Updated System:
STATS:

Strength => damage

Dexterity => hit rate

Agility => dodge rate

Vitality => Max HP

Intelligence => Witch/Warlock, Wizard, Enchanter spells

Wisdom => Cleric, Shaman, Druid spells

Luck => Adds a little to everything

Important Note on Equipment of Classes:

Most decent equipment has class level requirements.  Characters also receive varying HP bonuses (per level) depending on their class.
-Thus, a pure caster will be pretty defenseless: less HP per level and less armor
-Thus, Ninja/Monk get better stat and defense abilities that in fact outweigh armor.  A Ninja or Monk could theoretically combine with a warrior for great armor and defense skills.  However, such a choice forces the character to waste points in Unarmed or Weapons combat.  Also, Ninja/Monks get bonus AC by not wearing a breastplate and/or shield.
Resistances: Fire, Air, Water, Earth, Life, Divine, Magic, Physical

Shaman: life, magic

Witch/Warlock: life, magic
Cleric: 
Enchanter: divine

Wizard: fire, air, water
Druid: earth

MELEE (General Class Descriptions):
Fighter:

-Small extra bonus to Melee and Weapons

-Learns Passive Weapon Feats

Paladin:

-Gains Passive Self-Buff Auras; Bonus Block
Barbarian:

-Gradual Natural AC bonuses

-Barbarian Feats

Bard:
-Melee Skill (some)

-Gradual LUCK & DEX Bonuses

-Bard Songs
Monk:

-Monk Abilities, Bonus Defense
Ninja:
-Ninja Skills, Bonus Defense
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Notes/hints on the above chart:
There are two basic melee paths:
-weapon (Fighter/Paladin)
-unarmed (Monk/Ninja): Monk/Ninja receive additional bonuses to AGI, but their unarmed attacks never become as powerful as weapons.
Barbarian/Bards specialize in neither unarmed or weapon, and thus are good choices for raising skills/stats/etc for either path.  Also, it may be viable to (for example) play a weapon class, but get a few levels of a Ninja for a Ninja-specific class skill.

There will be high level class-specific skills that encourage specialization in a particular melee class, but also good mid-level ones to encourage at least a secondary class or two.  However, the player also gives up magic learning by focusing on too many melee classes.

MAGIC (General Class Descriptions):
Shaman: Heal/Drain Spells

Cleric: Buff Spells

Witch/Warlock: Debuff Spells

Wizard: Advance in Evocation (Fire, Air, Water) Magic

Enchanter: Enchant Spells

Druid: Advance in Evocation (Earth); Advance in Morph Magic
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As far as casting goes, they can be well-done individually, in pairs, or in trios. Ex’s:
2 Types (Skills):

-Life: Get healing/drain spells, and monster debuffs.  Sounds great for a tank, but be careful - Witches/Warlocks are masters of resistance debuffs (while Enchanters are better overall at debuffs helpful against melee).
-Divine: Great for melee focus.  Buff self melee stats; debuff enemy melee stats (especially against melee).
-Nature: Master of Elementals (all 4 types) - generally better for a non-melee.  Some Druid morphs help casters (such as raising mana max or doubling mana regeneration).
3 Types (Stats):
-WIS: Great for melee focus.  Shaman healing, Cleric buffs, Druid melee morphs.  Shaman Lifesteal and Druid Earth Elemental spells allow melee to combat monsters with insanely high melee defense or physical resistance.
-INT: Pure casting type (damage galore!).  Witch/Warlock to reduce resistances (and some damage capabilities);  Enchanter to further debuff monster, and help keep mage alive.
2 & 2 Types (Skills & Stats):
Some of these are also viable.  For example:

-Shaman (Life/WIS), Witch/Warlock (Life/INT), Wizard (Nature/INT).  Witch/Warlock to strongly debuff resistances for Wizard to kill; Shaman helps keep caster alive.
