
HEADS-UP 

 
Take the ultimate soccer challenge... without ever leaving your seat! Play with a 
friend or tackle the computer itself in an action-packed soccer game that takes 
all the concentration, strategy and split-second reactions of the real thing! You're 
in control as the realistic, dimensional players get the ball down the field by 
passing, bouncing and kicking it back and forth to one another - just like a real 
soccer game! 

HEADS-UP! And get ready for an exciting and demanding soccer tournament... 
complete with the roar of the crowd! 

 
Setting up 

 Make sure the console power cord is plugged into an electrical outlet that is 
appropriate for your Vectrex unit. 

 Check to be sure the plug for the built-in control panel is firmly seated in the 
control panel outlet on the right. 

 For simultaneous 2-player game play, plug second control panel (sold 
separately) into the control panel outlet on the left. 

 Make sure the console is turned OFF before inserting the cartridge. Insert the 
cartridge into the slot with the label side up. Be sure it is firmly inserted to the 
guideline marked on the cartridge. 

 Insert the screen overlay behind the tabs at the top and bottom of the screen. 
 Turn the OFF/ON/VOLUME CONTROL to the ON position (clockwise). You 

will see the Vectrex title for a few seconds, then the name of the game. 
 Adjust the volume control to the desired listening level. 

 
Heads-Up Controls 

As a one player game, Heads-Up is designed to be played with the built-in control 
panel. For two-player simultaneous game play, a second control panel is needed (sold 
separately). The functions of the controls are the same on both: 

Joystick 
Controls the player, on offense or defense, with the dot over his head. Pointing the 
joystick in any direction and pressing the kick button causes the offensive player to 
shoot or pass the ball in the direction in which the joystick is pointed. 



Number of Players (button 1) 
Selects one or two-player game. 

Skill Level (button 2) 
Selects skill levels - either 1, 2 or 3. 

Offense Shoot/Defense Goalie (button 3) 
When on offense, this button releases a shot at the goal. On defense, press and hold 
this button while using the joystick to control movement of the goalie. 

Offense Pass/Defense Switch (button 4) 
When on offense, this button releases a pass to another team-mate. On defense, this 
button transfers control of the joystick among the three defensive players. 

 
How to Play 

Player Selection 
Heads-Up can be played as either a one or two-player game. The two-player game 
requires a second, optional control panel (sold separately). When 'PLAYER 1 - 
GAME 1' appears on the screen, press Button 1 once to switch to a two- player game. 
'PLAYER 2 - GAME 1' will then be displayed on the screen. You can return to a 
single player game by pressing Button 1 again before starting game play. 

Game Selection 
You can begin Heads-Up at any of three different skill levels. Level 1 is the least 
difficult and level 3 is the most difficult. To select a skill level, press button 2. 

Starting Game Play 
Once you have selected the number of players and the skill level, press button 4 for 
kick-off. In a one player game, you always control the brightly lit players and the 
computer controls the dimly lit players. In a two-player game, the built-in control 
panel controls the brightly lit players and the second control panel controls the dimly 
lit players. 

Game Play 
Listen to the roar of the crowd, Head-Up is about to begin! 

The objective is to kick the ball into the opposing team's net and score as often as 
possible when on offensive - and prevent the opposing players from kicking the ball 
into your goal when on defense. Just like the real pros! 
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High Score Memory 

As long as your machine is on with the Heads-Up cartridge in place, the high score is 
retained. Once the machine is turned off and the cartridge is removed, the high score 
is lost. To view the high score, press the Reset Button on the console. 

 
Restarting the Game 

To restart after a completed game with the same number of players and with the same 
skill level, simply press any of the buttons on the control panel. If you wish to restart 
the game before it is completed, or change the number of players or difficulty level, 
press the Rest Button on the console. 

 


