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INTRODUCTION: TURNING PICKY EATING INTO
PLAYTIME FUN

Every parent knows the struggle of coaxing a reluctant child to
eat their vegetables or try a new food. The battle at the dinner
table  is  a  classic  childhood  tale,  and  few  storytellers  have
captured it better than the creators of the beloved Charlie and
Lola series. In the iconic episode "I Will Never Eat That", Lola, the
famously  picky  little  sister,  refuses  to  eat  anything  but  her
favorite  plain  foods—until  her  big  brother  Charlie  uses
imagination  and  creativity  to  transform  ordinary  meals  into
exciting adventures. Now, this delightful story has been turned
into an interactive digital experience: the Charlie And Lola I
Will Never Eat That Lunch Game. This engaging online game
brings the magic of the book and TV show to life, offering children
a safe,  fun  space to  explore  new foods,  learn  about  healthy
eating, and play alongside their favorite characters.
In this comprehensive article, we’ll dive deep into everything you
need to know about this  charming game. Whether you are a
parent looking for a screen-time solution that actually teaches
something, a teacher seeking a classroom resource, or simply a
fan of Charlie and Lola, you’ll discover how this game turns the
challenge  of  picky  eating  into  a  joyful,  interactive  learning
experience.  We’ll  explore  its  gameplay,  educational  benefits,
connection to the original story, and practical tips for getting the
most out of it.

WHAT IS THE CHARLIE AND LOLA I WILL NEVER EAT
THAT LUNCH GAME?

The Charlie And Lola I Will Never Eat That Lunch Game is a
free  online  interactive  game  originally  developed  for  the
CBeebies  website  (the  BBC’s  preschool  channel).  It  is  based
directly  on  the  bestselling  book  and  television  episode  I  Will
Never Eat That, which features Lola’s famous list of foods she
claims she will never eat—such as tomatoes, carrots, and peas.
The game places children in the role of making lunch for Lola,
using a variety of ingredients that Charlie magically transforms
into fun, imaginative dishes.
The  game is  designed  for  children  aged  3  to  6  and  is  fully
accessible  via  a  web  browser.  It  uses  simple  drag-and-drop
mechanics, bright colors, and the familiar voices and illustrations
from the TV series. The goal is not to force Lola to eat, but to help
her  discover  that  foods  can  be  exciting  and  delicious  when
presented with a little creativity. Children click on ingredients,
combine them, and watch Lola’s reaction as she tries each new
creation.

Key Features of the Game
Interactive Lunch Making: Players choose from a
selection of fruits, vegetables, and other ingredients to
build a plate for Lola. Each ingredient is tied to a food Lola
initially dislikes.
Imaginative Food Transformations: When a child
places an ingredient on the plate, Charlie’s magic turns it
into a fun, themed dish—like “green spaghetti” made from

peas or “orange twiglets” from carrots.
Positive Reinforcement: Every time Lola tries a new
food, she smiles and says something encouraging. The
game never shows negative reactions, even if the child
makes an unusual combination.
Characters and Narration: The game features authentic
voices and friendly narration from the TV series, keeping
children engaged.
Multiple Levels or Rounds: While the core activity is
similar each time, different food challenges appear,
keeping the gameplay fresh.
No Timers or Scores: The game is non-competitive and
stress-free, allowing children to explore at their own pace.

THE STORY BEHIND THE GAME: HOW A BOOK BECAME
A DIGITAL TOOL

Lauren Child’s  Charlie  and Lola  books  have been beloved by
families for over two decades. The story I Will Never Eat That
(originally published as I Will Never Not Ever Eat a Tomato) is one
of the most famous in the series. In the book, Lola declares she
hates  tomatoes,  but  Charl ie  cleverly  renames  them
“moonsquirters”  and  convinces  her  to  try  them.  This  simple,
ingenious trick is the heart of the Charlie And Lola I Will Never
Eat That Lunch Game.
The game was created as part of the BBC’s educational digital
content  for  preschoolers.  Its  aim was to  translate  the  book’s
gentle lesson about picky eating into an interactive format that
children  could  control.  By  making  lunch  for  Lola,  kids  are
empowered  to  experiment  with  foods  without  any  real-world
pressure. The game reinforces the idea that “there’s no such
thing as a ‘yucky’ food—only foods you haven’t tried in a fun way
yet.”

GAMEPLAY AND FEATURES: HOW TO PLAY THE
LUNCH GAME

The Charlie And Lola I Will Never Eat That Lunch Game is
straightforward and intuitive for young children. Here’s a step-by-
step walkthrough of the typical gameplay:

Step 1: Meet Lola and
Charlie
When the  game loads,  children  are  greeted  by  an  animated
scene of Lola sitting at a table, looking a bit skeptical. Charlie
stands beside her with a big smile and a chef’s hat. A simple text
or voice prompt says: “Can you help me make lunch for Lola?”

Step 2: Choose Ingredients
On the side of the screen, a shelf displays various ingredients:
tomatoes, carrots, peas, mushrooms, bananas, and more. Each
item is clearly labeled and shown in a cute, cartoon style. The
child drags an ingredient onto the plate in front of Lola.
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Step 3: Watch the Magic
Once the ingredient is on the plate, Charlie waves his hand and
the item transforms into a whimsical dish. For example, a tomato
becomes “moonsquirters” (sliced tomatoes shaped like moons),
and  peas  become  “green  spaghetti.”  The  transformation  is
accompanied by a cheerful sound effect.

