way) store a charge (put a counter on them)

3) Rats that are connected to the mains directly die.

4) Rats that are connected with resistors in the way to the mains

lose pellets according to 3-resistors.

5) Rats not connect to the mains, but connected to charged capacitors

lose pellets according to # capacitors minus # resistors between.  If

over 2, they die.

6) Motor turns and gears rotate

7) All trapped pellets in the pipes move if they are freed

8) One new pellet drops from the feeder and moves (either to a cage

or to be trapped)

Most event cards are multiples except the sudden death cards which are unique.

Players have 5 cards

The "Master Returns" track that tells you when the game ends goes down by 1 after all players have had a turn.

