Character Class Diagram:
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Note, Characters and Monsters will probably inherit from a “LifeForm” class.  This is mainly so that specific Spells can call cast( LifeForm, LifeForm ) for both the Character and Monster.

Monster Class Diagram:
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When Skills and Stats are modified,

New versions of meleeBase roll,

AC, HP, MP, etc are created.
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DiceRoll Class Diagram:
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