
12-14 15-17 18-20
CONSUMPTION 
DURATION

2-3 h 5-6 h 3-4 h

CONSUMPTION 
TIMES

before and after 
dinner, together with 
the family, vacations

time in public trans-
port, evening, week-
end, vacations

always-on, time in 
public transport, 
lunchtime, evening, 
breaks, weekend, 
vacations

TOPICS OF
INTEREST

entertainment 
(games, animals, 
comics) 

topics relevant to the 
peer group/region 
(COVID, climate); 
entertainment (sport, 
stars, crime, lifestyle)  

personal interests, 
education, 
entertainment

CONSUMPTION 
MOTIVATION 

useful for the consu-
mer, entertainment 
(emotional)

personal interest, 
connect with peers, 
entertainment (emo-
tional, intellectual)

personal interest, 
education, enter-
tainment (intellectual, 
emotional)

SOURCES / ACCESS 
PATH

TV, newspaper, radio, 
search engines via 
family and school

social media post (ti-
meline and profiles) to 
link to news platform, 
news aggregators

news apps, social me-
dia profiles (targeted, 
self-selected)

CONSUMPTION 
PATTERN

by-the-way-
consuming

headline-hunting, 
swiping, following up 
push notifications, 
search backward 
behaviour (meme)

extensive, deep 
and time-consuming 
engaging with 
specific content

SHARING MOTIVES connecting with
family

phatic communication connecting with spe-
cial interest groups

GATEKEEPER family recommend 
news articles

peers via special 
interest groups

the individual 
him-/herself

NEWS OFFER dependent on the 
parental home (new-
spaper subscription, 
habits for watching 
“Tagesschau”) 

dependent on social 
media as the main 
distributor & on 
recommendations of 
peers

self-selected apps, 
main news app, main 
social media channel

TECHNOLOGY type of mobile 
phone, access to 
data package (+size), 
parental restrictions

data package size, 
school restrictions 
(mobile phone free 
time) 

device-independent, 
no restrictions

LANGUAGE mother tongue as 
starting point of 
news consumption

relevance of media 
content language 
declines

news content langua-
ge is less important

READING SKILLS attempted reading

DIGITAL SKILLS gaming, playful 
interaction

fast adaptation targeted use

NEWS UNDER-
STANDING

through family & 
school

through media 
socialization

self-reflection

complex content is reflection on their
own news consumption
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