/ Rules of Renegade Event Design




Rule 1:
Design for Whispers

The best marketing isn’t on the schedule;
it’s in the whispers. When people lean over
and say, “Did you see that?” you’ve won.
Whispers spread faster than flyers.

Try this: Hide a surprise reveal halfway

through your event instead of front-loading
it. Give people a reason to keep talking
long after the confetti’s swept up.



Rule 2:
Kill the Booth
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Booths are boring. Static tables and vinyl
backdrops don’t spark curiosity they Kkill it.
People remember moments, not
tablecloths.

Try this: Instead of a booth, create a
roaming pop-up moment... a performer, a
tasting, a tiny installation that shows up
where no one expected it.
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Rule 3:
Curiosity is Currency
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Wonder is the most valuable thing you can
give an audience. When curiosity spikes,
dwell time increase, people share social,
and the story spreads itself.

Try this: Ask a question nobody else is
asking and answer it with activation.
(What’s the smallest parade we could
throw? What’s the secret ingredient your
city has never tasted?).



Rule 4;
Build for Share, Not Scale

Don’t think in acres and stages. Think in
sparks. One curious detail, beautifully
executed, will be photographed, shared,
and remembered more than a 200-foot
stage with a mediocre lineup.

Try this: Create a “hidden
Instagrammable” detail small enough to
feel like an insider find, bold enough to
look amazing in a feed.




Rule 5:
Surprise > Spend

Budgets don’t make events memorable —
surprises do. Wonder isn’t expensive, it’s
intentional. A $500 idea, placed well, can
outshine a $50,000 stage rig.

Try this: Swap one high-cost spectacle for
three small surprises sprinkled across the
event. They’ll feel more magical and cost
less.
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Rule 6:
Leave Space for Play

Not everything has to be scripted. The
best moments often come from unscripted,
unprogrammed play. Give people an
invitation, not an itinerary.

Try this: Add one “free play” element like
giant chalkboards, improv performers, or
an open mic and watch your crowd create
their own magic.




Rule 7:
End with Echoes

Your event doesn’t end when the lights go
out. The best echo in stories, photos,
conversations, and memories. Design with
the afterlife in mind.

Try this: Give your audience something
small to take home... a question, a
postcard, a story, so the event keeps living
the next morning.




Your Next Move

Now you've goft the playbook. Seven rules that take you beyond booths,
beyond convention, beyond “what we've always done.”
Want to see how this works in your city¢

Book a 15-minute Curiosity Jam.
In one short conversation, I'll give you an idea worth bringing home.

Because events don't start with budgets.
They start with curiosity.

info@robertkrumbineevents.com
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