Calculations:
All percentage-based calculations are done with double precision, but all initial and final values are truncated into integers.
PercentChance:

// Requires: Probability, Min
Returns success if Probability > random(0 to 99).
If Probability% is less than Min%, then Probability% defaults to Min%.  (This is a precaution against any accidental immunity).  Probabilities over 1 (100%) always succeed.
General Melee Attack Flow:
/* Successful Hit? */
// Monster Avoid Chances: Parry Chance, Evade Chance, Penetrate Chance
// Character Avoid Chances: Dodge, Shield, Parry Chance, Monster Avoid Chances
/* Calculate Damage */

// Generate Random Base Damage
// Add Permanent Damage % Mod

// Add Feat Damage % Mods

// Add Spell Damage % Mods
// Chance for Critical Strike Double Damage

// Adjust Damage Total by Strength Modifier
// If 1st Attack, Check for Double Attack; Success => Add Second Attack Damage (if successful)
// If 2nd Attack, Check for Triple Attack; Success => Add Third Attack Damage (if successful)
// Reduce Total Damage based on Resistances
Melee Attack: Character Avoid Chances:

// Requires: LifeForm attacker, Character target
// Dodge Chance, 0% min - max Dodge is a soft cap enforced by limited access to Dodge skill points
If( PercentChance( dodge ) )

// then attack is dodged
// Shield Chance, 0% min - max Shield is a soft cap enforced by limited access to Shield skill points
ElseIf( PercentChance( dodge ) )


// then attack is dodged

// Check Monster Avoid Chances
Melee Attack: Monster Avoid Chances: 
// Requires: LifeForm attacker, LifeForm target
double dMeleeBoost = melee;

If character is equipped with a weapon

dMeleeBoost += weapon;

ElseIf character hand slots are both empty

dMeleeBoost += unarmed;

/* Parry Hit Chance; 20% min hit chance */
If( !PercentChance( ( dMeleeBoost * ( dexterity * 0.02 ) ) - ( Defense ) ) ) )

// then attack is parried
/* Evade Hit Chance, 20% hit chance */

ElseIf( !PercentChance( ( dMeleeBoost * ( dexterity * 0.02 ) ) - ( Defense * defender.agility * 0.02 ) ) ) )


// then attack is evaded

/* Penetrate Chance, 20% min hit chance */
ElseIf( !PercentChance( dMeleeBoost * ( strength * 0.01 + dexterity *0.01 ) - (AC*defender.vitality*0.2)))

// then attack did not penetrate

// Else => Successful Attack 

Melee Attack: Character Inflicts Damage:
// Requires: Character attacker, LifeForm target,  short sAttackNumber
Damage = damageBase.Roll();
double dmgMod = 0;

dmgMod += attacker.iDmgMod;

// bPowerStrike with weapon

If character is equipped with a weapon
dmgMod += bPowerStrike*0.1;
// bStoneHands bBurningHands with hands

If character hand slots are both empty

dmgMod += bStoneHands*0.1 + bBurningHands*0.1;
// weapon or hands feat mods

dmgMod +=  bBattleCry*0.2 + bFrenziedRage*0.3;

// spell mods
dmgMod += ( /* Check dmgMod Buffs currently on Character */ );
dmgMod -= ( /* Check dmgMod Debuffs currently on Character */ );

Damage += Damage * dmgMod;
// Check for Critical Strike; 0% min chance
If ( PercentChance( CriticalStrike ) )

Damage *= 2;
// Adjust total for Strength
Damage *= strength * 0.02;
// Check for Double Attack; 0% min chance
If ( PercentChance ( DoubleAttack )  && sAttackNumber == 0  )

// if success, then Damage += 2nd attack (+ possible 3rd attack): pass 1 for bAttackNumber
// Check for Triple Attack; 0% min chance
ElseIf ( PercentChance ( TrippleAttack )  && sAttackNumber == 1  )


// if success, then Damage += 3rd attack: pass 2 for bAttackNumber

// AC-based Damage Reduction

Damage *= 1 - ( AC * ( rand() * 0.2 ) );

// Reduce Total Damage based on Resistances

If( AttackNumber == 0 ) {
// From Character, split up damage into types and take off for resistances
If Life 

dmgLife = Damage / total;
dmgLife *= ( 100 - Monster.resistances.Life ) / 100;



If Divine



dmgDivine = Damage / total;



dmgDivine *= ( 100 - Monster.resistances.Divine ) / 100;



… /* Do the above for all 8 resistances */
// Sum the types

Damage = dmgLife + dmgDivine + dmgFire + dmgAir + dmgWater + dmgEarth + dmgPhysical + dmgMagic;
}
Melee Attack: Monster Inflicts Damage:
// Requires: Monster attacker, LifeForm target
Damage = damageBase.Roll();

double dmgMod = 0;

dmgMod += attacker.iDmgMod;

// spell mods

dmgMod += ( /* Check dmgMod Buffs currently on Character */ );

dmgMod -= ( /* Check dmgMod Debuffs currently on Character */ );

Damage += Damage * dmgMod;
// Adjust total for Strength

Damage *= strength * 0.02;

// AC-based Damage Reduction
Damage *= 1 - ( AC * ( rand() * 0.2 ) );
// Reduce Total Damage based on Resistances

// From Character, split up damage into types and take off for resistances

If Life 

dmgLife = Damage / total;

dmgLife *= ( 100 - Monster.resistances.Life ) / 100;

If Divine


dmgDivine = Damage / total;


dmgDivine *= ( 100 - Monster.resistances.Divine ) / 100;


… /* Do the above for all 8 resistances */
// Sum the types

Damage = dmgLife + dmgDivine + dmgFire + dmgAir + dmgWater + dmgEarth + dmgPhysical + dmgMagic;

Riposte:
Whenever the attack function is called, it should be followed by a Riposte call, which will give the opponent a chance to counter-attack the overall attack.
Feat Stacking:

All feats can stack, even those of the same bonus type.  This generally is done by the adding of % bonuses (such as 10% stone hands + 20% Battle Cries).

Damage Types:
In the case of damage types, the resistances are split up evenly.  For example, a melee attack that is enchanted Hurricane (Air, Water) and Holy Frenzy (Divine) is resisted in 3 equal parts (1/3 Air, 1/3 Water, 1/3 Divine).  Or, Burning Hands (Fire, Physical) plus Earthen Fists (Earth, Physical) plus Vampiric Embrace (Life, Physical) would be split into 1/4 Fire, 1/4 Physical, 1/4 Earth, 1/4 Life.

All damage type bonuses have a maximum damage type percentage of 50%, except for Divine (which is 100%).   It is relevant to note that only clerics get Divine damage spells, and they are the weakest of damage spells.
Triple Attacks:
Triple Attacks can only happen if a successful Double Attack is made.

Character, Monster, LifeForm Reminder:
Characters and Monsters are LifeForms and have all the state of a LifeForm.  Characters are LifeForms with things like character skills, equipment, spells, experience, levels, a gender, etc.  Monsters are LifeForms with things like pseudo-equipment, a simplified spell system, etc.
