LEVEL1
Darkvision: accustomed to life underground, you have superior vision in dark and dim conditions. You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim light. You can't discern color in darkness, only shades of grey.
Dwarven resilience: You have advantage on saving throws against poison, and you have resistance against poson damage.
Stonecunning: Whenever you make an intelligence (history) check related to the origin of stonework, you are considered proficient in the history skill ann add double your proficiency bonus to the check, instead of your normal proficiency bonus.
Second wind: you have a limited well of stamina that you can draw on to protect yourself from harm. On your turn, you can use a bonus action to regain hit points equal to 1d10+your fighter level. Once you use this feature, you must finish a short or long rest before you can use it again.
LEVEL2
Action surge: starting at 2nd level, you can push yourself beyond your normal limits for a moment. On your turn, you can take one additional action on top of your regular action and a possible bonus action. 
LEVEL3
Martial archetype: Eldritch Knight: Spellcasting:
-2 spells from EVO and ABJU, 1 free

-L1 spells slots:3

-spell save dc=8+prof+int

-spell attack dc=d20+prof+int
Weapon bond: at 3rd level, you learn a ritual that creates a magical bond between yourself and one weapon. You perform the ritual over the course of 1 hour, which can be done during a short rest. The weapon must be within your reach throughout the ritual, at the conclusion of which you touch the weapon and forge the bond. Once you have bonded a weapon to yourself, you can't be disarmed of that weapon unless you are incapacitated. If it is on the same plane of existence, you can summon that weapon as a bonus action on your turn, causing it to teleport instantly to your hand. You can have up to 2 bonded weapons, but can summon only one at a time with your bonus action. If you attempt to bond with a third weapon, you must break the bond with one of the other two.
LEVEL5
Extra attack: beginning at the 5th level, you can attack twice, instead of once, whenever you take the attack action on your turn.

CANTRIPS:
fire bolt: casting time: 1 action, range: 120 feet. You hurl a mote of fire at a creature or object within range. Make a ranged spell attack against a target. On a hit, the target takes 1d10 fire damage. A flammable object hit by the spell ignites if it isn't being worn or carried. This spell damage increases 1D10 when you reach 5th level (2d10), 11 level (3d10) and 17th level (4d10).
Ray of frost: asting time: 1 action, range: 60 feet. A frigid beam of blue-white light streaks towardds a creature within range. Make a ranged spell attack against the target. On a hit, it takes 1d8 cold damage, and it's speed is reduced by 10 feet until the start of your next turn. This spell damage increases by 1D8 when you reach 5th level (2d8), 11 level (3d8) and 17th level (4d8).
SPELLS LEVEL1:
shield: 1 reaction, which you take when you are hit by an attack or targeted by the magic missile spell, range self, duration 1 round. An invisible barrier of magical force appears and protects you. Until the start of your next turn, you have a +5 bonus to AC, including against the triggering attak and you take no damage from magic missile.
Alarm: casting time: 1 minute, range 30 feet, components: a tiny bell and a piece of fine silver wire, duration 8 hours. You set an alarm against unwanted intrusion. Choose a door, a window, or an area within range that is no larger than a 20-foot cube. Until the spell ends, an alarm alerts you whenever a tiny or larger creature touches or enters the warden area. When you cats the spell, you can designate creatures that won't set off the alarm. You also choose whether the alarm is mental or audible. A mental alarm alerts you with a ping in your mind is you are within 1 mile of the warded area. This ping aweakens you if you are sleeping. An audible alarm produces a sound of a hand bell for 10 seconds within 60 feet.
Detect magic: casting time: 1 action, duration: concentration up to10 minutes. For the duration, you can sense the presence of magicwithin 30 feet of you. If you sense magic in this way, you can use your action to see a faint aura around any visible creature or object in the area that bears magic, and you learn its school of magic if any. The spell can penetrate most barriers, but it is blocked by 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 2 feet of wood or dirt.
Thunder wave: casting time: 1 action. A wave of thunderous force sweeps out from you. Each creature in a 15-foot cube originating from you must make a constitution saving throw. On a failed save, a creature takes 2d8 thunder damage and is pushed 10 feet away from you. On a successful save, the creature takes half as much damage and isn't pushed. In addition, unsecured objects that are completely within the area of effect are automatically pushed 10 feet away from you by the spell's effect, and the spell emits a thunderous boom audible out to 300 feet. At higher levels. When you cast this spell using a spell slot of 2nd level or higher, the damage increases by 1d8 for each slot level above the 1st.