Step 4: Lola Takes a Bite
Lola picks up her fork, takes a bite, and then reacts with surprise
and delight. She says something like, “Oh! These moonsquirters
are actually quite tasty!” The game offers no negative feedback;
every attempt is met with positivity.

Step 5: Continue or Finish
Players can continue adding ingredients to make a full lunch, or
they can click the “Finished” button to see Lola happily eating her
plate. The game then congratulates the child and encourages
them to play again.

Additional Interactive
Elements

Sound Effects: Crunching, chewing, and happy sounds
make the experience multisensory.
Animations: Lola’s facial expressions change from
skeptical to delighted as she eats.
Repetition: The game encourages multiple plays so
children can try all the food combinations.

EDUCATIONAL BENEFITS: MORE THAN JUST A FUN
GAME

The Charlie And Lola I Will Never Eat That Lunch Game is a
prime  example  of  edutainment  done  right.  It  seamlessly
combines  entertainment  with  valuable  learning  outcomes  for
preschoolers. Let’s break down the key educational benefits.

1. Encouraging Healthy
Eating Habits
At its core, the game confronts the issue of picky eating in a
gentle, non-threatening way. By watching Lola try foods that she
originally refused, children learn that it’s okay to experiment with
new tastes. The game models positive behaviors: taking a small
bite, being open to new experiences, and using imagination to
make food fun. For many children who are hesitant about fruits
and vegetables, seeing a beloved character enjoy them can be a
powerful motivator.

2. Developing Fine Motor
Skills
The drag-and-drop interface requires children to use hand-eye
coordination and control their mouse or touchscreen movements.
For  younger  players,  this  is  excellent  practice  for  fine  motor
development.

3. Building Vocabulary and
Language Skills
Each  ingredient  is  named  aloud,  and  Lola  describes  the
transformed  dishes  with  colorful  language  (“moon  squirters,”
“green  spaghetti,”  “orange  twiglets”).  This  enriches  a  child’s
vocabulary and encourages them to associate positive words with
food.

4. Fostering Creativity and
Imagination
Charlie’s  game  of  renaming  foods  is  a  brilliant  exercise  in
creative thinking. Children learn that changing how we look at
something can change our  feelings about  it.  This  can extend
beyond food to other areas of problem-solving and innovation.

5. Promoting Social and
Emotional Learning
The game teaches empathy: children see Lola’s initial fear and
eventual joy. It also builds confidence as they successfully “help”
Charlie  make a lunch that  Lola enjoys.  The lack of  failure or
scoring reduces anxiety and encourages exploration.

WHY PARENTS AND TEACHERS LOVE THIS GAME

The Charlie And Lola I Will Never Eat That Lunch Game has
received widespread praise from both parents  and educators.
Here are some reasons why it stands out as a high-quality digital
resource for young children.

Safe and Ad-Free
Environment
Hosted on the CBeebies website, the game is completely free of
advertisements, pop-ups, or external links. There is no user data
collection,  making it  a safe choice for  young children to play
independently under supervision.

Screen Time with Purpose
Instead  of  passive  viewing,  the  game  requires  active
participation.  Children  make  decisions,  see  immediate
consequences, and engage with content that reinforces positive
messages. Many parents report using the game as a conversation
starter during mealtimes.

Classroom Integration
Teachers often incorporate the game into lessons about food,
health, or emotions. It can be used on an interactive whiteboard
for  a  group activity  or  on tablets  for  individual  learning.  The
simple storyline is easy to extend into art projects, role-playing,
or snack-making activities.
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Supports Picky Eaters at
Home
For families struggling with a picky eater, this game offers a risk-
free way to talk about food. Some parents even mimic Charlie’s
strategy  after  playing,  renaming  foods  to  make  them  more
appealing.  For  example,  calling  broccoli  “little  trees”  or
cauliflower  “snow  clouds.”

HOW THE GAME HELPS PICKY EATERS: RESEARCH
AND REAL-LIFE IMPACT

Picky eating is a normal developmental phase for many toddlers
and preschoolers, but it  can cause significant stress for families.
The Charlie And Lola I Will Never Eat That Lunch Game
aligns  with  evidence-based  strategies  for  reducing  food
neophobia  (fear  of  new  foods).

Exposure Without Pressure
Research shows that repeated, non-pressured exposure to new
foods increases the likelihood of  a  child  accepting them. The
game exposes children to images and names of vegetables and
fruits in a fun context,  without the pressure of  having to eat

them. This can reduce anxiety around those foods when they
appear on a real plate.

Modeling and Social
Learning
Children learn by watching others. Seeing Lola try and enjoy new
foods provides a powerful social model. The game also shows
that even a character who initially refuses foods can change her
mind.

Positive Association with
Healthy Eating
By linking healthy foods with fun renaming games and positive
outcomes  (smiles,  praise),  the  game  helps  build  a  positive
emotional  association  with  fruits  and  vegetables.  This  is  a
cornerstone of encouraging long-term healthy eating habits.

TIPS FOR PARENTS: GETTING THE MOST OUT OF THE
GAME

To maximize the benefits of the Charlie And


